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PULP HERO ADVENTURE! 
 

FENG SHUI 2: PULP HERO ADVENTURE	is	a	fan	creation	written	by	David	White	based	on	
popular	characters.		

	
All	images	and	names	of	characters	and	locations,	unless	expressly	stated	are	TM	&	©	of	their	

respective	owners.	Used	without	permission.		
	

Feng	Shui	2	TM	Atlas	Games,	Ltd.	This	event	is	a	work	of	fandom	and	is	not	intended	to	profit	
from	or	infringe	on	the	rights	of	Atlas	games.		
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A NOTE FROM THE AUTHOR       
This	all	started	because	I	saw	Wonder	Woman.		
After	seeing	the	movie,	I	was	really	inspired	to	create	a	Justice	Society	in	World	War	II	game.	I	

wanted	the	game	to	be	a	gritty	but	campy	story	of	the	Justice	Society	and	other	Golden	Age	DC	
heroes.	 I	 started	 researching	events	 in	World	War	 II	 and	 I	 read	Darwin	Cooke’s	New	Frontier	
again.	I	even	bought	The	Golden	Age	of	DC	Comics	by	Paul	Levitz	and	started	researching	how	
and	when	the	first	comic	book	heroes	were	introduced.		
When	I	started	looking	at	game	systems	to	best	capture	the	feel	of	this	era,	my	first	thought	

was	Marvel	Heroic	Roleplaying,	but	 it	 lends	 itself	much	better	 to	present	day	action	than	the	
action	of	the	past.	I	looked	into	numerous	obscure	pulp-action	RPGs,	but	none	handled	super-
powers	 in	 a	 way	 that	 I	 thought	 would	 fit	 the	 adventure.	 I	 was	 very	 close	 to	 using	 Savage	
World’s	super	power	rules,	but	my	creative	steam	for	this	game	was	running	low	at	that	point.	
Numerous	retcons	and	rewrites	had	muddled	the	original	histories	of	these	characters	so	much	
that	 I	 found	 it	difficult	 to	 create	an	authentic	game	 that	honored	 their	back-stories	and	kept	
that	Golden	Age	feel.	So,	I	set	the	project	aside.	
During	 this	 time,	 I	went	back	 to	playing	 the	2013	Tomb	Raider	 game	on	my	PS4	and	 then	 I	

finally	 saw	Kong:	 Skull	 Island.	 All	 of	 these	 things	 started	 swimming	 around	 in	my	head	 and	 I	
finally	 realized	 what	 kind	 of	 game	 I	 wanted	 to	 do.	 So,	 I	 kept	 the	 Golden	 Age	 setting,	 but	 I	
swapped	 out	 DC	 heroes	 for	 the	 pulp	 heroes	 of	 the	 Golden	 Age.	 Rather	 than	 spanning	 the	
entirety	of	World	War	II,	I	would	focus	on	a	smaller	adventure	that	was	no	less	grand.	I	found	
http://www.internationalhero.co.uk/p/pulphero.htm	 and	 it	 became	 an	 invaluable	 home	 base	
for	my	online	research.	And	upon	doing	more	research	into	the	pulp	genre,	I	realized	that	Feng	
Shui	2	would	be	the	perfect	system	to	represent	the	over-the-top	action	of	these	larger-than-
life	heroes.		
So,	 in	 the	end,	my	 final	draft	of	 this	project	was	very	different	 from	the	originally	 intended	

idea,	 and	 is	 also	 much	 shorter.	 However,	 I’m	 pleased	 with	 this	 amalgam	 adventure	 I	 have	
created	and	I	hope	you	enjoy	playing	your	favorite	and/or	otherwise	obscure	characters	from	
the	oft-forgotten	pulp	era	of	entertainment.		
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WHAT IS PULP?          
You	have	probably	at	 least	heard	reference	to	the	term	“pulp	genre/fiction,”	but	 just	never	

