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ContactContactContactContact InformationInformationInformationInformation &&&&Disclaimers:Disclaimers:Disclaimers: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.

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).

SummarySummarySummarySummary &&&&Description:Description:Description:Description:
The world is full of adventure for any who dare to face the challenge. This document

will attempt to guide you to creating some of those adventures including items of interest,
story hooks, and characters, including a roster book of ready-made NPCs.

Although most of the materials are directed at Narrators creating or running an
adventure scenario, there is also plenty of material that players may find useful. As
always, the discussion is couched in terms of story-telling because telling a story is what
a good roleplaying adventure is and what it does. There is in-depth coverage of common
tropes and archetypes of the adventure genre.

Either on its own, or as a supplement to a superhero campaign, a good action
adventure story can really spice things up. If that sounds interesting to you, then read on,
friend: hidden treasures, unsolved mysteries, and unexplored depths await you.

http://games.groups.yahoo.com/group/mshag/
http://mshaglibrary.wordpress.com
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TheTheTheThe HeroHeroHeroHero
The adventurer is obviously the hero of the adventure, but what does that mean? What
makes a good hero? What skills and abilities does a typical hero have? Well, naturally,
that depends on the type of campaign you’re running and the heroes (and players) you’re
running within it.

CreatingCreatingCreatingCreating aaaa Hero:Hero:Hero:Hero: TheTheTheTheMotivationMotivationMotivationMotivation
The adventure isn’t just some fantasy scenario for the character. Your hero isn’t just

going on the adventure, he is living it. Make sure your players (or you, as the player) have
a good understanding of what makes your hero tick.

Take Allan Quatermain, Indiana Jones, and Lara Croft, for example. The latter two
were inspired by Quatermain, and though they share many similarities, they also have
their differences. All three are iconic adventurers, exploring unknown worlds, seeking
lost treasures, and unraveling mysteries of the past, but they all have very different
motivations for doing it. Allan Quatermain is an Adventurer; it is the spirit of adventure,
and the danger that comes with it, that kindles his spirit. Indiana Jones is an Explorer; he
seeks treasures for the knowledge, which he wishes to share with the world at large (he
donates his treasures to museums). Lara Croft is an Investigator; she is also interested in
the knowledge, but in a more personal way: it is unraveling the mystery that she truly
enjoys; the treasure is just a byproduct of her curiosity.

Because of these varied motivations, the adventure would be slightly different with
each hero at the helm; they would make different choices when faced with the same
decisions. If the treasure is balanced precariously on a cliff, you can bet that Indy is
trying to save it: recovering the treasure for posterity matters to him. Quatermain could
let it fall into the ravine and rest easy: he has his experience and his stories to tell, and
that’s what he came for. Croft’s decision would vary, based upon whether she had solved
the mystery or not; if she still needs it as a clue, she’ll leap out there with Indy. If she
already knows all it has to offer, she’ll be resting back at camp with Quatermain.

Once again, the player should know the character well enough to make this sort of
decision, but should also have a contingency plan in case the player surprises you. And
the Narrator should make sure that this question is more than theoretical. Such decisions
should crop up during the campaign.

CreatingCreatingCreatingCreating aaaa Hero:Hero:Hero:Hero: TheTheTheThe StatsStatsStatsStats
Beyond the motivations of the hero, you’ll want to know some other vital statistics,

like just what sort of body and mind he’s throwing at all of these challenges. Skills help
greatly in the adventurer’s line of work, so you’ll want to invest in those as much as you
can. Most heroes in this type of adventure will be baseline humans, so skills (along with
Edge) are what really set the hero apart from the crowd.

Adventurers tend to be a physical lot. Simple feats of Strength and Agility crop up
frequently, so you’ll want solid scores in both. In general, heroes in these sorts of
adventures will be doing a lot of rough-and-tumble movement and will engage in more
than their fair share of action-oriented skirmishes, so choose movement and combat skills
appropriate for your hero archetype. (More information on archetypes can be found in the
templates section.)
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Adventuring also challenges the wits and determination of the hero, so you won’t
want to skimp on your mental stats, either. Once again, you’ll want solid scores in both
Intellect and Willpower, so the stupid or weak-willed need not apply. Your hero will
probably be facing a good deal of puzzles and riddles, so you’ll want knowledge of your
field of expertise, as well as any general knowledge skills that help you navigate and
survive extreme environments or work out brainteasers.

Following are templates for various character archetypes. The format should look
familiar to anyone who has read my article “Building a Better Hero. The type of hero you
play can greatly influence the type of campaign you run (and vice versa) so be sure that
you and the narrator are in sync with the type of heroes you create. As always, feel free to
grab skills for flavor instead of (or in addition to) the min/max options listed in the
templates section below.

TheTheTheThe AdventureAdventureAdventureAdventure
There are countless types of adventure. Listed below are some of the more common
themes of adventure books and movies. You may find these basic tropes either alone or in
combination. Quite often, the adventure plot elements are mixed with other genres, such
as action, fantasy, western, epic, or even historical media. Many of the story hooks are
closely linked with only a few key differences.

Along with each theme is a basic explanation of the trope, along with some source
materials that use the trope. Many examples will have a sequel or even a whole series, but
for simplicity sake, I generally only list the name the series or franchise is known by or
the first film of the series. So, for example, the listing “Star Wars” actually encompasses
some or all of 6 films and dozens of books, cartoons, and comics. These books and
movies are excellent sources of inspiration for your adventures. Like a magpie, take the
shinier scenes or features of these sources and weave them into your own story to make a
grand new adventure.

You may notice that some media are listed in multiple themes. This is because some
of the best stories happen when you build upon, stack, and weave elements together. A
single style or theme may suffice for a quickie adventure, but especially as you view the
campaign as a whole, your approach will benefit from greater variety and a more intricate
and complex overall story.

