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A	FEW	WORDS	FROM	THE	“CREATOR”	 	 	 	 	 	
	 I	put	 “creator”	 in	quotes,	because	 I	actually	did	very	 little	 to	create	 this	adventure	
module.	 For	 one,	 the	 original	 idea	 is	 based	 off	 of	Marvel’s	What	the-!?	#10	 from	 January	
1991.	 It	 is	 a	 story	 titled	 “I’ll	 be	Doom	For	 Christmas”	written	 by	 Scott	 Lobdell	 and	 John	
Byrne.	 And	 even	 still,	 much	 of	 the	 pacing,	 encounters,	 and	 even	 text	 in	 this	module	 are	
directly	 lifted	 from	 the	 fan-created	 Marvel	 Heroic	 Roleplaying	 event	 of	 the	 same	 name	
written	by	Ryan	T.	Goodman	featured	on	the	Marvel	Plot	Points	website.		
	 So	this	isn’t	so	much	a	creation	as	it	is	a	bastardization	of	many	other	people’s	work.		
	 With	 that	 being	 said,	 since	 the	 death	 of	Marvel	 Heroic	 Roleplaying,	 I	 just	 haven’t	
gotten	to	really	have	too	much	heroic-style	roleplaying	adventures.	Despite	the	combined	
efforts	of	myself	and	the	other	creators	at	Marvel	Plot	Points,	the	game	is	losing	steam	and	
dedicated	players.	(Which	is	sad	to	me,	because	I	love	that	system.)		
	 But	with	the	loss	of	one	love,	comes	another;	and	that	other	is	Fantasy	Flight	Game’s	
Edge	 of	 the	 Empire	 RPG.	 	 I	 love	 the	 dice	 system	 that	 encourages	 narrative	 combat	 and	
roleplaying.	(I’m	a	huge	fan	of	telling	stories.)		
	 One	 day,	 during	 my	 long	 commute	 to	 work,	 I	 had	 a	 flash	 of	 quasi-genius	 when	
reflecting	on	my	old	Marvel	trading	cards.	You	know,	the	ones	with	the	Power	Ratings	on	
the	back.	I	realized	that	the	baseline	stat	for	an	average	human	in	this	Power	Rating	system	
was	2,	which	coincidentally	coincided	with	the	base	stat	for	average	humans	in	Edge	of	the	
Empire.	Then,	my	idea	to	create	a	Marvel	superhero	hack	of	Edge	of	the	Empire	was	born!		
	 If	you	want	to	read	more	about	my	process	of	how	I	created	characters	for	this	game	
and	others,	please	check	out	my	blog	at	https://samekindofnerdyasme.wordpress.com/.		
	 As	for	why	I	am	stealing	this	idea	from	another	fanmade	event	instead	of	making	my	
own,	that	one	gets	a	little	complicated.	I’ve	been	working	for	the	past	month	on	a	very	in-
depth	and	much	longer	adventure	dealing	with	the	Secret	Avengers,	mystery,	betrayal,	and	
all	 sorts	of	 cool	 covert	matters.	 It’s	an	 idea	 I’ve	had	 for	a	while	and	 finally	got	around	 to	
making	using	my	EotE	hack.	In	fact,	I	had	created	all	the	characters	and	started	writing	the	
adventure	 when	 another	 game	 titled	 City	 of	 Mist	 popped	 up	 on	 Kickstarter.	 After	
downloading	and	playing	the	free	starter	set,	I	soon	discovered	my	absolute	adoration	for	
City	of	Mist	and	realized	that	the	superhero	noir-style	inspired	storytelling	and	mechanics	
lent	themselves	perfectly	to	my	Secret	Avengers	story.	So,	I	scrapped	all	my	work	from	the	
past	month	and	decided	to	start	retooling	the	entire	adventure	using	City	of	Mist	rules.		
	 However,	since	I	had	posted	this	hack	on	my	blog,	a	few	people	have	shown	interest	
in	 getting	 this	 hack	 onto	 their	 tables	 (shout	 out	 to	 Aurican’s	 Lair	 and	 Gaming	 and	 BS	
Podcast).	I	didn’t	want	to	disappoint	anyone	or	go	back	on	my	word	that	I	was	going	to	put	
an	adventure	out	soon.	So,	since	the	holiday	season	is	upon	us,	I	decided	to	go	with	a	light,	
fun-filled	adventure	for	players	and	GMs	to	try	out	the	hack	for	themselves	before	the	end	
of	the	year.		
	 I	hope	you	and	yours	enjoy	this	game;	and	be	sure	to	check	out	my	Secret	Avengers	
adventure	when	it	comes	out	on	my	blog!	
	
Keep	it	nerdy,	y’all!	
	 	



 

H o w  D o c t o r  D o o m  S t o l e  C h r i s t m a s  
An	Age	of	Marvel	Roleplaying	Holiday	Mini-Event	
Based	on	What	The-!?	#10	by	Scott	Lobdell	and	John	Byrne.	

Original	MHRPG	Event	written	by	Ryan	T.	Goodman.		
Age	of	Marvel	Event	written	by	David	White	

	 	

Adventure	Background	 	 	 	 	 	 	 	 	
Doctor	Victor	von	Doom,	 the	on-and-off	dictator	of	Latveria,	 hates	Christmas.	 It	 gives	

people	 hope,	 encourages	 them	 to	 celebrate	 things	 that	 aren’t	 Doom	 himself,	 and	 takes	
attention	away	from	the	Latverian	national	holiday	Doommas.	

But	 one	 thing	 that	 intrigues	Doom	about	 the	 holiday	 is	 its	mysterious	 symbol:	Santa	
Claus.	

The	man	 in	 the	 red	 and	 white	 suit,	 despite	 his	 bulging	 gut	 and	 annoying	 laugh,	 has	
somehow	managed	to	unlock	a	secret	of	temporal	control,	allowing	him	to	travel	the	entire	
world	in	a	single	night.	And	that’s	not	all!	To	Doom’s	great	mirth,	Santa	also	seems	to	have	
an	entire	race	of	enslaved	servitor	elves	to	do	his	bidding!	Just	think	of	the	Doombots	that	
could	be	produced	if	Latveria	controlled	the	North	Pole	factories!	



Game	Preparation	 	 	 	 	 	 	 	 	 	
As	the	Event	begins,	Doom	has	made	his	move	against	the	North	Pole,	and	has	captured	

Santa	 Claus	 and	 his	 elves!	 With	 the	 jolly,	 fat	 man	 out	 of	 the	 way,	 Doom	 now	 plans	 to	
announce	himself	 as	 the	new	Santa	Claus	and	declare	Christmas	cancelled!	Doctor	Doom	
has	enlisted	the	help	of	the	Jester	disguised	as	one	of	the	many	shopping	mall	elves,	to	set	
up	a	holographic	projector	at	the	Rockefeller	Skating	Rink,	which	will	display	Doom’s	figure	
to	the	entirety	of	Manhattan	(complete,	of	course,	with	an	iconic	red	cap	and	white	beard	
over	his	menacing,	metallic	face).		

For	this	event,	players	may	choose	any	heroes	included	at	the	back	of	this	book	(or	any	
that	the	GM	and	player	have	created	and	agreed	upon.)		
	

Engaging	the	Player	Characters	 	 	 	 	 	 	
	 The	Player	Characters	find	themselves	enjoying	the	holiday	festivities	in	and	around	

Rockefeller	 Center.	 Maybe	 they	 are	 skating	 with	 a	 loved	 one,	 doing	 some	 last-minute	
Christmas	 shopping,	 or	 just	 complaining	 about	 the	 thronging	 crowds	 of	 Christmas	
shoppers.		

Return	 to	 Sender:	 Heroes	 with	 young	 children	 or	 even	 those	 with	 ties	 to	 younger	
children	 find	 that	 letters	 to	Santa	Claus	have	been	sent	back	marked	 “Return	 to	Sender.”	
The	inkling	suspicion	of	something	going	on	at	the	North	Pole	is	in	their	mind.	

Latveria	is	quiet…	Too	quiet:	Heroes	with	ties	to	S.H.I.E.L.D.	have	been	hearing	some	
mysterious	 news	 (or	 rather	 they	 have	 not	 heard	 any	 news,	 which	 is	 very	 mysterious)	
regarding	Latveria.	What	is	Doom	up	to	now?	