known	what	 it	means.	Pulp	 refers	 to	both	a	 time	period	of	publication	and	a	genre	 featuring	
escapist,	 world	 spanning	 adventures.	 “Pulp”	 originally	 referred	 to	 a	 medium	 of	 inexpensive	
entertainment	 created	 by	 using	 leftover	 wood	 pulp	 during	 the	 early	 20th	 Century.	 The	
inexpensive	process	of	making	such	magazines	led	to	the	rise	of	mass-produced	literature	that	
appealed	 to	 the	 masses	 with	 the	 use	 of	 lurid	 and	 sensational	 subject	 matter.	 This	 escapist	
fiction	 was	 devoured	 by	 a	 Great	 Depression-stricken	 America.	 After	 World	 War	 II,	 pulp	
magazines	began	to	be	replaced	by	comic	books,	television,	and	paperback	novels,	but	by	then,	
the	subject	matter	of	“the	pulps”	had	become	a	genre	in	and	of	themselves.		
The	pulp	genre	 is	characterized	by	 its	age-old	themes	of	 larger-than-life	heroes,	sensational	

adventures,	strange	locales,	exotic	women,	and	early	20th	Century	setting.	Stories	created	today	
can	still	be	fit	into	the	pulp	genre	and	are	differentiated	by	the	description	“neo-pulp.”		
 
 
WHAT IS THIS PLACE?         
The	setting	of	this	adventure	is	an	amalgam	of	the	pulp	serials	and	golden	age	comics	of	the	

past,	and	the	neo-pulp	creations	of	more	recent	years.	This	amalgamation	makes	it	possible	for	
Batman’s	Batcave	to	exist	alongside	Doc	Savage’s	86th	Floor	office	in	the	Empire	State	Building,	
and	where	Indiana	Jones’	globe-spanning	escapades	intersect	with	the	scientific	explorations	of	
Atomic	Robo.	This	is	a	world	where	all	these	heroes’	histories	and	lives	intertwine.		
	
	
WHERE ARE THE WOMEN?        
One	of	the	hardest	aspects	of	making	this	adventure	was	picking	out	the	characters.	Feng	Shui	

2	is	a	game	of	archetypes	and	I	wanted	to	include	as	many	different	archetypes	as	I	could.	The	
pulp	era	had	a	lot	of	heroes	that	would	fit	 in	the	“Masked	Avenger”	archetype	and	so	quite	a	
few	on	my	original	list	had	to	be	cut,	including	some	female	characters.		
The	 pulp	 era	 was	 an	 era	 of	machismo.	 The	 women	 that	 were	 featured	 in	 the	 serial	 radio	

dramas	or	pulp	magazines	were	either	plot	devices	or	secondary	characters	to	the	lead.	There	
were	a	few	exceptions,	but	again,	they	were	cut	so	that	this	adventure	could	include	archetypes	
that	weren’t	 just	 “Masked	Avengers”	wearing	different	colors.	And	 I	wanted	 to	 include	some	
heroines	 from	the	Golden	Age	of	DC	Comics	 (i.e.	Wonder	Woman,	Black	Canary,	Ma	Hunkel),	
but	 I	 felt	 that	would	have	made	 this	game	a	DC-Comics-Plus-Doc-Savage	 story	 instead	of	 the	
amalgam	of	different	pulp	characters	I	had	intended	it	to	be.			
If	you	have	players	at	your	table	that	want	to	play	a	female	character,	first,	I	applaud	them!	

And	second,	it	isn’t	that	hard	to	rework	some	of	the	characters	herein	to	be	a	female.	Swap	out	
James	Bond	 to	 introduce	Peggy	Carter.	 Take	out	 the	Phantom	and	 replace	him	with	Domino	
Lady.	Even	Indiana	Jones	can	be	replaced	with	a	pulp-appropriate	Lara	Croft.	As	a	GM,	it’s	your	
job	 to	 make	 the	 adventure	 meaningful	 to	 your	 players.	 So,	 if	 they	 really	 want	 to	 play	 a	
character	that	is	not	included	in	this	list,	work	with	them	so	that	you	can	include	that	character	
in	your	game;	either	by	reworking	one	of	 the	characters	already	 included	or	by	making	them	
from	scratch.	 	
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ATOMIC ROBO 
 

“Look,	guys?	Just	put	the	guns	down.	I’m	built	like	a	tank.”	
 