TheTheTheThe ArenaArenaArenaArena
The hero is trapped (or just participating) in a tournament or gladiatorial arena in which
the goal is to emerge as the champion. Often the tournament has life-or-death stakes, such
that he can only survive by winning and advancing through the ranks. The hero may or
may not be a fighter by trade before entering the tournament, and he may have been
forced into the tournament, either directly or through coercion. Regardless of how or why
he came to be in the tournament, the stakes are almost always higher than they appear at
first glance: enemies tend to be tougher (possibly even superhuman), and fights may end
in death or even worse (like the loss of the soul, or perhaps some sort of mystical forces
are unleashed with each loss).
Sources of Inspiration: Gladiator, The Quest, Bloodsport, Mortal Kombat, Street Fighter
series, Kickboxer series
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TheTheTheThe CameoCameoCameoCameo
A character from a past adventure shows up temporarily in a new adventure. It can be a
hero, a villain, or even an NPC. The point of the cameo is to lend a sense of continuity to
a campaign and by extension, the game world. The cameo can be as subtle as an off-
screen shout-out or as direct as a short-term team-up. It can be something as simple as a
familiar NPC providing tip-offs or assignments at regular intervals.
Evidence of off-screen action is often enough to lend the adventure a sense of excitement
by hinting at a larger picture going on. For example, the fight scene at the end of the
Avengers movie would have been much cooler (and made much more sense) if there was
the feeling that other well-known heroes were also on the case. Finding a webbed-up
alien or seeing a flaming 4 in the sky is enough to let you know that those other heroes
aren’t just sitting around on their butts without ever actually showing Spidey or the FF
on-screen and in action.
Sources of Inspiration: Pretty much any serially-produced media, such as comic books,
video games, TV shows, or movie franchises.
TheTheTheThe Caper/HeistCaper/HeistCaper/HeistCaper/Heist
The hero must pull off a theft, usually of some valuable showpiece. The theft may take
the form of an elaborate con game or an intricate robbery, or even both at once. The
target in a good Caper is almost always rumored to be impossible to steal. It will take a
master thief to navigate the security and come away with the prize.
This theme is useful from either perspective (the thief plotting the job, or the hero trying
to foil the robbery).
Sources of Inspiration: Ocean’s 11, The Thomas Crown Affair, The Italian Job,
Entrapment, Mission: Impossible
TheTheTheThe ConquestConquestConquestConquest
Your hero is a general or leader of an army bent on conquering an area, or even the whole
world. The hero may not see himself as a conqueror, viewing it as liberating people to
live under his kinder, more benevolent rule. If the hero is the conqueror, this may be
fairly accurate: overthrowing the evil tyrant may be a desirable outcome for the
inhabitants of an enslaved kingdom. This story type is an excellent chance to play with
morality as a theme. The inherent duality and conflict between conquest and freedom can
spur many moral conundrums about where the line is drawn and how the hero conducts
himself and his army. At what point is the hero just another tyrant himself?
Sources of Inspiration: Alexander, Troy
TheTheTheThe CreatureCreatureCreatureCreature FeatureFeatureFeatureFeature
The hero is locked in a struggle to the death against a beast or beasts. The enemies in a
creature feature are usually, though not always, of the “engine of destruction” variety,
lacking the humanoid intelligence of the enemies in the similar theme The Hunt. This
does not, however, necessarily mean that the creature is stupid: often they possess great
cleverness and cunning. Creature Features are generally limited to a single location, such
as a home or a ship, or else to a general location, such as a city, but on rare occasions,
they can span the entire globe.
For street-level heroes, the beast can be a particularly large specimen, or perhaps a
normal example of its species. Many creatures are powerful enough to be a threat to an
average human, including aquatic apex predators (sharks, killer whales, eels, crocodiles,
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alligators), big cats (tigers, lions, panthers, cougars, cheetahs), and most species of bears.
Alternately, even small creatures, such as insects or spiders can be hazardous in large
enough numbers. Bees, ants, wasps, and spiders are common in this theme.
For more powerful heroes, increasing the scale of the creatures can up the ante enough to
provide a challenge. Naturally-large creatures, such as dinosaurs, are commonly used
movie monsters, and are tough enough to challenge even low-level superhumans.
Gigantic versions of normal creatures also make excellent foes, even for higher-level
heroes. Scaled up high enough, even a common spider can become a city-wrecking force
of nature. Finally, don’t be afraid to tweak out your creatures by adding altered
physiologies or superpowers. For example, adding a breath weapon, flight, additional
limbs, or simply enhancing the creature’s natural abilities (such as adding acid or poison
to Webslinging).
Sources of Inspiration: Jaws, King Kong, Deep Rising, Deep Blue Sea, Lake Placid,
Piranha 3D, Godzilla, Jurassic Park, Anaconda, Gremlins, Tremors, Arachnaphobia
TheTheTheThe CryCryCryCry forforforfor HelpHelpHelpHelp
The hero receives a distress call which he feels honor-bound to answer. Whether
inadvertent or deliberate, it’s a pretty safe bet that things will get complicated. The plea
may be an intentional trap or the hero may run afoul of the same trouble that originally
necessitated the distress call. Either way, action and adventure are sure to be in store
when the hero rushes in to save the proverbial damsel in distress.
Sources of Inspiration: Star Trek, Spider-Man
TheTheTheThe CurseCurseCurseCurse
The hero is, or meets someone who is, afflicted by a curse, the lifting of which provides
the spur to adventure. This need not necessarily be a literal magic curse: a disease or time
bomb would provide a metaphorical equivalency. This theme is a natural pair for, and is
often found in conjunction with, The Ticking Clock.
Sources of Inspiration: Ladyhawke, Pirates of the Caribbean, Shrek
TheTheTheThe Destiny/ProphecyDestiny/ProphecyDestiny/ProphecyDestiny/Prophecy
The hero has a powerful destiny laid upon him, a concept commonly referred to as being
The Chosen One. The Prophecy is a common string in this theme, although it may not
necessarily list the hero by name. Regardless of whether he knows of this destiny at first,
he will almost surely be filled in at some point. Wise mentors and/or masses of
whispering bystanders abound in these stories. Is the hero really The One? Or is he just
another would-be-savior falling in the struggle?
Sources of Inspiration: Harry Potter, The Chronicles of Narnia, The Prydain Chronicles,
Ladyhawke, Willow, The Matrix, Star Wars
TheTheTheThe DisasterDisasterDisasterDisaster
A calamity of some sort has befallen a normally safe area, turning it into a dangerous
and/or hostile environment. There are many ways to insert a hero into this hook. The hero
may have to navigate through the danger zone to reach safety, or he may need to aid in
rescue and clean up efforts, or else he may need to race the clock to escort an important
third party through the destruction.
Sources of Inspiration: The Day After Tomorrow, 2012, Armageddon, Deep Impact,
Volcano, Daylight
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TheTheTheThe EndEndEndEnd ofofofof thethethetheWorldWorldWorldWorld //// TheTheTheThe ExterminationExterminationExterminationExtermination
The heroes are facing off against an enemy that is bent on destroying the world, or at
least all of its human inhabitants. This enemy is often inhuman, thriving on the chaos, or
else benefiting from the destruction in some way, so as to make peace or negotiation
impossible.
Otherworldly or supernatural forces are common in this theme, making it ideally suited to
campaigns with space-faring or mystical overtones.
Sources of Inspiration: Ghostbusters, Independence Day
TheTheTheThe EscapeEscapeEscapeEscape
The heroes are trapped within some sort of dangerous environment and must escape in
order to survive. The danger may be from monsters, villains, or even the environment
itself (or else some combination of any or all of them).
An unstable environment can be used to inject challenges into the campaign, as well as
provide a Ticking Clock effect. Any number of hazards can be used as the instability:
sinking, burning, flooding, or even an impending explosion (or overload).
Sources of Inspiration: Jurassic Park, Jumanji, Alien, Deep Blue Sea, The Poseidon
Adventure, Daylight
TheTheTheThe EscortEscortEscortEscort
There is a person or object of particular importance (hereafter referred to as “The
Package”) that the hero must protect on its way to a destination. There is sure to be a
hostile force that will stop at nothing in attempting to prevent the hero from delivering
The Package, so expect tons of small-scale skirmishes and perhaps even some
environmental obstacles.
Quite often there is a race against time to complicate things further. It’s fairly common
for The Package to be fragile, or if a person, to have a curiously low awareness of danger
and a near-suicidal lack of respect for its own mortality.
Sources of Inspiration: 16 Blocks, Goldeneye, RPG Escort Quests
TheTheTheThe Exile/OutcastExile/OutcastExile/OutcastExile/Outcast
The hero is (or meets) someone who has been ostracized from a community (be it a
society, organization, etc.). The desire for revenge is a fairly common motivation in this
theme, as is the desire to finally gain acceptance from the exclusionary body. Whichever
way the character is leaning, the outcast provides a vehicle for conflicts, both literally and
figuratively, via morality choices or actual physical conflict between the outcast and the
organization that shunned them.
Sources of Inspiration: Around the World in 80 Days
TheTheTheThe ExpeditionExpeditionExpeditionExpedition
The hero is on a mission of exploration through a dangerous or uncharted landscape. This
theme features exotic or distant locales, such as space, the ocean, the arctic, the desert, or
the jungle. The landscape itself is sure to provide some challenges, and resistance from
the local flora and fauna is also commonplace. There could also be a group that wishes to