	

Attack	at	Rockefeller	Center	 	 	 	 	 	 	 	
While	 the	 heroes	 are	 all	 enjoying	

holiday	 festivities	 as	 normal,	 there	 is	 a	
sudden	 commotion	 near	 the	 Skating	
Rink	 and	 suddenly	 a	 holographic	
display	 of	 Doctor	 Doom	 dressed	 in	 a	
curious	 Santa	 Claus	 costume	 fills	 the	
night	sky.	Doom	declares	himself	Santa	
Doom,	 the	 new	 Monarch	 of	
Christmas.	 He	 then	 decrees	 that	 the	
holiday	 is	 cancelled,	 much	 to	 the	
laments	and	dismay	of	all	those	present	
at	Rockefeller	Center.		

As	 with	 any	 sudden	 upheaval	 of	
plans	during	the	holiday	season,	people	
begin	 to	 panic.	 Rockefeller	 Center	
becomes	a	scene	of	mass	chaos,	as	New	
Yorkers	 flee	 to	cower	 in	 fear	with	 their	
loved	 ones	 and	 reminisce	 of	
Christmases-gone-by	 and	 pine	 for	



Christmases-that-will-never-be.	 During	 all	 the	 confusion,	 allow	 the	 Player	 Characters	 to	
make	an	Average	Perception	 check.	Success	allows	them	to	spot	one	of	Santa’s	helpers,	
gleefully	skipping	through	the	crowd	toward	the	giant	Christmas	tree	with	what	looks	like	
a	 flamethrower	 gripped	 in	 his	 hands.	 A	 triumph	 can	 reveal	 the	 device	 that	was	 used	 to	
project	 Santa	 Doom’s	 image	 of	 anti-merriment	 into	 the	 sky	 near	 the	 Skating	 Rink.	
Alternatively,	 a	 triumph	 could	 also	 reveal	 another	 of	 Santa’s	 helpers	 pushing	 their	 way	
through	 the	 crowd	 toward	 one	 of	 the	 heroes.	 (This	 other	 helper	 is	 Equinox.	 You	 may	
include	him	in	this	scene	if	you	are	playing	with	more	than	4	players,	or	otherwise	predict	
that	the	Jester	will	be	quickly	overwhelmed	by	the	heroes.)		

Getting	to	the	Jester	is	not	an	easy	task.	With	so	many	panicked	shoppers	rushing	to	and	
fro,	heroes	wishing	to	get	to	Jester	and	stop	him	will	have	to	succeed	at	a	Hard	Acrobatics	
check.	Failure	 indicates	that	the	hero	is	washed	away	in	the	flood	of	 folks,	while	Threats	
could	mean	that	the	Jester	reaches	the	Christmas	tree	and	manages	to	set	it	ablaze	before	
he	can	be	stopped.		

Once	the	heroes	reach	Jester,	they	must	subdue	him	before	he	wreaks	any	more	havoc	
on	the	peaceful	shopping	center.	But	with	so	many	rushing	citizens	about,	defeating	Jester	
will	 not	 be	 easy.	 If	 the	 heroes	wish	 to	 avoid	 harming	 citizens	 or	 otherwise	marring	 the	
wonderful	Christmas	decorations	during	the	fight,	they	must	add	a	Setback	die	 to	 their	
combat	 rolls.	 The	 Jester	 cares	 not	 for	 the	 safety	 of	 the	 shoppers	 or	 the	 Christmas	
decorations,	so	he	accrues	no	such	Setback	die.		

	
The	Jester	(Rival)	
Using	 weaponry	 designed	 by	 Dr.	 Doom	 himself,	 Jody	

Putt	became	the	second	man	to	hold	 the	 title	of	 the	 Jester.	
Over	 the	 years,	 he	 has	 terrorized	 the	 Avengers	 using	 gag	
weapons	and	once	used	a	robot	Hulk	loaned	to	him	from	Dr.	
Doom.	 He	 is	 a	 skilled	 acrobat	 and	 fighter	 who	 uses	 a	
number	of	toy-themed	weapons	and	gadgets,	including	trick	
yo-yos,	toy	robots,	and	exploding	juggling	balls.		
Brawn	2	Agility	3	Intellect	4	Cunning	4	Will	2	Presence	1	
Soak	Value	2		 Wounds	12	 	 Strain	12	
M/R	Defense	0/0	
Skills	Brawl	1,	Computers	1,	Coordination	2,	Mechanics	2,	
Ranged	(Light)	2	
Talents	none	
Abilities	none	
Equipment	prank	buzzer	(Brawl;	Damage	+0;	Critical	5;	
Range	(engaged);	Stun	3),	trick	yo-yo	(Ranged	(light);	
Damage	2;	Critical	5;	Range	(short);	Ensnare	3,	
Knockdown),	exploding	juggling	balls	(Ranged	(light);	
Damage	8;	Critical	4;	Range	(short);	Blast	6,	Limited	Ammo	
1),	candy-striped	flamethrower	(Ranged	(heavy);	Damage	
8;	Critical	2;	Range	(short);	Burn	3,	Blast	8)		
	

	
	



Equinox	(Rival)	
Terry	Sorenson	has	led	a	tragic	life	ever	since	his	father’s	

experiment	exploded	and	turned	him	into	a	monster,	with	a	
body	partially	covered	in	icy	armor	and	the	other	party	in	
flame.	Being	an	already	emotionally	unstable	individual,	
Terry	turned	to	a	life	of	terror	and	crime	following	the	
accident.	He	has	received	help	in	controlling	his	powers	
from	the	Avenger	Hank	Pym,	but	somehow	Terry	always	
ends	up	back	on	the	wrong	side	of	the	law.		
Brawn	4		Agility	3	Intellect	2	Cunning	2	Will	1	Presence	1	
Soak	Value	5		 Wounds	14	 	 Strain	11		
M/R	Defense	1/1	
Skills	Brawl	2,	Coercion	1,	Ranged	(light)	1,	Perception	1,	
Resilience	1,	Vigilance	1	
Talents	none	
Abilities	icy	armor	(+1	soak,	+1	Def)	
Equipment	fiery	fist	(Brawl;	Damage	+2;	Critical	5;	Range	
(engaged)),	fiery	blast	(Ranged	(light);	Damage	8;	Critical	2;	
Range	(medium);	Burn	3,	Blast	8),	icy	blast	(Ranged	(light);	
Damage	8;	Critical	2;	Range	(medium);	Ensnare	3)	

	
	
	

Christmas	Crime	Scene	 	 	 	 	 	 	 	 	
After	subduing	the	Jester	(and	possibly	Equinox),	 the	heroes	must	decide	how	best	to	

proceed	to	save	Christmas.	It	is	of	course,	common	knowledge	that	Doom	is	the	dictator	the	
Eastern	European	country	of	Latveria.	However,	is	heroes	go	to	Latveria	all	they	will	find	is	
a	hardy	army	of	Doombots	and	a	surprising	lack	of	Doctor	Doom.		

If	the	heroes	noticed	the	curious	device	near	the	Skating	Rink	during	their	fight,	a	hero	
could	attempt	an	Average	Computers	check	to	locate	where	the	live	feed	of	Santa	Doom’s	
proclamation	of	holiday	misery	came	from.		

Alternatively,	 particularly	 fearsome	 heroes	 could	 make	 a	 Coercion	 check	 to	
interrogate	the	Jester	for	information.		Threatening	him	with	physical	violence	could	add	a	
Boost	die	 to	 their	 roll,	 but	may	also	alarm	nearby	 straggling	 shoppers	who	are	watching	
this	 all	 unfold.	 After	 all,	 this	 is	 Christmas!	 Tis	 the	 season	 for	 joy	 and	 merriment,	 not	
threatening	snarls	and	threats	of	murder!	

One	way	or	another,	players	that	take	the	time	to	investigate	should	discover	that	Santa	
Doom	is	not	at	Latveria,	but	rather	at	Santa’s	Workshop	at	the	North	Pole.		

	

	
	
	



Getting	to	the	North	Pole		 	 	 	 	 	 	 	
Getting	 to	 the	North	Pole	 is	not	as	easy	as	 it	sounds.	First,	 the	heroes	must	procure	a	

form	of	transportation	to	the	remote	location	(which	could	be	an	adventure	in	and	of	itself,	
if	the	GM	desires).		