FIRST APPEARANCE: Atomic	Robo	#1	(October	2007) 
 
BIO: 
Created	 in	 1923	 by	 Nikola	 Tesla,	 “the	 Atomic	

Robot”	 was	 unveiled	 to	 the	 world	 at	 a	 small	
press	conference	in	New	York	City	as	the	world’s	
first	 “automatic	 intelligence.”	 Taking	 the	 name	
Atomic	Robo,	he	went	on	to	receive	his	Ph.D.	 in	
physics	 from	 Columbia	 University.	 And	 after	
participating	 in	 a	 secret	 military	 operation	 in	
1938	deep	in	Axis	territory,	he	gained	legal	status	
as	 a	 human	 being	 and	 became	 a	 citizen	 of	 the	
United	 States.	 Now	 that	 America	 has	 officially	
joined	World	War	II,	so	too	has	Atomic	Robo,	as	
a	 special	 agent	 dealing	 with	 the	 weird	 science	
machinations	of	the	Third	Reich.		
	
ABILITIES:  
Super	 strength,	 super	 eyesight,	 genius-level	
intellect,	an	atomically-fueled	robot		
	
CHARACTERISTICS:		
Age:	20		
Height:	6’0”	
Weight:	500	lbs.	
	

  

Adventure	Hook:		
You’ve	been	fighting	Nazis	since	1938,	albeit	secretly	up	until	recently;	you’re	an	old	
pro	 at	 bashing	 fascists.	 You’re	 back	 in	 the	 states	 presently	 because	 your	 creator	
Nikola	Tesla	was	killed	in	a	mysterious	explosion	at	his	lab.	You	formed	Tesladyne,	to	
be	a	corporate	entity	to	hold	Tesla’s	patents	and	assets	while	you	are	away	at	war.	As	
you	 make	 to	 return	 overseas,	 you’ve	 learned	 of	 this	 scientific	 marvel	 created	 by	
Bruce	 Wayne	 and	 Lex	 Luthor.	 A	 scientist	 yourself,	 you	 can’t	 help	 but	 see	 the	
workings	of	the	airship	with	your	own	ocular	lenses.	It	may	be	difficult	to	gain	access	
to	 the	 high-profile	 event,	 but	 you’re	 a	 scientific	 celebrity	 and	 government	 agent.	
Surely,	they’ll	let	you	in!	And	if	not,	you’ve	snuck	into	less	secure	places	before.		
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CHARACTER NAME 

ATOMIC	ROBO	
	

ROBOT 

	 MARTIAL ARTS 

12	

SECONDARY ATTACK 

Guns	11	

DEFENSE 

12	

TOUGHNESS 

12	

FORTUNE 

6	

SPEED 

5	

	
Fist	 11*/0/-	

Webley	Mk	VI	 11/2/5	

	 	

	 	

	

ROBOT	ARM	
Add	3	to	your	Damage	
on	any	successful	
Martial	Arts	strike,	
including	hand-to-
hand	weapons.	
(Already	included	in	
damage	below.)	You	
can	use	absurdly	large	
objects,	like	
motorcycles,	as	
improvised	weapons.	
You	can	also	get	+3	to	
all	Strength	Checks.		

YOWCH!	
When	you	take	your	
first	point	of	
impairment,	you	suffer	
an	obvious	injury	to	
your	mechanical	parts	
that	others	can’t	help	
but	find	distracting.		
The	shot	cost	of	any	
attack	against	you	
increases	by	your	
degree	of	impairment.		

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Fix-It																																								13	
Info:	Science																										15	
Sabotage																																13	

Unskilled	checks	use	a	rating	of	7	

	

SYSTEM	MALFUNCTION	
Subtract	2	Toughness	
when	making	Up	or	
Death	Checks.		
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BATMAN 
 

“The	world	forgets	its	tyrants,	Dick	–	but	never	does	it	forget	those	heroes	who	
fought	for	human	rights!”		