stop this exploration, such as the native peoples, a group sworn to protect the location
from outsiders, or even a rival expedition.
Sources of Inspiration: Star Trek, The Lost World, Crocodile Dundee, Journey to the
Center of the Earth, Journey to the Mysterious Island, Land of the Lost
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TheTheTheThe HiddenHiddenHiddenHiddenWorldWorldWorldWorld
There is a secret world hiding in plain sight, and the hero has been pulled into it. The hero
may have become aware of the hidden world and entered intentionally, he may have
stumbled into it accidentally, or he may even have been pulled into it against his will
(either intentionally or accidentally).
Everything from physics to social convention seems to operate differently in the hidden
world. Things that a normal person would ignore could prove a real threat to those in the
hidden world, such as an ant being stepped on by a normal-sized person, but monstrous to
a sufficiently small one. Likewise, a common substance (such as salt or sugar) may be a
part of your daily diet, but could be harmful or deadly if ingested (or even touched) by a
citizen of the hidden world.
Size-shifting is a fairly common way to enact this theme, though it is far from the only
method. The supernatural (particularly ghosts, wizards, and faeries) also makes a strong
showing in these stories. Often in these stories, the culture shock of dealing with the
strange (yet oddly similar) inhabitants of the hidden world is as large a part of the
adventure as navigating the new environment.
Sources of Inspiration: Epic, The Spiderwick Chronicles, The Ant Bully, The Chronicles
of Narnia, The Fantastic Voyage, Arthur and the Invisibles, Stardust, Honey I Shrunk the
Kids, Harry Potter
TheTheTheThe HostileHostileHostileHostile Takeover/InfiltrationTakeover/InfiltrationTakeover/InfiltrationTakeover/Infiltration
The hero is attempting to stop forces who are trying to take over some area (the city, the
country, or even the world). These attempts usually take the form of conspiracies and
clandestine plots that will eventually end with the transfer of sociopolitical power to the
nefarious party. Alternately, the nefarious forces may be replacing people with imposters
(usually by using shapeshifters of some sort) to infiltrate the community or power
structure in this way.
This hook pairs particularly well with street-level heroes and political intrigue. Detectives
and spies are a staple of the genre, but don't overlook the possibility of the hapless hero
stumbling his way through the mystery.
Sources of Inspiration: James Bond, Mercury Rising, The Manchurian Candidate
TheTheTheThe HuntHuntHuntHunt
This is literally the stalking of prey by a hunter: the classic game of cat and mouse. The
hunter may be a more traditional hunter, or perhaps a hit man or assassin. The prey may
be an ordinary beast, a monster, an alien, or even another human. The environment may
be used against the prey by setting traps or ambushes. In this theme, the hunter is usually
at a distinct advantage over the hunted in some manner (intelligence, weaponry,
awareness), but it is not at all unusual for the prey to be able to defend itself or possibly
even turn the tables on an unwary hunter.
Sometimes the script is flipped and the hero himself is the prey. In this case, the hunter is
usually an alien (or at least a crazy person) that treats humans as prey because they are
more dangerous or formidable than “lesser” beasts.
Either way, the hunter may or may not possess some sort of code of honor regarding
fairness of the hunt and the reward for being worthy prey.
Sources of Inspiration: Jaws, Alien, The Ghost and the Darkness, Predator, Surviving the
Game, Hard Target, The Jackal
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TheTheTheThe Journey/VoyageJourney/VoyageJourney/VoyageJourney/Voyage
The hero must travel a long way through space and/or time. The hero may be traveling to
a distant location to fulfill a mission, or perhaps trying to return home after becoming
stranded in a faraway place. A journey is sure to include struggles against the
environment, and most likely also a force that is trying to stop the hero from reaching
their destination. Though it works best in combination with other plots or themes, don’t
underestimate how big an obstacle that distance can be in and of itself. It can provide a
physical and mental barrier that taxes the hero’s resolve as much as his endurance. This is
the polar opposite of The Ticking Clock: it is the sheer size of the challenge looming
ahead that provides the weight and tension
Sources of Inspiration: The Lord of the Rings, Hidalgo, Star Trek: Voyager, Lost in
Space, Land of the Lost, Around the World in 80 Days
TheTheTheThe LocalLocalLocalLocal
The hero runs into a person native to the exotic locale that he is visiting who is willing to
help him in his task. Locals make great guides, sidekicks, and comic relief. They can be
used to great effect in The Escort or The Rescue.
Alternately, you can flip the script and have the local get up to all sorts of betrayal-related
hi-jinks, secretly sabotaging the group he is pretending to help.
Sources of Inspiration: Around the World in 80 Days
TheTheTheThe Outsider/WannabeOutsider/WannabeOutsider/WannabeOutsider/Wannabe
The hero (or another party member) is a member on the outside of a group or society that
desperately wants to break into that group but has thus far been unable to do so. Quite
often, though not always, this lack of acceptance comes down to prejudice or bigotry of
some sort. This angle can take many bents in its execution; the woman trying to prove
herself in a role/profession normally reserved for men, the forward thinker whose ideas
are not accepted by the more conservative traditional thinkers, the young kid/rookie
anxious to prove he can hang with the big boys, or the person of a different race trying to
prove that his group is not inferior. Regardless of whether the discrimination is based
upon age, gender, race, or ideology, the end result is the same: somebody has been told
they can’t hack it, and they’ll stop at nothing to prove their doubters wrong.
Sources of Inspiration: Around the World in 80 Days
TheTheTheThe PatchworkPatchworkPatchworkPatchwork VictoryVictoryVictoryVictory //// TheTheTheThe TapestryTapestryTapestryTapestry EffectEffectEffectEffect
The hero grapples with lots of little challenges while working toward a larger, more
important goal. Often, these low-level struggles are (or at least seem to be) unrelated to
the bigger struggle and seem to be more of a barrier or distraction. However, in the end, it
is often the hero’s handling of these smaller issues which mark the difference between
success and failure, so reward the hero when he does the heroic thing and fights the small
fight, too. This isn’t the hero losing sight of the bigger picture, but instead a refusal to let
the little things slide in favor of the whole.
Just as scraps of cloth come together to form a quilt, all of the hero’s little victories can
come together to save the day in his time of need. Perhaps the family who the hero saved
from falling rubble offer him safe haven when he needs a place to lie low. Perhaps the
doctor he saved from a mugging provides him with first aid when he’s wounded. Perhaps
the kid who the hero pulled out of the line of fire provides a distraction at an opportune
moment, allowing the hero to escape. The important thing is to make a showing of the
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hero’s good deeds coming back to reward him in a karmic sense.
Sources of Inspiration: The Chronicles of Prydain, Spider-Man 2, Pay It Forward
TheTheTheThe QuestQuestQuestQuest
The hero has an overarching mission or goal that drives him forward through dangers. As
with The Journey, The Quest often calls for the heroes to travel a great distance, but in
this case the journey itself is merely one obstacle among many towards completing the
quest.
In The Quest, the objective is paramount, so it provides ample opportunities for role-play.
A choice between furthering the objective and saving a teammate or bystander is a classic
hero dilemma and these sorts of decisions should be thrown at the hero with some
regularity.
Sources of Inspiration: The Chronicles of Prydain, Star Trek
TheTheTheThe RebellionRebellionRebellionRebellion
The hero is participating in the violent overthrow of a tyrannical government structure.
Whether a single dictator or a totalitarian regime, the hero is a freedom fighter looking to
oust the current ruler(s) and make the land safe for peace, justice, and the American way.
In this theme, the hero plays something of a non-traditional role. Certainly he is on the
side of the good and right, but as a rebel, he is siding against the powers of law and
authority that a hero might traditionally protect. This hook is often paired with other
themes, particularly The Wanted and/or The Chosen One.
Sources of Inspiration: Star Wars
TheTheTheThe RescueRescueRescueRescue
The hero must work his way into a hazardous location in order to rescue someone or
something that is already inside the danger zone. Common examples of the inhospitable
environment would be a disaster area, an enemy stronghold, or an area infested with man-
eating predators. This is often paired with The Ticking Clock, because the endangered
party is under attack, has limited supplies, or has some other reason for a limited window
of survival.
Sources of Inspiration: Congo, The Princess Bride, Jurassic Park III
TheTheTheThe RevengeRevengeRevengeRevenge
The hero has been wronged, and the action centers on the hero’s attempts to correct (or
simply avenge) those wrongs. This theme plays well with anti-heroes and darker heroes
because it provides a natural dramatic conflict: can the hero stop himself once the
injustice has been addressed, or will he go too far and become like those he seeks to
condemn?
When including this string in one of your campaigns, make sure the hero has lots of
opportunities to make the right (or wrong) choice and see that they are appropriately
rewarded (or punished) for their righteousness (or lack thereof).
Sources of Inspiration: The Count of Monte Christo, The Mask of Zorro, The Princess
Bride
TheTheTheThe ShowdownShowdownShowdownShowdown
The hero has an archrival or nemesis that is dead-set on a collision course with the hero
so as to ensure that the two square off and face each other one-on-one. Often, this
opposite number is his equal in almost every way, except morality. Regardless of the