Upon	arriving	at	 the	North	Pole,	 the	heroes	 find	an	 idyllic	village	 in	 the	middle	of	 the	
barren	wintry	 desert;	with	 houses	 that	 are	 built	with	 gingerbread	walls	 and	 candy	 cane	
lampposts	 lining	chocolate-covered	streets.	Warm,	multi-colored	Christmas	 lights	bounce	
off	the	glistening	snow,	creating	a	colorful	and	charming	sight,	but	one	thing	is	amiss:	the	
village	is	completely	deserted.		

An	investigation	of	the	village	turns	up	that	some	sort	of	fight	has	taken	place	and	the	
village’s	 occupants	 were	 carried	 off	 against	 their	 will.	 An	 Average	 Survival	 check	 is	
enough	to	follow	the	tracks	of	the	attackers	and	captured	elves	to	a	large	mansion	nestled	
up	 against	 the	 icy	 cliff	 face:	 Santa’s	 Workshop.	 Perception	 checks	 can	 reveal	 more	
information,	such	as	the	presence	of	Doombots,	that	some	elves	and	reindeer	escaped	the	
village	 (who	 are	 in	 fact	 hiding	 in	 the	 secret	 tunnels	 beneath	 the	 town,	 fomenting	 a	
resistance	 effort	 led	 by	 none	 other	 than	 the	 Red-Nosed	 Reindeer	 himself),	 or	 any	 other	
useful	 information	the	GM	decides.	Threats	rolled	during	the	investigation	can	be	used	to	
activate	 deadly	 (or	 otherwise	 annoying)	 traps	 that	 Santa	 Doom	 has	 placed	 around	 the	
village	just	in	case	of	any	heroic	efforts	to	undermine	his	atrocious	holiday	ambitions.		

	
TRAPS	

When	 a	 trap	 is	 triggered,	 rather	 than	 having	 an	 attack	 rolled	 against	 them,	 the	 hero	
must	roll	either	a	Coordination	or	Resilience	to	avoid	taking	damage.	A	success	means	that	
the	hero	avoids	taking	damage	from	the	trap	and	either	jumps	to	safety	or	withstands	the	
trap’s	 attack	 (depending	 on	 which	 skill	 was	 rolled).	 Failure	 means	 the	 target	 takes	 full	
damage,	with	+1	damage	for	each	failure	left	after	resolution.		

Since	these	traps	detonate	as	a	result	of	Threats	rolled	while	investigating,	there	is	no	
Perception	 roll	 to	 see	 them.	 However,	 if	 a	 PC	 somehow	 rolls	 a	 Triumph	 during	 their	
investigation,	they	could	notice	the	trap	and	then	roll	a	Hard	Mechanics	check	to	disarm	
it.	 Success	 indicates	 that	 the	 hero	 may	 now	 carry	 this	 trap	 with	 them	 and	 use	 it	 later.	
Failure	 means	 that	 the	 traps	 detonates,	 damaging	 the	 character.	 All	 trap	 qualities	 are	
activated	if	the	trap	successfully	hits	the	target.		

Roll	a	d6	when	a	trap	 is	 triggered	and	select	the	rolled	trap	from	the	 list	below.	(Feel	
free	to	make	up	your	own	traps	to	replace	or	add	to	the	list.)			

1. Exploding	Large	Present	Box	(Hard	Coordination	check;	Damage	10;	Critical	2;	
Range	(engaged),	Blast	10)	

2. Noxious	Gas-Squirting	Toy	(Average	Resilience	check;	Damage	5	strain;	
Disorient	3)		

3. Exploding	Small	Present	Box	(Average	Coordination	check;	Damage	8;	Blast	6)	
4. Corrosive	Silly	String	(Easy	Coordination	check;	Damage	5;	Burn	3,	Ensnare	3)	
5. Sonic	Detonation	(Average	Resilience	check;	Damage	8;	Concussive	1,	Disorient	

3)	
6. Expanding	Black	Goop	Bubble	(Average	Coordination	check;	Ensnare	3,	after	

being	hit	make	an	Easy	Coordination	check	or	suffer	suffocation	effects)		
	



If	any	lingering	trap	effects	were	triggered	they	remain	with	the	hero	(unless	an	action	
was	taken	to	actively	deal	with	the	effect)	when	the	heroes	enter	Santa’s	Workshop,	albeit	
the	endurance	of	the	effect	is	reduced	by	1.		

	

Santa’s	Workshop	 	 	 	 	 	 	 	 	 	
When	the	heroes	eventually	do	get	inside	Santa’s	Workshop,	they	find	a	treasure	trove	

of	toys	that	would	put	any	department	store	to	shame.	Rather	than	a	place	of	toy-making	
merriment,	however,	the	PCs	find	the	workshop	desolate	and	deserted	save	for	two	figures	
near	the	room’s	center:	Santa	Doom	and	Santa	Claus.	Doom	has	Santa	Claus	held	captive	in	
a	 most	 menacing	 mechanism	 and	 is	 currently	 interrogating	 him	 for	 information	 on	 his	
power	over	time	and	space,	and	how	to	most	efficiently	use	Santa’s	Workshop	as	a	factory	
to	create	Doombots.		

The	 heroes	 can	 of	 course	 try	 to	 sneak	 up	 on	 Doom	 (busy	 as	 he	 is	 with	 his	 self-
congratulatory	 interrogation)	 by	 rolling	 Stealth	 checks	 vs.	 Doom’s	 Vigilance.	 If	 the	
heroes	 rolled	 enough	 Threats	 while	 investigating	 the	 village,	 however,	 Doom	may	 have	
been	alerted	to	their	presence	and	will	be	waiting	for	them,	ready	to	spring	another	trap	as	
they	try	to	sneak	up	on	him.		

	



Once	the	heroes’	presence	is	known,	Doom	attacks	with	a	fury	and	fervor	that	is	not	at	
all	 festive.	 Doom	 will,	 of	 course,	 monologue	 as	 he	 fights	 the	 heroes,	 gloating	 about	 his	
superior	 intellect	 and	 supreme	 power.	 The	 walls	 are	 lined	 with	 seemingly	 innocent	
nutcracker	 statues;	 however,	 these	 are	 actually	 Doombots	 in	 disguise.	 A	 particularly	
perceptive	hero	may	roll	a	Hard	Perception	Check	to	see	through	the	tinsel	to	discern	the	
statues’	true	identities.	Doom	may	choose	to	activate	these	Doombots	as	soon	as	the	fight	
starts	or	after	both	parties	have	taken	some	damage.	There	are	as	many	Doombots	as	there	
are	Player	Characters.		

Upon	his	defeat,	Doom	breaks	down	and	admits	that	though	he	is	the	undisputed	ruler	
of	Latveria,	he	is	lonely	on	Christmas.	He	could	surely	force	himself	on	any	Latverian	home,	
but	 he	 has	 no	 one	 to	 spend	 the	 holiday	with,	 or	 to	 give	 him	 real,	meaningful	 gifts.	 This	
whole	plan	was	just	a	ploy	to	get	people	to	finally	care	about	Doom	for	Christmas.		At	this	
point,	Santa	(if	he	has	been	released	from	his	bonds)	thanks	the	heroes	for	their	help	and	
arranges	 for	 Doom	 to	 be	 Santa	 just	 for	 tonight,	 so	 that	 he	 can	 assist	 him	 in	 spreading	
Christmas	cheer,	especially	in	Latveria.		
	

Doctor	Doom	(Nemesis)	
Victor	 Von	 Doom	 overcame	

adversity	at	a	young	age	to	become	the	
undisputed	 ruler	 of	 Latveria.	 	 The	
explosion	 of	 a	 dangerous	 scientific	
experiment	 left	 him	 horribly	 scarred	
and	led	to	his	expulsion	from	college,	an	
accident	 he	 blames	 on	 Reed	 Richards.		
Doom	 has	 revealed	 an	 unparalleled	
genius	and	willpower	in	his	governance	
of	Latveria	and	has	come	to	blows	with	
many	of	Earth’s	heroes	countless	times.	
Despite	 being	 commonly	 outnumbered	
in	 such	 conflicts,	 Doom’s	 dangerous	
blend	 of	 scientific	 brilliance	 and	
sorcerous	mastery	proves	he	is	a	match	
for	any	hero,	either	alone	or	together	as	
a	team.		
Brawn	4		 Agility	2		 Intellect	6	
Cunning	4		 Will	5			 Presence	4	
Soak	Value	6		 Wounds	14	
Strain	15		 M/R	Defense	1/1	
Skills	Brawl	2,	Coercion	4,	Cool	3,	
Deception	3,	Discipline	3,	Knowledge	
(Cosmic)	4,	Knowledge	(education)	4,	
Knowledge	(mystic)	4,	Leadership	3,	
Mechanics	4,	Ranged	(light)	2,	Resilience	2,	Vigilance	2	
Talents	Adversary	2	(upgrade	difficulty	of	all	combat	checks	against	this	target	thrice)	
Abilities	Command	Doombots	(may	spend	a	maneuver	giving	orders	to	Doombots	within	
Medium	range,	granting	them	a	Boost	die	on	their	next	check)	



Equipment	metal	fist	(Brawl;	Damage	+1;	Critical	5;	Range	(engaged)),	energy	blast	
(Ranged	(light);	Damage	10;	Critical	3;	Range	(medium)),	armored	regalia	(+2	Soak,	+1	Def)	

	
Doombots	(Minion)	
Doombots	 are	 advanced	 robots	 designed	 to	mimic	 their	 creator,	 Dr.	 Doom.	 They	 are	

used	in	policing	Latveria	and	also	as	scapegoats	when	their	creator	is	in	danger.		
Brawl	3		 Agility	2	 	Intellect	1		 Cunning	2		 Will	1			 Presence	1	
Soak	Value	4		 Wounds	4		 M/R	Defense	0/0	
Skills	Brawl,	Ranged	(light)	
Talents	none	
Abilities	Doombots	do	not	need	to	breath,	eat,	or	drink	and	can	survive	in	vacuum	or	
underwater.	They	are	immune	to	poisons	and	toxins.	
Equipment	metal	fist	(Brawl;	Damage	+1;	Critical	5;	Range	(engaged)),	energy	blast	
(Ranged	(light);	Damage	7;	Critical	3;	Range	(medium)),	
	

Conclusion:	Christmas	Morning	 	 	 	 	 	 	
After	he	has	been	rescued	from	Doom,	Santa	Claus	sends	the	heroes	back	with	a	twitch	

of	his	nose.	The	heroes	can	celebrate	together,	or	they	can	each	return	home	to	celebrate	
with	their	loved	ones.		

Merry	Christmas	to	all,	and	to	all	a	good	night!		
	

	 	



 

    P l a y e r  C h a r a c t e r s      
Choosing	Your	Character	

When	you	first	choose	a	hero,	the	process	goes	much	like	when	you	create	a	character	in	the	Edge	
of	 the	Empire	RPG.	Except,	 there	 is	no	excess	XP	 to	spend	on	 increasing	Characteristics	or	purchasing	
Talents	from	your	Talent	Tree.	However,	the	player	may	place	one	free	rank	in	any	four	of	their	Career	
Skills,	and	one	free	rank	in	any	of	his	Specialization	Skills.	No	skills	can	be	raised	above	Rank	2	during	this	
process.		
	
Holy	Utility	Belt!!	

The	beauty	of	the	Edge	of	the	Empire	Roleplaying	System	is	its	strong	narrative	focus.	The	death	of	
any	story	is	the	minutia	of	trivial	details.	As	the	GM,	do	not	worry	about	every	single	piece	of	equipment	
that	a	hero	has	on	them	at	any	given	time	or	even	how	encumbered	they	are	(although,	if	Spider-Man	is	
carrying	a	Humvee	in	his	pocket,	you	may	want	to	set	some	limitations).	Instead,	allow	your	characters	
to	explore	what	 their	hero	would	and	wouldn’t	have	on	 them.	That’s	where	 the	utility	belt	 comes	 in.	
Every	 hero	 seems	 to	 have	 everything	 they’ll	 ever	 need	 in	 their	 utility	 belt.	 Remember	 Adam	West’s	
Batman	with	his	Bat-Shark	Repellent	Spray?	It	was	silly,	but	it	makes	my	point	here.	If	having	a	certain	
item	would	accomplish	progressing	the	story	along,	allow	your	players	to	dig	around	in	the	pouches	on	
their	belt	and	produce	it.	Whatever	keeps	the	story	going	is	good.	
	
Self-Propelled	Flight	

It	 is	a	 typical	 trope	 for	 superheroes	 to	be	able	 to	 fly.	While	 flying,	heroes	are	 treated	as	Vehicles.	
Rather	 than	 rolling	 a	 Piloting	 check	 to	 make	 aerial	 maneuvers,	 they	 roll	 a	 Coordination	 check.	 The	
difficulty	and	results	are	the	same	as	for	Piloting	checks	for	manned	vehicles.		
	
No	Talent	Trees	

With	 this	 adventure	 being	 designed	 to	 be	 played	 in	 one	 night,	 there	won’t	 be	 any	 time	 for	 your	
players	 to	accrue	enough	XP	 to	make	any	sort	of	headway	 into	 their	 lengthy	Talent	 trees.	So,	 for	 this	
adventure,	your	player	characters	will	be	bare	bones	“level	1”	heroes.		

In	future	(and	ore	lengthy)	adventures,	there	will	be	Talent	trees	designed	for	each	specific	hero	so	
that	 the	players	may	purchase	awesome	upgrades	 to	make	 their	 awesome	heroes	more	awesome!	 If	
you	plan	on	using	this	adventure	as	a	 jumping	off	point	 for	a	 full-fledged	campaign	where	players	will	
accrue	XP	and	will	work	their	way	down	Talent	trees,	feel	free	to	adapt	the	trees	provided	in	the	Edge	of	
the	Empire,	Age	of	Rebllion,	or	Force	and	Destiny	Core	Rulebooks.	Simply	tweak	some	talents	so	that	it	
feels	 like	a	personalized	progression	for	the	 individual	hero	your	player	wants	to	play	and	presto!	You	
have	a	Talent	Tree	for	your	players	to	spend	their	hard-earned	XP	on.		

	
Powers	

Some	heroes	have	access	to	abilities	not	connected	to	their	skills.	These	are	called	Powers.	Powers	
function	much	like	Force	Powers	 in	the	Edge	of	the	Empire	RPG	by	rolling	a	the	10-sided	“Force	dice.”	
However,	there	are	no	Light	Side	or	Dark	Side.	When	a	white	pip	is	rolled,	the	hero	may	use	their	power	
as	written,	but	if	the	hero	rolls	a	dark	pip,	they	must	suffer	a	number	of	strain	equal	to	the	number	of	
dark	pips	rolled	to	successfully	activate	their	power.		Sometimes	heroes’	powers	are	too	great	for	even	
them	to	handle.	Alternatively,	a	hero	may	choose	not	to	suffer	strain	and	have	their	power	fail	outright	
when	dark	pips	are	rolled.		 	



Agent	Coulson	 	
As	 a	 child,	 Phil	 Coulson	 had	 an	 infatuation	 with	 super	

heroes.	He	made	a	rudimentary	database	where	he	kept	track	
of	heroes’	powers	and	battles.	As	an	adult,	Coulson	enlisted	in	
the	Army	Rangers	and	was	eventually	recruited	by	S.H.I.E.L.D.	
As	 an	 agent	 of	 S.H.I.E.L.D.,	 Coulson	 quickly	 rose	 through	 the	
ranks,	 becoming	 leader	 of	 S.H.I.E.L.D.’s	 Special	 Ops.	 Because	
of	 his	 intimate	 knowledge	 of	 superheroes	 dating	 back	 to	 his	
childhood	 database,	 he	 was	 placed	 in	 charge	 of	 working	
directly	 with	 S.H.I.E.L.D.’s	 superhuman	 allies.	 His	 amiability	
and	dedication	to	the	job	has	endeared	him	to	his	higher	ups	
in	 S.H.I.E.L.D.	 and	 to	 the	 many	 superheroes	 he	 has	 worked	
with.			

	
Powers	and	Abilities:	

Phil	 Coulson	 does	 not	 have	 any	 special	 or	 supernatural	 abilities.	He	 does,	 however,	 have	
considerable	 training	 in	 hand-to-hand	 combat,	 marksmanship,	 and	 espionage.	 He	 employs	
various	S.H.I.E.L.D.	weaponry	and	gadgets	in	his	missions.		