© 2014 MSHAG Library

reasoning, the deep-seated need to prove which one is superior becomes the driving force
for the bad guy to time and again engage the hero in singular combat, even if it repeatedly
leads to failed plans or even their own demise.
Alternately, a misunderstanding may lead to blows, setting up some hero vs. hero
showdowns. These confrontations are generally shorter, less fatal, and more dramatic
than the arch-nemesis variety. Though usually temporary, and almost always leading to a
Team-Up against the true villain, these are a good way to indulge in all of those fan-boy
fantasies and answer the questions we always ask. Who would win if X faced Y? Who is
faster, stronger, better, more powerful? (Don’t forget, those aren’t always the same
answer. The stronger character might still lose in a fistfight if his opponent is more
ruthless or aggressive.)
Sources of Inspiration: The Quick and the Dead, Harry Potter, Just about every Cross-
over ever written
TheTheTheThe Team-UpTeam-UpTeam-UpTeam-Up
The hero must join forces with somebody else to defeat the villain(s). Perhaps this is
because the hero needs more firepower to handle a tougher villain. Perhaps two (or more)
villains have teamed up themselves, causing their hero rival(s) to do the same. Perhaps
the villain is an organization too large or wide-spread for one hero (or team) to handle
alone, such as Cobra or Hydra. Perhaps a personal vendetta prompts two heroes to seek
the same villain and neither will back down on who gets to take down the villain. Perhaps
two heroes or teams are working the same case and bump into each other as they close in
on the villain. Perhaps a jurisdictional grievance will allow the hero (or his team) to
operate within an area only if they are escorted/supervised by the local hero(es). Perhaps
the hero simply runs into an old friend/ally who is willing and able to lend a helping hand
when he finds out the hero’s situation. There are literally as many reasons as you can
think up for heroes to team up and work together.
Don’t think that all of the conflict has to come from the villain, though. Team-Ups can
cause internal conflict for a number of reasons. Perhaps the character is more of a loner
and dislikes teaming up on general principle. Perhaps the potential teammate shares a
checkered or even negative history with the hero, making them an uneasy ally. Perhaps it
takes some time to iron out a new social structure or pecking order, causing friction while
those unused to taking (or giving) orders find themselves in a new role within the new
group dynamic. Perhaps simple jealousy comes into play as somebody who is used to
being the strongest/fastest/smartest team member must now work alongside somebody
who is an equal (or even superior) to them in their traditional strong suit.
Sources of Inspiration: Just about every Team-Up and Cross-Over ever written
TheTheTheThe Siege/InvasionSiege/InvasionSiege/InvasionSiege/Invasion
The hero must repel invaders that are threatening the safety of the hero’s home (or just
his current location). Most often, the hero is trapped in a single location and surrounded
by danger as he is forced to defend his home turf against an assault or invasion by an
outside enemy. Alternately, the hero may have to work to expel enemies and retake the
location after a successful invasion has already taken place. Regardless, the hero will
likely be hopelessly outnumbered and outgunned, but not out-foxed and certainly not
outmatched.
This theme pairs naturally with The Badass. Successfully navigating such impossible
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encounters is how they become known as Badasses to begin with, after all.
Sources of Inspiration: Die Hard, Under Siege, Hostage, 300, Assault on Precinct 13,
Red Dawn, Home Alone
TheTheTheThe ThiefThiefThiefThief
An unforeseen encounter with a thief spurs the hero (and possibly some villains) on to
adventure. Perhaps the thief steals something from the hero (or a villain) that the hero
must reclaim for safety’s sake. Perhaps the thief beats the hero to the punch in acquiring
the object that is the goal of his mission. Perhaps the thief’s theft has put him in mortal
danger and the hero must catch up to and protect the thief before the bad guys get to him.
Perhaps the thief stashed stolen loot on the unwitting hero (or on his property) figuring
the hero will keep it safe. Regardless of whether the thief is the hero, the villain, the
comic relief, or the spur, an unexpected theft can be a great story hook.
Sources of Inspiration: Around the World in 80 Days, The Adventures of Tom Sawyer,
Running Scared
TheTheTheThe TickingTickingTickingTicking ClockClockClockClock
The hero faces a limited window in which he can achieve success. Basically, any time
that the hero is artificially limited by a time constraint, you’re dealing with The Ticking
Clock. In effect, time itself becomes the hero’s enemy and is likely one of the bigger
challenges he will face.
The Ticking Clock tends to magnify a situation. A tricky task becomes even more
difficult because there is no time for mistakes or second chances. The awareness of this
heightens the stress for the character (and the player).
The Ticking Clock can be either literal or figurative, and the window could be either to
do something or to prevent it. A disease might eventually kill the victim. A curse may
become incurable after a certain time. A bomb counting down will explode at zero. An
artifact might only be usable while the planets remain aligned. A power outage may
provide a few minutes of vulnerability to a normally unassailable enemy.
Sources of Inspiration: Gravity, The Dark Knight Rises, Mission: Impossible, White
House Down, and many more (it’s a very common theme).
TheTheTheThe TreasureTreasureTreasureTreasure HuntHuntHuntHunt
The hero must find and recover a valuable item of some sort, called The Treasure. The
Treasure is usually hidden behind a series of traps or clues which must be solved
sequentially before the reward can finally be claimed. The Treasure is sure to be guarded
by all manner of traps and/or natives.
The Treasure can be figurative as well as literal. Certainly, gold and jewels make great
treasure, but The Treasure could also be information, an artifact, or even a person. The
significance of The Treasure may be social, political, or historical value, rather than
monetary.
Sources of Inspiration: Indiana Jones, Tomb Raider, National Treasure
TheTheTheTheWagerWagerWagerWager
The hero accepts a bet to accomplish a seemingly impossible task that he nonetheless
believes he can accomplish. It is not uncommon for the wagerer to attempt to sabotage
the hero, despite the task's apparent impossibility, especially when/if the hero shows signs
of success.
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This hook tests a character's grit, determination, ingenuity, and perseverance. The classic
"mission or morals" dilemma discussed in The Quest also features heavily in The Wager.
This hook pairs naturally with The Outsider/Wannabe, with the classic gentlemen’s
wager being a means of acceptance for the outsider (if he wins) or a means of being rid of
the nuisance once and for all (for the elitist organization).
Sources of Inspiration: Around the World in 80 Days, Real Steel, Karate Kid, Ocean’s
Twelve
TheTheTheTheWantedWantedWantedWanted
The hero is the target of a manhunt. Heroes in this theme tend to be at an extreme
disadvantage, especially in terms of firepower and/or equipment. The full might of the
law is brought to bear against the hero. His face (or at least his costumed identity) is well
known, and/or appears periodically in News Bulletins or Wanted Posters. The vast
majority of the public will be against him whenever or wherever he shows up. Heroes
caught in this situation are often wrongly-accused, and must work to clear their name
while also avoiding further trouble with the law.
Sources of Inspiration:Minority Report, The Fugitive, A Perfect World, Batman, Spider-
Man, The Punisher
TheTheTheTheWitnessWitnessWitnessWitness
Somebody knows too much. This is usually an innocent (and helpless) bystander has seen
or heard something that the bad guys don’t want anyone else to know, however, it can
also take the form of a crook coming clean and turning on his former associates. Either
way, the bad guys will naturally want to find and silence the would-be snitch before they
have a chance to squeal. Perhaps the witness comes to (or is referred to) the hero for help.
Perhaps the hero is a law officer and protecting innocents is part of his job. Perhaps the
hero witnessed the same event and noticed the witness in peril. Regardless of how or why
the hero and the witness cross paths, the man who knows too much is a staple of any
crime-based adventure story.
Sources of Inspiration:Witness, The Client, Connie and Carla, Bad Boys, Smokin’ Aces,
The Interpreter
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TheTheTheThe One-ManOne-ManOne-ManOne-Man ArmyArmyArmyArmy
(a.k.a. The Gunslinger, the Bad-Ass)

Examples:Examples:Examples:Examples: John Rambo, John Spartan, John MacLane, John “The Eraser” Kruger, John
Preston, John Matrix, John Creasy
KeyKeyKeyKey Powers:Powers:Powers:Powers: Being named John (optional)
KeyKeyKeyKey Skills:Skills:Skills:Skills: One or more Armed Combat skills (Knives, Swords, Spears, Marksmanship),
One or more Unarmed Combat skills (Brawling, Boxing, Wrestling, Martial Arts)

MinimumMinimumMinimumMinimum //// RecommendedRecommendedRecommendedRecommended Stats:Stats:Stats:Stats:
AttributeAttributeAttributeAttribute IntensityIntensityIntensityIntensity
Strength 5 / 7+
Agility 4 / 6+
Intellect 4 / 5
Willpower 4 / 5
Edge 2+
Minimum Number of Skills 2 (1 Armed and Unarmed

Combat Skill)

TheTheTheThe Rundown:Rundown:Rundown:Rundown:
The Bad-Ass will usually have physical skills in the upper end of normal human

range, but not necessarily super-human. The Bad-Ass tends to collect combat skills like
they’re baseball cards, so feel free to dump lots of points into things like Boxing,
Brawling, Garrotes, Knives, Wrestling, Artillery, Martial Arts, Marksmanship,
Contingent Attack, Ricochet, or Demolitions. Depending on the nature of the campaign,
some Bad-Asses may have a less-common signature weapon, such as Axes, Clubs,
Hammers, Martial Arts Weapons, Swords, Shields, Whips, Archery, or Boomerangs.

The Bad-Ass may have some supplemental non-combat skills that nevertheless
augment his abilities as a One Man Army. Skills like Construction, Gadgetry, Repair,
Assessment, Mechanics, Weapon Systems, or Intimidation will fit this purpose, allowing
the hero to build traps or repair and construct weapons. Finally, he will often have some
sort of borderline-miraculous vehicle operation skills, such as Driving, Piloting, or
Navigating, so look there if you’ve covered the bases and still have points to spend.

The Bad-Ass is generally known more for looking like a beefcake and blowing things
up than for his mental prowess, but a few key skills related to the source of his training
are not uncommon. Since the Bad-Ass usually has some sort of police and/or military
background, skills such as Criminology, Espionage, Law, Law Enforcement, Military,
Survival, or Tracking may crop up.

The Gunslinger is nothing without his arsenal, so be sure to budget for some serious
firepower. No self-respecting One Man Army would leave home without at least one
weapon of each type: handguns, explosives, rifles/shotguns/automatic weapons, and a
ridiculously oversized knife as a last resort.

Sources of Inspiration: Pretty much any action movie starring Bruce Willis, Chuck
Norris, Steven Segal, Jean-Claude Van Damme, Sylvester Stallone, or Arnold
Schwarzenegger. Specific Examples: Predator, Demolition Man, Rambo
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TheTheTheThe SpySpySpySpy
(a.k.a. The Secret Agent, The Covert Agent)

Examples:Examples:Examples:Examples: James Bond, Simon Templar, Jason Bourne
KeyKeyKeyKey Powers:Powers:Powers:Powers: None
KeyKeyKeyKey Skills:Skills:Skills:Skills: Espionage, Martial Arts

MinimumMinimumMinimumMinimum //// RecommendedRecommendedRecommendedRecommended Stats:Stats:Stats:Stats:
AttributeAttributeAttributeAttribute IntensityIntensityIntensityIntensity
Strength 4 / 5+
Agility 5 / 7+
Intellect 5 / 6+
Willpower 5 / 6+
Edge 2 / 3+
Minimum Number of Skills 2 (Espionage + Martial Arts)

TheTheTheThe Rundown:Rundown:Rundown:Rundown:
A ninja in a business suit, the Secret Agent is a force to be reckoned with. Though

generally more of a finesse fighter than a hard-knuckle brawler, he will usually have
physical attributes in the mid-to-upper range of human ability, slightly favoring Agility
over Strength. As a skill-based hero, card play is more important to the Covert Agent
than to most hero types, so consider dumping some points into Edge.

Strength-related combat skills will generally favor the sneak attack, but brutal street-
fighting tactics are not uncommon. Examples include Garrotes, Brawling, Knives, and
Wrestling. Agility-based combat skills often include Contingent Attack, Marksmanship,
Martial Arts, or Flinging.

The Secret Agent is generally a cerebral sort of hero, using intelligence, stealth, and
deceit where mere brute force would fail. These heroes often have non-combat skills to
flesh out their bag of tricks, such as Climbing, Acrobatics, Disguise, Gadgetry, Repair,
Thievery, Sleight of Hand, Computers, Cryptography, Linguistics, Mechanics,
Photographic Memory, Weapon Systems, Intimidation, Manipulation, Observation,
Survival, Performance, Photography, or Tracking.

For a Super-Spy, having one or more fields of scientific expertise (not necessarily
related), such as Physics or Chemistry, is not unheard-of. Being familiar with one or
more systems of government and their paramilitary tactics (Politics, law Enforcement,
Military) is also helpful to the Covert Agent, as is the gathering of information
(Espionage, Journalism).