Game	Info	
Brawn	2		 Agility	2		 Intellect	3		 Cunning	3		 Will	3			 Presence	3	
Soak	Value	3		 Wounds	12		 Strain	13		 M/R	Defense	0/0	
Career	Skills	Coercion,	Cool,	Discipline,	Drive,	Leadership,	Perception,	Piloting,	Ranged	
(light)	
Specialization	Skills	Brawl,	Discipline,	Leadership,	Ranged	(heavy)	
Talents/Abilities	

Natural	Leader:	Once	per	game	session,	the	character	may	reroll	any	one	Cool	or	
Leadership	check.		
SHIELD	Training:	During	character	creation,	start	with	one	rank	in	two	different	
non-career	skills	of	your	choice.	You	still	may	not	train	these	skills	above	rank	2	
at	character	creation.		

Weapons	
Fist	
• (Brawl;	Damage	+0;	Critical	5;	Range	(Engaged))	
ICER	Gun:	A	seemingly	simple	handgun	designed	by	SHIELD	scientists	to	be	a	
non-lethal	alternative	to	conventional	firearms.	ICER	stands	for	Incapacitating	
Cartridge	Emitting	Railgun.	
• (Ranged	(light);	Damage	6;	Critical	4;	Range	(Medium);	stun	damage),		

Starting	Gear	
SHIELD	Body	Armor:	(+1	Soak)	
SHIELD	Communicator:	An	encrypted	communication	device	use	to	contact

	 individuals	inside	of	SHIELD	or	different	SHIELD	contacts.		
Lola:	Coulson’s	personal	red	1962	Chevrolet	Corvette.	It	has	been	modified	using	
tech	from	both	SHIELD	and	Stark	Industries	to	enable	flight	capabilities.	



Captain	America	 	 	
After	 agreeing	 to	 be	 part	 of	 a	 dangerous	

experiment,	 the	 patriotic	 and	 teenage	 Steve	 Rogers	
became	 Captain	 America	 in	 order	 to	 lead	 the	 Allied	
Forces	to	victory	in	World	War	II.	Towards	the	end	of	
the	 conflict;	 he	was	 lost	 in	 action	 and	believed	 to	 be	
dead.	 Unbeknownst	 to	 the	 world,	 however,	 Captain	
America	 had	 fallen	 into	 the	 icy	 waters	 of	 the	 Artic	
Ocean	and	there	remained	for	decades.	The	Avengers	
would	eventually	come	across	Captain	America’s	body	
and	revive	him.	In	an	effort	to	find	a	place	for	himself	
in	a	world	altogether	than	the	one	he	had	left	behind,	
Captain	 America	 became	 the	 leader	 of	 the	 Avengers.	
Since	 then,	 Captain	 America	 has	 led	 many	
incarnations	 of	 the	 Avengers	 and	 become	 a	 moral	
pillar	in	the	super	hero	community.		

	
Powers	and	Abilities:		

The	 Super-Soldier	 Serum	provided	 Steve	Rogers	with	 peak	 physical	 conditions.	He	 is	
able	to	life	twice	his	body	weight	and	was	trained	to	be	an	expert	military	strategist.	He	is	
one	of	the	most	formidable	hand-to-hand	combatants	and	an	expert	gymnast.	He	can	hurl	
his	unbreakable	Vibranium	shield	so	that	it	rebounds	off	surfaces	to	strike	more	than	one	
target.		

Brawn	3		 Agility	3		 Intellect	3			 Cunning	2			 Will	4			 Presence	4		
Soak	Value	4		 Wounds	13	 Strain	14	 M/R	Defense	3/3	
Career	Skills	Athletics,	Brawl,	Drive,	Knowledge	(history),	Leadership,	Ranged	(light),	
Ranged	(heavy)	
Specialization	Skills	Brawl,	Melee,	Leadership,	Resilience	
Talents/Abilities		
	 Resolve:	Suffer	1	less	strain	when	taken	involuntarily	(up	to	a	minimum	of	1).		

Throw	Shield:	On	a	successful	attack,	spend	2	Advantages	to	roll	an	attack	
against	another	target	that	is	within	Short	range	of	the	first.	Activating	this	attack	
negates	the	Defense	bonus	the	shield	grants	for	1	round	as	the	shield	ricochets	
back	to	Captain	America.		

Weapons		
	 Fist	

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Vibranium	Shield:	A	chance	mixture	of	chemicals	along	with	vibranium	led	to	
the	creation	of	an	unbreakable	shield,	perfectly	balanced	for	throwing.		
• (Ranged	(light);	Damage	+2;	Critical	4;	Range	(engaged);	Defensive	2,	

Deflection	2)	
Starting	Gear	
	 Armored	Clothing	:(+1	Def,	+1	Soak)	

Utility	belt:	A	simple	utility	belt.	Captain	America	can	carry	small	supplies	and	
regularly-used	field	equipment	in	the	separate	containers	and	pouches.	



Captain	Marvel	
Carol	 Danvers	 served	 with	 the	 US	 Air	 Force	

and	 NASA	 before	 a	 Kree	 gene	 bomb	 exploded	
near	 her	 and	 gave	 her	 superhuman	 powers.	 As	
the	 hero	 Ms.	 Marvel,	 she	 joined	 and	 fought	
alongside	 the	 Avengers.	 A	 struggle	 with	
alcoholism	caused	Danvers	to	step	away	from	the	
Avengers	 to	 assess	 herself	 and	 her	 addiction.	
After	 getting	 a	 hold	 on	 her	 life,	 Carol	 Danvers	
stepped	back	into	being	a	super	hero	in	a	big	way.	
She	 has	 led	 an	 incarnation	 of	 the	 Avengers	 and	
various	 other	 teams.	 Recently,	 she	 has	 taken	 up	
the	 name	 Captain	 Marvel	 in	 honor	 of	 the	 fallen	
Kree	hero	of	the	same	name.		

	
Powers	and	Abilities:	

Carol’s	exposure	to	the	Kree	gene	bomb	gave	her	superhuman	powers.	She	is	superhumanly	
strong	and	durable.	She	can	fly	and	fire	energy	blasts	from	her	hands.	She	even	possesses	the	
ability	to	absorb	and	redirect	energy.		

Game	Info	
Brawn	5		 Agility	3		 Intellect	2				 Cunning	2				 Will	3			 Presence	3		
Soak	Value	5		 Wounds	15	 	 Strain	13	 	 M/R	Defense	0/0	
Career	Skills	Athletics,	Brawl,	Cool,	Gunnery,	Piloting,	Ranged	(light),	Ranged	(heavy),	
Stealth	
Specialization	Skills	Brawl,	Knowledge	(cosmic),	Melee,	Resilience	
Talents/Abilities		

Flight:	Captain	Marvel	is	capable	of	self-propelled	flight.	While	flying	she	has	a	
Silhouette	of	1,	a	Speed	3,	and	a	Handling	of	+1.		
Energy	absorption:	After	being	targeted	by	an	energy-based	attack,	Captain	
Marvel	can	suffer	one	strain	to	negate	a	single	point	of	damage	dealt	by	the	attack	
and	convert	it	to	a	point	of	bonus	damage	to	her	next	attack	(fist	or	energy	blast).	
Captain	Marvel	may	suffer	a	number	of	strain	and	convert	an	amount	of	damage	
equal	to	the	amount	of	ranks	she	has	in	Energy	Absorption.		

Weapons		
	 Fist	

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Energy	Blast	
• (Ranged	(light);	Damage	8;	Critical	3;	Range	(medium))	

Starting	Gear	
	 none	

	



Cyclops	
When	a	young	Scott	Summer’s	mutant	ability	manifested,	

a	traumatic	head	injury	 left	him	unable	to	control	the	energy	
blasts	that	came	from	his	eyes.	Professor	Xavier	found	Cyclops	
and	rescued	him,	giving	him	a	home	at	 the	Xavier	School	 for	
Higher	Learning.	Scott	became	Cyclops,	the	first	member	and	
leader	of	the	X-Men.	One	day,	the	young	Scott	and	the	rest	of	
his	 team	were	 plucked	 from	 their	 timeline	 and	 deposited	 in	
this	 one.	 Here,	 Scott	 found	 out	 that	 he	 had	 grown	 to	 be	 a	
megalomaniac	 and	 murderer.	 Now,	 Scott	 must	 somehow	
overcome	 the	 negative	 predispositions	 of	 others	 and	 not	
become	the	same	villain	his	alternate	reality	counterpart	did.			
	