Sources of Inspiration: James Bond movies, The Saint, The Bourne Identity series



© 2014 MSHAG Library

TheTheTheThe TreasureTreasureTreasureTreasure HunterHunterHunterHunter
(a.k.a. The Extreme Archeologist)

Examples:Examples:Examples:Examples: Indiana Jones, Lara Croft, Ben Gates
KeyKeyKeyKey Powers:Powers:Powers:Powers: None
KeyKeyKeyKey Skills:Skills:Skills:Skills: Archeology

MinimumMinimumMinimumMinimum //// RecommendedRecommendedRecommendedRecommended Stats:Stats:Stats:Stats:
AttributeAttributeAttributeAttribute IntensityIntensityIntensityIntensity
Strength 5 / 6+
Agility 5 / 6+
Intellect 7 / 8+
Willpower 5 / 6+
Edge 2
Minimum Number of Skills 1 (Archaeology)

TheTheTheThe Rundown:Rundown:Rundown:Rundown:
Equal parts bookworm and action hero, the Treasure Hunter is an expert at tracking

down lost artifacts of bygone eras. They have made a career out of spanning the globe,
tracking down the sort of archeological discoveries that would be the find of a lifetime
for an ordinary archeologist. From relics of mysterious power to secrets of great
geopolitical value or even proof that we aren’t alone in the universe, the Extreme
Archeologist often finds items that have global implications.

Although usually in pretty good shape and able to handle themselves in a fair fight,
Treasure Hunters usually don’t push the limits of peak human in either abilities or combat
training. Although they might have one or more combat skills or signature weapons
(Boxing, Whips, Martial Arts), it’s just as likely that any physical skills will be put into
getting around the way they do (Climbing, Acrobatics, Piloting). Their rugged lifestyle
also makes the Willpower skill (Survival) very useful.

What sets the Extreme Archeologist apart from his brawnier friends is his mind.
Typically possessing a genius-level intellect and all the skills to go with it, the Treasure
hunter is generally a master of solving puzzles and riddles, as well as finding clues that
others would miss (Archaeology, Cryptography, History, Lore, Occult, Trivia, Art,
Observation).

Sources of Inspiration: Indiana Jones movies, Tomb Raider movies, National Treasure
movies, The DaVinci Code
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TheTheTheThe SwashbucklerSwashbucklerSwashbucklerSwashbuckler
(a.k.a. The Pirate, The Swordsman)

Examples:Examples:Examples:Examples: Captain Jack Sparrow, The Man in Black, Captain Blood, Zorro, Link
KeyKeyKeyKey Powers:Powers:Powers:Powers: None
KeyKeyKeyKey Skills:Skills:Skills:Skills: Acrobatics, Martial Arts, Swords

MinimumMinimumMinimumMinimum //// RecommendedRecommendedRecommendedRecommended Stats:Stats:Stats:Stats:
AttributeAttributeAttributeAttribute IntensityIntensityIntensityIntensity
Strength 3 / 5
Agility 5 / 7+
Intellect 4 / 5
Willpower 4 / 5
Edge 2+
Minimum Number of Skills 3 (Acrobatics, Martial Arts,

Swords)

TheTheTheThe Rundown:Rundown:Rundown:Rundown:
From the dashing pirate to the gentleman swordsman, the Swashbuckler is the master

of the blade. Swashbucklers are known for their flashy and agile fighting style, favoring
speed and skill over brute force. Their highly-skilled nature tends to make card play
important to Swashbucklers, so consider investing in a higher Edge score. You’ll want at
least a 2, but a 3 would be better.

Because their fighting style relies so heavily on finesse, Agility is of higher priority
than Strength. Although Swords is a Strength skill, the Martial Arts skill allows you to
switch to your higher Agility as the basis for attacks, making it important to pick up both.
Likewise, Acrobatics will help you with maneuvering into favorable attack positions, as
well as avoiding enemy attacks, and confusing enemies. A knight-style hero will have
more use for Strength than most Swordsmen, and generally will also be proficient in
fighting with shields and armor (Shields). A ninja-style hero may prefer Martial Arts
Weapons over traditional Swords (Martial Arts Weapons).

The swordsman obviously lives and dies by his sword, but he may have another
signature weapon or tool. For example, he may have a weapon that is more useful at
range, such as a bow, sling, or boomerang (Archery, Slings, Boomerangs). Alternately (or
additionally) he may have a weapon, such as a staff or whip, which increases utility by
aiding in movement (swinging or pole-vaulting) and also allowing him to partially
control an opponent’s actions by pushing, pulling, tripping, or swinging the opponent
(Staves, Whips). Finally, a shield or second sword can provide both extra defense and an
easy avenue for counter-attacks, improving both offense and defense (Shields, Contingent
Attack).

The Swordsman will generally have some signature equipment (namely, his sword),
so be sure to budget points for at least one sword. A second sword, dagger, shield, bow,
sling, boomerang, or whip can be a good place to dump extra points.

Sources of Inspiration: The Princess Bride, The Zorro series, The Pirates of the
Caribbean series, The Legend of Zelda series
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TheTheTheThe BigBigBigBig GameGameGameGame HunterHunterHunterHunter
(a.k.a. The Pioneer, The Huntsman, The Outdoorsman)

Examples:Examples:Examples:Examples: Alan Quatermain, Crocodile Dundee, Robert Muldoon, Davy Crocket, Daniel
Boone
KeyKeyKeyKey Powers:Powers:Powers:Powers: None
KeyKeyKeyKey Skills:Skills:Skills:Skills:Marksmanship, Survival, Tracking

MinimumMinimumMinimumMinimum //// RecommendedRecommendedRecommendedRecommended Stats:Stats:Stats:Stats:
AttributeAttributeAttributeAttribute IntensityIntensityIntensityIntensity
Strength 6 / 7+
Agility 4 / 5+
Intellect 4 / 5
Willpower 4 / 6+
Edge 2+
Minimum Number of Skills 3 (Marksmanship, Survival,

Tracking)

TheTheTheThe Rundown:Rundown:Rundown:Rundown:
The classic rugged outdoorsman, The Big Game Hunter willingly pits himself against

the most dangerous prey nature has to offer. Because this means learning to get around
and survive in some of the toughest environments and harshest terrain, the Hunter is
usually a master survivalist, able to find shelter wherever he goes and having at least a
basic knowledge of the edible plants, roots, and fungus in any given area (Survival).
Since his exploits rely heavily on strength of both mind and body, a hunter will usually
have solid (though generally not superhuman) scores in Strength, Agility, and Willpower.

Before the Big Game Hunter can capture or kill his quarry, he must first track it down.
The Climbing skill will help him scale any trees, cliff faces, hills, or mountains he comes
across. The hunter will have a basic knowledge of the local wildlife’s behavior, including
feeding, sleeping, and mating habits. He will be able to spot and identify his prey’s
impact on the environment, such as footprints and scatological leavings, as well as bite or
claw marks on the animal’s food items or the terrain (Tracking).

While iconically an expert rifleman, the Big Game Hunter is usually also a crack shot
with a pistol, although some hunters favor archery over firearms (Archery,
Marksmanship). He may also have one or more other skills that aid him in close-quarters
combat or in skinning or cleaning captured game (Axes, Knives, Spears, Swords, Whips).

Aside from traditional hunting with ranged weapons, The Huntsman often builds and
employs a wide array of traps to catch or kill prey (Construction). An avid hunter will
know how to make and set many such traps, including: spike traps, bear traps, tiger pits,
spring traps, box traps, nets, counter-weight traps, pressure traps, and more. Hunters often
utilize camouflage to hide themselves or their traps to better ambush their prey (Disguise).
A Pioneer uses these same skills to build and hide shelters, from a simple lean-to to a
more elaborate cabin, or even a make-shift wooden fortress.

Sources of Inspiration: Jumanji, Jurassic Park, Crocodile Dundee, the Alan Quatermain
books, folk legends of American pioneers
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TheTheTheTheMasterMasterMasterMaster ThiefThiefThiefThief
(a.k.a. The Gentleman Thief, The Rogue)

Examples:Examples:Examples:Examples: Thomas Crown, Daniel Ocean, Robin Hood
KeyKeyKeyKey Powers:Powers:Powers:Powers: None
KeyKeyKeyKey Skills:Skills:Skills:Skills: Thievery

MinimumMinimumMinimumMinimum //// RecommendedRecommendedRecommendedRecommended Stats:Stats:Stats:Stats:
AttributeAttributeAttributeAttribute IntensityIntensityIntensityIntensity
Strength 4 / 5
Agility 5 / 7+
Intellect 4 / 5
Willpower 5 / 6+
Edge 2+
Minimum Number of Skills 1 (Thievery)

TheTheTheThe Rundown:Rundown:Rundown:Rundown:
Whether by legerdemain, deceit, or some combination of both, The Master Thief

knows how to separate the wealthy from their valuables. No simple brigand, the Master
Thief goes after only the biggest prizes, which naturally are defended by some of the
world’s best security.

Generally suave and charming, the Master Thief can often talk his way into buildings
and out of trouble (Intimidation, Manipulation, Mesmerism, Performing). Anything from
a momentary distraction or excuse to a longer-term con game can help the thief minimize
risk of being caught or injured by security forces. A solid Willpower score will help him
in this endeavor.

Thieves tend to have a moderate Strength score and a high Agility score to maximize
their effectiveness in the challenges common to their profession: namely, the ability to
get into and out of secure facilities quickly and easily, preferably without being detected.
Common objectives will be to squeeze into air vents, pick locks, scale buildings, and
avoid laser security grids or traps (Acrobatics, Climbing, Thievery)

Very rarely does the thief’s toolkit end at simple thievery, however. Quite often the
thief is also an expert at some other sort of shady or illicit trade, such as gambling,
hacking, forging, or code-breaking (Art, Assessment, Computers, Cryptography, Finance).
The thief, or someone on his crew, will need to know how to read blueprints, crack safes,
make covert intrusions, disable guards, make fast getaways, conduct surveillance, and
create distractions (Architecture, Demolitions, Disguise, Driving, Escape Artistry,
Espionage, Martial Arts, Sleight of Hand).

As hinted at above, a Master Thief will almost always have a crew of specialists to
help fill in any gaps in his own expertise.

Sources of Inspiration: Ocean’s 11 series, The Italian Job, Mission: Impossible
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TheTheTheThe TreasureTreasureTreasureTreasure
The treasure is the highly valuable motivation that gets the adventurer moving, but that
value isn’t necessarily monetary. The treasure may be worth a fortune, or it may be of
political, sentimental, or historical value, instead. Anything from artifacts to jewels to
information could be a potential treasure for the adventurer to chase down.

This is your first chance to define the adventure and, by extension, the adventurer.
What is the hero after and why? An ancient relic for its historical significance? A cure for
a horrible disease in order to save countless lives? A doomsday weapon to keep it out of
the wrong hands? Make sure that your treasure is a suitable story hook to pique both the
player’s and the character’s interest.

Always keep this motivation in mind as you design your adventure. You want the
player to have a chance to really play his role. A good treasure can be something the hero
wants or something he needs. Sometimes the treasure that the hero hates is as interesting
as the one the hero covets. A treasure that tempts the hero in some way is pure story-
telling gold. Note that this doesn’t necessarily mean that he is tempted to keep the
treasure. The temptation to break some personal code to obtain or destroy it is equally
intriguing as a plot device.

TheTheTheThe CrewCrewCrewCrew
Friends, allies, sidekicks; whatever the nature of their relationships, no adventurer is
complete without his crew. Be sure to have stats on hand for your hero’s circle of friends,
even if it’s just a generic soldier or scientist from the NPC Roster Book.

The adventurer’s team is usually a ragtag group of unconventional experts and
specialists, often shunned by the community of their respective fields. The adventurer is
almost always a convenient avenue to attain an otherwise unreachable goal for the crew.
Perhaps the adventurer offers them a first, second, or only chance at their goal (be it
freedom, fame, respect, redemption, wealth, etc.). Perhaps they adventure together
because they are friends, or perhaps they became friends because of an adventure
together. Either way, the stress of an adventurer’s life is sure to elicit a strong reaction out
of the adventurer’s gang, bringing out the loyalty in some and causing friction with others.

Take advantage of these natural hooks and twists to flesh out your adventure. Good
storytelling makes for good adventures. Throw in opportunities for noble sacrifices,
betrayals, damsels in distress, and the cavalry coming to the rescue. These are the bread
and butter of adventure stories.

TheTheTheThe CompetitionCompetitionCompetitionCompetition
One part treasure hunter, one part archaeological rock star, adventuring is a lucrative and
competitive field. Any standout in the field is sure to attract his fair share of friends, but
also more than his fair share of competitors. Anything worth your hero’s attention is sure
to attract the attention of his rivals, too.

Normally, the competition is a little behind the curve and willing to do anything to
catch up. The opposition usually isn’t as smart, fast, or well-connected as the adventurer,
but they tend to have a certain moral flexibility that the hero doesn’t have. In general,
they should be good enough to make a nuisance of themselves, or at the very least smart
enough to figure out that following the adventurer has the potential for profit.
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This is a good place to illustrate the differences between the hero and his rivals by
throwing some moral conundrums at him. Any time that the hero has the chance to pull
ahead of the competition, but at the cost of a personal moral code, you have the basis for
good role-play. Whatever the character has sworn never to do (be it stealing, lying,
killing, etc.), be sure the opportunity arises to break that vow. Reward the player for
sticking to his character’s motivations, even as his competition takes the easy road, and
punish him if he gives in to temptation and strays too far away from his core.

TheTheTheThe ChaseChaseChaseChase
The treasure is almost always located in an area that is somehow inaccessible and
dangerous, but it’s never as simple as that. Quite often, a hero must engage in a globe-
spanning game of scavenger hunt with the competition tight on his heels (or vice-versa)
before he arrives at the treasure’s final resting place.

Perhaps it is in a remote area of the world, or cut off by inhospitable terrain. Any out
of the way locale could be a great setting for an adventure: underground caverns, ancient
ruins, vast deserts, staggering mountain peaks, active volcanoes, the ocean floor, remote
islands; the list goes on and on.

Alternately, the isolation could be more metaphorical, such as unfriendly political
borders, or a secured location. Forbidden kingdoms, hostile countries, foreign banks,
government facilities, private residences, or even prisons could prove just as inhospitable
as any natural barrier.

Since the journey to the treasure could include multiple such locations, you could
even stretch out a single treasure hunt to cover an entire campaign full of adventures by
stringing the hero along on clue after clue at varied locales. Instead of having several
small adventures in one evening, you could flesh out each stop to be a full adventure with
the campaign culminating with the final resting place of the treasure (the TV series
approach). Even if you’re planning a one-shot adventure, be prepared to have at least two
or three stopovers at other locations on the way to the treasure site (the action movie
approach).