Powers	and	Abilities:		

Cyclops	has	the	mutant	ability	to	project	ruby-colored	beams	of	pure	energy	from	his	eyes.	
Due	to	a	brain	 injury,	Cyclops	 is	unable	to	control	these	blasts.	His	special	visor	allows	him	to	
control	the	strength	and	spread	of	the	blasts.	The	only	way	to	contain	the	beams	are	by	closing	
his	eyes	or	wearing	specially	made	ruby	quartz	glasses.			

Game	Info	
Brawn	2		 Agility	3	 Intellect	3	 Cunning	3	 Will	3	 	 Presence	4	
Soak	Value	3		 Wounds	12	 	 Strain	13	 	 M/R	Defense	0/0	
Career	Skills	Coercion,	Cool,	Discipline,	Knowledge	(education),	Leadership,	Perception,	
Ranged	(light),	Vigilance	
Specialization	Skills	Brawl,	Discipline,	Leadership,	Ranged	(light)	
Talents/Abilities		

Point	blank:	Cyclops	adds	one	damage	per	rank	of	Point	Blank	to	one	successful	
Ranged	(light)	attack	made	while	at	short	or	engaged	range.		

Weapons		
	 Fist	

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Optic	Blast	
• (Ranged	(light);	Damage	10;	Critical	3;	Range	(long);	Accurate	1)	

Starting	Gear	
Ruby	visor:	This	visor	allows	Cyclops	to	control	his	optic	blasts.	If	he	isn’t	
wearing	this	visor,	he	must	close	his	eyes	or	release	uncontrollable	blasts	on	
whatever	he	looks	at.		
X-Suit:	A	Kevlar-reinforced	suit	with	a	built-in	communicator.	The	suit	grants	
him	+1	Soak.		
	



Deadpool	
After	 being	 diagnosed	 with	 cancer,	 Wade	 Wilson	 allowed	

the	 scientists	 of	 Weapon	 X	 to	 experiment	 on	 him	 using	 an	
artificial	healing	factor	derived	from	Wolverine’s	mutant	ability.	
The	cure	was	successful,	but	 left	Wilson’s	skin	a	mangled	mess	
and	his	psyche	fractured.	After	killing	the	guards	and	escaping,	
Wilson	 began	 his	 career	 as	 Deadpool,	 one	 of	 the	 world’s	
deadliest	mercenaries,	who	is	sometimes	also	a	super	hero	or	a	
pirate	 or	 connoisseur	 of	 fine	 Mexican	 foods	 and	 sometimes,	
also,	all	of	these	things	at	once.		
		
Powers	and	Abilities:	

As	 a	 consequence	 of	 being	 injected	 with	 Wolverine’s	 DNA,	 Deadpool	 now	 possesses	 a	
healing	factor,	allowing	him	to	recover	from	virtually	any	injury.	He	is	an	expert	marksman	and	
hand-to-hand	combatant	with	plenty	of	experience	as	an	assassin.		

	
	 	

Game	Info	
Brawn	3		 Agility	4	 Intellect	3	 Cunning	4	 Will	2	 	 Presence	1	
Soak	Value	4		 Wounds	13	 	 Strain	12	 	 M/R	Defense	0/0	
Career	Skills	Athletics,	Driving,	Knowledge	(underworld),	Perception,	Piloting,	Ranged	
(light),	Stealth,	Vigilance	
Specialization	Skills	Brawl,	Coercion,	Melee,	Ranged	(heavy)	
Talents/Abilities		

Healing	Factor:	Deadpool	recovers	1	wound	after	every	encounter	and	recovers	
+1	wound	from	natural	rest.	He	adds	a	Boost	die	to	all	Resilience	checks	made	to	
resist	poison,	toxin,	fatigue,	or	disease.		

Weapons		
	 Fist:	You	don’t	want	to	know	where	these	have	been.		

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Katana:	Deadpool	carries	a	pair	of	deadly	katanas	for	slicing	pizzas.	
• (Melee;	Damage	+2;	Critical	3;	Range	(engaged);	x2)	
Pistol:	Deadpool	carries	a	pair	of	pistols	that	he	usually	employs	for	friendly	
games	of	lawn	darts.		
• (Ranged	(light);	Damage	6;	Critical	3;	Range	(medium),	x2)	

Starting	Gear	
Tactical	outfit:	Deadpool’s	mission	outfit	grants	him	a	+1	bonus	to	Soak.		
Utility	Belt:	A	field-ready	utility	belt	with	pouches,	clips,	and	hooks	for	Deadpool	
to	carry	equipment	with	him	into	the	field.	
	



Groot	
The	last	of	his	kind,	Groot	found	himself	as	an	outcast	until	

he	 teamed	 up	 with	 other	 misfits	 to	 stop	 the	 Phalanx’s	
attempted	 conquest	 of	 the	 galaxy.	 The	 group	 of	 heroes	 he	
teamed	up	with	went	on	to	become	the	new	Guardians	of	the	
Galaxy.	Groot	grew	closest	to	his	ally	Rocket	Raccoon	and	the	
two	have	even	gone	on	many	misadventures	 throughout	 the	
galaxy	just	the	two	of	them.	
	
Powers	and	Abilities:		

Groot	 is	 an	 extremely	 powerful	 and	 resilient	 alien	 that	
resembles	 a	 giant,	 walking	 tree.	 Groot	 has	 the	 ability	 to	
regenerate	 and	 regrow	 lost	 limbs.	 His	 superior	 healing	 even	
allows	 him	 to	 reconstitute	 himself	 from	 just	 a	 twig.	 He	 can	
also	 communicate	with	 trees	 and	 other	 plant	 life.	 His	 race’s	
curious	vocabulary	only	allows	him	to	speak	using	the	words	“I	
am	Groot.”	and	in	that	specific	order.		

	 	

Game	Info	
Brawn	6	 Agility	2		 Intellect		2	 Cunning	2	 Will	3	 	 Presence	1	
Soak	Value	7		 Wounds	16	 	 Strain	13	 M/R	Defense	1/1	
Career	Skills	Athletics,	Brawl,	Discipline,	Melee,	Piloting,	Ranged	(light),	Resilience,	
Vigilance	
Specialization	Skills	Brawl,	Perception,	Resilience,	Ranged	(heavy)	
Talents/Abilities		

Regeneration:	Groot	recovers	+1	wound	from	natural	rest	and	can	regrow	lost	
limbs.		
Growth:	Groot	can	suffer	2	strain	to	increase	his	size	to	Silhouette	2	for	the	
duration	of	the	encounter.	When	he	does	this,	attacks	against	him	from	smaller	
Silhouette	creatures	remove	one	difficulty	dice	from	their	attack.	Also,	he	adds	an	
extra	die	to	all	Brawl	and	Melee	attacks	against	smaller	targets.	Alternatively,	
Groot	can	suffer	1	strain	to	increase	the	range	of	his	Brawl	and	Melee	checks	to	
Range	(short)	for	the	duration	of	the	encounter.		
Barkskin:	Groot’s	thick	bark-like	skin	protects	him	from	damage,	giving	him	+1	
Soak	and	+1	Defense.	However,	this	makes	him	susceptible	to	fire	attacks.	All	fire	
attacks	targeting	Groot	ignore	the	bonus	Soak	and	Defense	granted	him	by	his	
barkskin.		

Weapons		
	 Fist	

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Starting	Gear	

none	



Hawkeye	
After	 an	 accidental	 and	 brief	 experience	 as	 a	 criminal,	 the	

orphaned	 circus	 performer	 known	 as	 Clint	 Barton	 joined	 the	
Avengers	 as	 the	 hero,	 Hawkeye.	 Clint	 has	 gone	 on	 to	 be	 a	 staple	
member	 in	 many	 of	 the	 various	 Avengers	 lineups.	 He	 has	 even	
occasionally	led	different	incarnations	of	the	team	(most	notably	the	
West	 Coast	 Avengers).	 Clint	met	 an	 untimely	 but	 heroic	 end	when	
the	 Scarlet	Witch	 lost	 control	 of	 her	 powers	 and	was	 subsequently	
revived	 by	 her	when	 she	warped	 reality.	With	 a	 new	 lease	 on	 life,	
Clint	devoted	himself	 to	being	a	hero	and	helping	out	 the	 common	
man.	While	his	cocky	attitude	and	arrogant	mouth	have	gotten	him	
into	plenty	of	trouble	in	the	past,	Clint	has	always	proven	he	can	back	
up	his	bravado	with	unparalleled	marksmanship.			
	