Feel free to mix-and-match locations within a campaign or adventure. A story that
involves going into multiple disparate locations tends to be more interesting than a story
that repeats itself. For example, a hero may find a clue at an Egyptian dig site that leads
him to infiltrate a museum in London to gain an artifact, which points the hero to the next
location: an ancient temple now buried beneath tons of rock in the countryside of Italy.
The clue in the temple leads him to search for the next clue in a shipwreck off the coast
of Mexico. The chain can continue in this fashion for as long as is necessary. Just note
how the choice of location affects more than simply the floor layout: these sites offer a
variety of climates, temporal settings (past vs. present), and the type of challenges
(mental vs. physical) you are likely to encounter.

Regardless of which approach you’re taking, remember: in a good adventure story,
just getting to the treasure’s location is an adventure in itself.

TheTheTheThe SiteSiteSiteSite
Getting to the site is only the first step in an adventure. Once at the location, the site

itself is sure to have all manner of dangerous terrain and unknown obstacles to overcome.
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Only one thing is for certain: getting into and out of the site isn’t going to be easy. Don’t
worry, though; the challenge is part of the fun.

An adventurer can expect to encounter a wide array of troubles and defenses: booby
traps, competitors, hostile natives, puzzles, riddles, guardians, mazes, wildlife, and more.
Lethal, if rudimentary, traps like spikes, acid, fire, pitfalls, nets, tripwires, and arrows are
suitable for even ancient ruins. For more modern adventures, the sky’s the limit for what
you can throw at a hero: laser grids, motion sensors, alarms, and more. Just be sure the
intensity is appropriate for your hero’s power level. Intensity 8-12 traps would be a
challenge for most normal humans, but you may have to beef things up if your adventurer
has superhuman powers or abilities, or a particularly high Edge.

As hinted at in the previous section, be aware of the setting your site indicates and be
sure to mix things up. Certain types of sites tend to be a snapshot of a different time. For
example, the buried temple in our example would likely be largely untouched by the
passage of time because of its protective layer of rock, while the museum would be a
completely modern setting. The desert dig site would be an excellent place to sneak in
some mental challenges (riddles or puzzles). The ocean floor lends itself more to physical
challenges: it limits the hero’s ability to see, move, or breathe and could contain
encounters with dangerous wildlife or an opportunistic competitor. The other sites likely
offer more of a balance. The buried temple is sure to contain both primitive man-made
traps and natural threats, such as cave-ins. Meanwhile, avoiding alarms and security
devices at the museum is likely to require both brains and agility, but the risk of getting
caught makes the environment just as dangerous as any ancient crypt. This is how you
avoid making an adventure that is simply “Raid Tomb 1, Tomb 2, and Tomb 3.”
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RosterRosterRosterRoster BookBookBookBook ofofofof Ready-MadeReady-MadeReady-MadeReady-Made NPCsNPCsNPCsNPCs

This roster book consists of generic NPCs that should fit in with any standard modern
comic book campaign. The stats and names may be used as-is or merely as a starting
point. As always, feel free to adjust them to meet your needs.

TheTheTheThe RivalRivalRivalRival ArchaeologistArchaeologistArchaeologistArchaeologist (Professor(Professor(Professor(Professor DrakeDrakeDrakeDrake Montana)Montana)Montana)Montana)
Calling: Greed Edge 2, Hand Size 4 (25)
Strength 5D (Climbing), Agility 5X (), Intellect 7D (Archaeology), Willpower 5X ()
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: Nothing gets on a hero’s nerves like his self-proclaimed equal (or superior)
number: the Rival. The Rival is often an imperfect copy of the hero. This may mean that
he is a slightly less-skilled challenger to the throne, or else that they are an intellectual
equal, but moral mirror (i.e. the “evil twin” approach).

TheTheTheThe SidekickSidekickSidekickSidekick (Billy(Billy(Billy(Billy Cooper)Cooper)Cooper)Cooper)
Calling: Youthful Exuberance Edge 1, Hand Size 3 (17)
Strength 4D (Climbing), Agility 5D (Acrobatics), Intellect 4X (), Willpower 4X ()
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: Some challenges are too big even for the hero to handle alone. Rest assured
that the Sidekick stands ready, willing, and able to assist the hero when things get tough,
or to pull his bacon out of the fire when the hero gets in over his head.

TheTheTheThe ScientistScientistScientistScientist (Dr.(Dr.(Dr.(Dr. NicholaiNicholaiNicholaiNicholai Andrimov)Andrimov)Andrimov)Andrimov)
Calling: Explorer Edge 0, Hand Size 2 (10)
Strength 3X (), Agility 3X (), Intellect 7D (One or more Science skills), Willpower 4X ()
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: A scientist makes a great story hook. The scientist can be the only one who
can figure out a puzzle or decipher some information in his field of expertise, or the only
one in possession of needed information. Alternately, the scientist may have been
captured and held hostage because his research promises to unlock wealth or power for
the villains.

TheTheTheThe ContactContactContactContact (Joey(Joey(Joey(Joey thethethethe Rat)Rat)Rat)Rat)
Calling: Greed Edge 0, Hand Size 2 (10)
Strength 4X (), Agility 5D (Marksmanship), Intellect 4X (), Willpower 4X ()
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: The contact is the source of inside information for the adventurer.
Whenever the hero needs to get intelligence on the criminal underworld, an exotic
country, or a mysterious artifact, he’ll likely have one or more contacts in place that can
point him in the right direction. Alternately, unknown or unreliable contacts may just as
likely be setting a trap or intentionally misdirecting the hero.
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TheTheTheThe BodyguardBodyguardBodyguardBodyguard (Mike(Mike(Mike(Mike North)North)North)North)
Calling: Guardian Edge 2, Hand Size 4 (25)
Strength 8D (Brawling), Agility 6C (Marksmanship, Martial Arts), Intellect 5X (),
Willpower 6D (Survival)
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: A Bodyguard is hired to serve as a human shield for his employer. Most
often obtained by the bad-guy types, a good bodyguard can nevertheless make up for a
lack of physical prowess in the more bookish adventurers, if they can afford one.

TheTheTheThe HiredHiredHiredHired GoonGoonGoonGoon (Jimmy(Jimmy(Jimmy(Jimmy ““““Two-ToesTwo-ToesTwo-ToesTwo-Toes”””” Bochetti)Bochetti)Bochetti)Bochetti)
Calling: Demolisher Edge 1, Hand Size 3 (17)
Strength 6D (Knives), Agility 5D (Marksmanship), Intellect 4X (), Willpower 4X ()
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: Typically found in large packs, hired goons serve as the low-level muscle
needed to secure an international adventure. If the bad guy needs a distraction, the Hired
Goons are the first to be offered up as cannon fodder while the higher-up villains make
their escape.

TheTheTheThe LoveLoveLoveLove InterestInterestInterestInterest (Jordyn(Jordyn(Jordyn(Jordyn Perez)Perez)Perez)Perez)
Calling: Civilian Edge 0, Hand Size 2 (10)
Strength 3X (), Agility 4X (), Intellect 3X (), Willpower 4X ()
Powers:Powers:Powers:Powers: None.
Equipment:Equipment:Equipment:Equipment: None.
Description:Description:Description:Description: Just your average human, the love interest serves as an excellent story-hook
generator for the adventurer. The love interest may be captured or endangered,
increasing the stakes for the hero. They might be a useful partner or distraction, making
things easier on the hero. If the Love Interest is unaware of the hero’s adventuring ways,
he or she can make an excellent obstacle by narrowing the windows of opportunity (time,
place) or else the hero risks blowing his or her cover.