Powers	and	abilities:	
Hawkeye	has	no	special	abilities	other	than	his	uncanny	marksmanship	and	agility.	Hawkeye	is	

very	skilled	in	the	use	of	a	bow	and	employs	it	better	than	most	anyone.	His	quiver	is	always	filled	
with	all	sorts	of	trick	arrows.		

Game	Info	
Brawn	2		 Agility	3		 Intellect	2		 Cunning	4		 Will	3		 	 Presence	2	
Soak	Value	2	 	 Wounds	12	 Strain	13	 M/R	Defense	0/0	
Career	Skills	Coordination,	Drive,	Knowledge	(underworld),	Perception,	Piloting,	Skullduggery,	
Streetwise,	Vigilance	
Specialization	Skills	Athletics,	Perception,	Ranged	(heavy),	Ranged	(light)	
Talents/Abilities	

Precise	Aim:	Once	per	round	on	the	character’s	turn,	the	character	may	perform	a	Precise	
Aim	maneuver	before	attempting	a	combat	check	and	suffer	a	number	of	strain.	The	number	
of	strain	cannot	exceed	his	ranks	in	Precise	Aim.	He	then	decreases	the	target’s	ranged	
defense	by	one	per	strain	suffered	for	that	combat	check.		

Weapons		
Fist	
• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged))	
Compound	Bow:	A	specialized	bow	with	a	remote	control	paired	to	his	trick	arrow	quiver.		
• (Ranged	(heavy);	Damage	5;	Critical	5;	Range	(long);	Limited	Ammo	1),		
Explosive	arrow:	An	arrow	tipped	a	composite	plastic	explosive	that	detonates	on	impact.	
• (Damage	8;	Critical	3;	Blast	4,	Limited	Ammo	1)	
Adamantium	arrow:	An	arrow	with	a	serrated,	Adamantium-laced	arrowhead.			
• (Damage	5;	Critical	3;	Limited	Ammo	1,	Pierce	2)	
EMP	arrow:	An	arrow	equipped	with	a	small	EMP-device	used	to	sort	electronic	systems.		
• (Damage	5;	Critical	5;	Blast	3,	Limited	Ammo	1,	stun	damage	(electronics	only))	
Stun	arrow:	This	arrowhead	detonates	much	like	a	flashbang	to	disorient	nearby	targets.	
• 	(Damage	5;	Critical	5;	Blast	3,	Limited	Ammo	1,	Concussive	2,	Disorient	5)	

Starting	Gear	
Trick	arrow	quiver:	A	special	mechanized	quiver	that	stores	and	deploys	trick	arrows.		By	
inputting	commands	via	a	remote	on	the	handle	of	his	bow,	Hawkeye	can	select	any	
arrowhead	and	have	the	quiver	equip	the	arrow	shaft	with	the	selected	trick	arrow.		
Utility	Belt:	A	field-ready	utility	belt	with	pouches,	clips,	and	hooks	for	Hawkeye	to	carry	
equipment	with	him	into	the	field.	
	



Marvel	Girl	
Jean	Grey’s	mutant	psychic	abilities	manifested	early	as	

a	result	of	a	traumatic	experience	and	at	the	worst	possible	
time.	After	 Jean	watched	her	childhood	friend	get	run	over	
in	the	street,	her	telepathy	activated	and	she	felt	all	of	her	
friends’	emotions	as	she	died.	The	experience	scarred	young	
Jean	 and	 her	 family	 enlisted	 the	 help	 of	 psychiatrist	
Professor	 Xavier	 to	 help	 her	 with	 her	 grief.	 Jean	 was	
Professor	 Xavier’s	 first	 student	 at	 the	 School	 for	 Gifted	
Youngsters	and	would	later	become	part	of	the	X-Men.	She	
and	 her	 friends	 were	 plucked	 from	 their	 timeline	 and	
inserted	 into	 a	 world	 where	 her	 boyfriend	 had	 become	 a	
megalomaniac	and	she	had	destroyed	entire	worlds	as	 the	Pheonix.	Now,	stuck	 in	 time,	 Jean	
must	redefine	herself	and	make	sure	she	and	her	friends	never	become	the	disasters	that	they	
seem	destined	to.		
	
Powers	and	Abilities:	

Even	as	a	teenager,	Jean	Grey	is	one	of	the	most	powerful	telepaths	on	the	planet.	She	is	
able	 to	 read	 others’	 minds	 and	 even	 project	 thoughts	 into	 their	 heads.	 She	 also	 has	 the	
telekinetic	ability	to	lift	and	move	objects	with	her	mind.	Using	this	ability,	Jean	Grey	can	propel	
herself.		

Game	Info	
Brawn	2	 Agility	2	 Intellect	3	 Cunning	2	 Will	4	 	 Presence	3	
Soak	Value	2		 Wounds	12	 	 Strain	14	 M/R	Defense	0/0	
Career	Skills	Charm,	Deception,	Discipline,	Knowledge	(education),	Knowledge	
(history),	Leadership,	Negotiation,	Streetwise	
Specialization	Skills	Charm,	Coercion,	Deception,	Discipline	
Talents/Abilities		

Influence:	May	spend	O	to	stress	the	mind	of	one	living	target	she	is	engaged	
with,	inflicting	one	strain,	or	may	generate	emotions	in	the	target.		
Move:	May	spend	O	to	move	one	object	of	Silhouette	0	that	is	within	short	range	
up	to	maximum	range	(short	range).		
Sense:	May	spend	O	to	sense	all	living	things	within	short	range,	or	sense	the	
current	emotional	state	of	one	living	target	with	whom	she	is	engaged.		
Flight:	Marvel	Girl	is	capable	of	self-propelled	flight.	While	flying	she	has	a	
Silhouette	of	1,	a	Speed	3,	and	a	Handling	of	+1.		

Weapons		
	 Fist	

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Mental	blast:	Jean	Grey	may	unleash	a	wave	of	psychic	energy	to	attack	her	foes.		
• (Ranged	(light);	Damage	7;	Critical	3;	Range	(medium);	Stun,	)		

Starting	Gear	
none	



Rocket	Raccoon	
Rocket	 Raccoon	 is	 a	 veteran	 space	 ranger	 and	

protector	 of	 his	 strange	 home	 planet	 Halfworld.	 His	
small,	 furry	 frame	 hides	 a	 volatile	 personality	 and	
surprising	 skill.	 Rocket	 has	 fought	 evil	 galactic	
overlords,	invading	armies	of	killer	space	clowns,	Skrull	
renegades,	 and	 other	 cosmic	 threats.	 His	 galaxy-
spanning	adventures	have	led	him	to	team	up	with	an	
impressive	 array	 of	 heroes,	 including	 Hulk	 and	 She-
Hulk.	 Rocket	 has	 joined	 the	 Guardians	 of	 the	 Galaxy	
and	struck	up	a	close	friendship	with	Groot.		
	
Powers	and	Abilities:		

Rocket’s	 curious	 species	 possesses	 many	 of	 the	
same	attributes	similar	to	Earth	raccoons,	including	an	
acute	 sense	 of	 smell	 and	 sharp	 eyesight.	He	 employs	
oversized	guns	and	explosive	weapons	 in	his	adventures.	He	 is	an	accomplished	starship	pilot	
and	master	tactician.		

Game	Info	
Brawn	1	 Agility	3	 Intellect	4	 Cunning	4	 Will	2			 Presence		2	
Soak	Value	2		 Wounds	11	 	 Strain	12	 	 M/R	Defense	0/0	
Career	Skills	Athletics,	Brawl,	Perception,	Piloting,	Ranged	(light),	Ranged	(heavy),	
Streetwise,	Vigilance	
Specialization	Skills	Brawl,	Coercion,	Mechanics,	Ranged	(heavy)	
Talents/Abilities		

Silohuette	0:	Rocket	is	a	small	creature,	meaning	that	all	attacks	against	him	gain	
an	additional	die	and	he	gains	a	Boost	die	to	his	Stealth	checks.		
Animal	senses:	Add	a	Boost	die	to	all	Perception	and	Vigilance	checks.	Rocket	
Raccoon	can	also	track	things	by	his	acute	sense	of	smell.		

Weapons		
	 Tiny	claws	

• (Brawl;	Damage	+1;	Critical	5;	Range	(engaged))	
Heavy	Laser	Rifle	
• (Ranged	(heavy);	Damage	10;	Critical	3;	Range	(long),	auto-fire)	

Starting	Gear	
Space	suit:	An	insulated	space	suit	that	protects	Rocket	from	the	vacuum	of	
space.	It	also	grants	him	a	+1	to	Soak.		
Utility	belt:	A	simple	utility	belt.	Rocket	Raccoon	can	carry	small	supplies	and	
regularly-used	field	equipment	in	the	separate	containers	and	pouches.	
	



Spider-Man	
Bitten	 by	 a	 radioactive	 spider	 and	 given	 incredible	

powers,	 teenager	 Peter	 Parker	 quickly	 had	 to	 take	 on	 the	
great	 responsibility	 of	 being	 Spider-Man.	 Since	 the	 fateful	
spider	bite,	Spider-Man	has	led	a	varied	life	as	a	super	hero:	
being	seen	as	both	a	hero	and	a	menace	at	any	given	time	
by	 the	 people	 of	 New	 York,	 battling	 a	 host	 of	 powerful	
villains,	 losing	 loved	 ones,	 and	 preventing	 the	 destruction	
of	 the	 Earth	more	 than	 once.	 Spider-Man	may	 be	 one	 of	
the	 most	 recognizable	 masked	 visages	 in	 the	 super	 hero	
community.	 He	 has	 teamed	 up	 with	 numerous	 super	
heroes	 ranging	 from	 Ant-Man	 to	Wolverine.	 His	 affability	
and	 constant	 joke-cracking	may	 get	 annoying	 to	 those	 he	
works	with,	but	one	 thing	 is	 certain:	 Spider-Man	 is	 a	hero	
that	has	been	tested	by	fire	and	come	out	on	the	other	side	amazing.		

	

Powers	and	Abilities:		
The	 radioactive	 spider	 bite	 imbued	 Spider-Man	with	 various	 arachnid	 related	powers.	He	has	

the	proportionate	strength,	speed,	agility,	and	reflexes	of	a	spider.	He	can	cling	to	any	surface	and	
he	possesses	a	“spider-sense”	that	alerts	him	to	nearby	danger.	He	employs	a	pair	of	web-shooters	
on	 each	 wrist	 that	 can	 shoot	 out	 a	 strand	 of	 sticky	 webbing	 that	 allows	 him	 to	 swing	 between	
buildings	or	ensnare	his	foes.		

Game	Info	
Brawn	4		 Agility	5	 Intellect	4			 Cunning	4			 Will	3			Presence	2		
Soak	Value	4	 	 Wounds	14	 	 	Strain	13		 	 M/R	Defense	1/1	
Career	Skills	Athletics,	Brawl,	Computers,	Coordination,	Knowledge	(education),	Mechanics,	
Perception,	Vigilance	
Specialization	Skills	Athletics,	Computers,	Knowledge	(local),	Ranged	(light)	
Talents/Abilities	

Spider-sense:	Spider-Man	may	suffer	a	number	of	strain	equal	to	ranks	in	Spider-Sense	
to	add	an	equal	number	of	successes	to	any	Vigilance	or	Cool	check	to	determine	
Initiative.	His	acute	reaction	time	also	grants	him	+1	Defense.		
Wall-crawler:	Spider-Man	can	crawl	on	any	vertical	surface	just	as	easily	as	walking.		
Swingline:	When	moving	via	swingline,	Spider-Man	has	a	Silohuette	of	1,	a	Speed	of	3,	
and	a	Handling	of	+1.		

Weapons		
	 Fist	

• (Brawl;	Damage	+0;	Critical	5;	Range	(engaged)	
Web	shooters:	An	invention	of	his	own	making,	the	web	shooters	shoot	a	strand	of	
sticky	webbing	used	to	swing	between	buildings	or	ensnare	foes.		
• (Ranged	(light);	Damage	2;	Critical	4;	Range	(medium);	Ensnare	3,	swingline)	

Starting	Gear	
Utility	belt:	A	simple	utility	belt.	Spider-Man	can	carry	small	supplies	and	regularly-used	
field	equipment	in	the	separate	containers	and	pouches.	
Spider-tracer:	The	spider-tracer	emits	a	frequency	specifically	attuned	to	Spider-Man’s	
spider-sense.	After	tagging	a	target	with	a	tracer	and	activating	it,	Spider-Man	can	track	
the	tagged	target	using	his	spider-sense.			
	



Wolverine	
Wolverine	 has	 lived	 an	 extraordinarily	 long	 and	

veritable	 life.	His	mutant	 powers	 of	 regeneration	made	
him	the	perfect	candidate	for	a	program	called	Weapon	
X.	The	program	fused	the	unbreakable	Adamantium	alloy	
to	 his	 bones,	 an	 arduous	 and	 painful	 process	 that	
fractured	 Wolverine’s	 psyche	 and	 left	 him	 little	 more	
than	a	dangerous	animal.	Wolverine	wandered	for	years	
before	 he	 was	 recruited	 to	 join	 the	 X-Men.	 Though	
initially	repulsed	by	the	idea	of	being	a	goody	two-shoes	
hero,	Wolverine	 decided	 to	 stick	 around	 to	 be	 close	 to	
the	redheaded	beauty	Jean	Grey.	Since	then,	Wolverine	
has	become	a	pillar	of	the	X-Men	family,	having	even	led	
the	 X-Men	 and	 served	 in	 Professor	 Xavier’s	 place	 as	
headmaster	of	the	School	for	Gifted	Youngsters.		
	
Powers	and	Abilities:	

Wolverine	possesses	an	extraordinary	healing	factor,	allowing	him	to	recover	from	virtually	
any	injury.	He	also	has	uncanny	senses	and	has	three	one-foot-long	bone	claws	that	pop	out	of	
his	fists.	Since	Weapon	X’s	tampering,	Wolverine’s	adamantium	skeleton	protects	him	and	gives	
his	claws	the	ability	to	cut	through	most	substances.	He	also	possesses	a	heightened	sense	of	
smell,	hearing,	and	sight.		

Game	Info	
Brawn	4	 Agility	3	 Intellect	2	 Cunning	2	 Will	3	 	 Presence		1	
Soak	Value	6		 Wounds	14	 	 Strain	13	 	 M/R	Defense	1/1	
Career	Skills	Athletics,	Brawl,	Discipline,	Driving,	Melee,	Ranged	(light),	Resilience,	
Vigilance	
Specialization	Skills	Brawl,	Coercion,	Resilience,	Survival	
Talents/Abilities		

Healing	factor:	Wolverine	recovers	1	wound	after	every	encounter	and	recovers	
+1	wound	from	natural	rest.	He	adds	a	Boost	die	to	all	Resilience	checks	made	to	
resist	poison,	toxin,	fatigue,	or	disease.		
Acute	senses:	Add	a	Boost	die	to	all	Perception	and	Vigilance	checks.	Wolverine	
can	also	track	things	by	his	acute	sense	of	smell.	

Weapons		
	 Fist:	His	adamantium	knuckles	hurt	a	little	more	than	a	normal	punch.		

• (Brawl;	Damage	+1;	Critical	5;	Range	(engaged))	
Adamantium	claws:	Wolverine’s	natural	three	one-foot	claws	are	coated	with	
the	indestructible	adamantium	metal	allowing	them	to	cut	through	most	
materials.	
• (Brawl;	Damage	+3;	Critical	2;	Range	(engaged);	Pierce	2,	Vicious	1)	

Starting	Gear	
Adamantium	skeleton:	Wolverine’s	entire	skeleton	is	bonded	with	adamantium,	
granting	him	+2	Soak	and	+1	Defense.		
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O	 Charm	(Pr)	 ooooo	 O	 Negotiation	(Pr)	 ooooo	
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