 
FIRST APPEARANCE: Detective	Comics	#27	(May	1939) 
 
BIO: 
Bruce	 Wayne	 was	 eight	 years	 old	 when	 his	

parents	 were	 gunned	 down	 by	 Joe	 Chill	 in	 an	
alleyway	robbing	gone	horrible	wrong.	Left	heir	
to	 his	 parent’s	 enormous	 fortune	 and	 estate,	
the	young	Bruce	Wayne	never	 recovered	 from	
seeing	his	parents	murdered	in	front	of	him.	He	
swore	vengeance	on	the	criminal	underworld	of	
Gotham	City	and	began	training	himself	to	be	a	
one-man,	 crime-fighting	 army.	 After	 years	 of	
intense	training,	Bruce	Wayne	became	Batman,	
the	Dark	Knight	of	Gotham.	Though	by	day,	he	
appears	 as	 nothing	 more	 than	 the	 spoiled	
socialite	 (and	 sometimes	 negligible)	 Bruce	
Wayne.		
	
ABILITIES:  
Genius-level	 intellect,	 master	 detective,	 peak	
human	physical	 condition,	martial	 arts	master,	
escapologist,	 expert	 ventriloquist,	 access	 to	
high-tech	equipment	
	
CHARACTERISTICS:		
Age:	27	
Height:	6’1”	
Weight:	180	lbs. 	

Adventure	Hook:		
You’ve	 been	 campaigning	 as	 Batman	 every	 night	 for	 the	 past	 four	 years.	 You’ve	
confronted	crime	lords,	super	villains,	and	the	like,	but	you’ve	always	wanted	to	do	
something	to	help	the	boys	overseas.	This	 joint	project	with	LexCorp	provided	you	
with	the	extra	money	and	manpower	to	do	just	that.	But	while	Bruce	Wayne	and	Lex	
Luthor	may	seem	chummy	to	the	populace,	Batman’s	conversations	with	Superman	
have	revealed	that	Luthor	is	a	snake	and	is	not	to	be	trusted.	You	can’t	help	but	feel	
that	Luthor	is	up	to	something	nefarious	as	your	airship’s	maiden	voyage	is	about	to	
begin.	And	 that	 is	 exactly	why	Bruce	Wayne	will	be	 announcing	 his	 attendance	 on	
this	trip	at	the	airship’s	departure.		
	



	 7	

  

	
CHARACTER NAME 

BATMAN	
	

MASKED 
AVENGER 

	 MARTIAL ARTS 

15	

SECONDARY ATTACK 

-	

DEFENSE 

15	

TOUGHNESS 

6	

FORTUNE 

8	

SPEED 

7	

	

Fist	 7/0/-	

Batarangs	 5/0/-	

	 	

	 	

	

TREMBLE,	EVILDOERS	
When	you	attack	a	
single	mook	and	drop	
it,	4	other	mooks	
Cheese	it.	If	your	
positive	die	exploded,	
a	total	of	6	mooks	
Cheese	It.		
	

FRIEND	OF	DARKNESS	
When	attacking	an	
opponent	for	the	first	
time	in	the	current	
fight,	treat	the	
opponent’s	Toughness	
as	4.	This	is	not	
applicable,	if	the	
opponent’s	Toughness	
is	normally	less	than	4.			

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 
	
	
	
	
	

	

SKILLS 

Detective																																13	
Intimidation																											12	
(vs.	Mooks	and	street	level	criminals)					15	
Info:	Science																										13	
Intrusion																																	12	
Fix-It																																								11	

Unskilled	checks	use	a	rating	of	7	

	

UTILITY	BELT	
After	spending	Fortune	
on	a	boost,	roll	a	die.	On	
an	even	result,	you	get	
the	Fortune	back.			

HANDS	WITHOUT	
SHADOW	

+X	Martial	Arts	vs.	
opponents	whose	
Defense	values,	
bonuses	included,	
exceed	your	current	
Defense.	(X=the	
difference	between	
Defense	values).		
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DICK TRACY 
 

“You	know,	it’s	legal	for	me	to	take	you	down	to	the	station	and	sweat	it	out	of	
you	under	the	lights.”	

 
FIRST APPEARANCE: Detroit	Mirror	Newspaper,	comic	strip	(October	1931) 
 
BIO: 
An	ex-Naval	Intelligence	officer,	Dick	Tracy	was	

living	a	normal	 life	until	 tragedy	struck	 the	very	
night	he	proposed	to	his	photographer	girlfriend	
Tess	 Truehart.	 Mobsters	 broke	 into	 the	
Trueheart’s	 house,	 shot	 and	 robbed	 Tess’s	
father,	 and	 kidnapped	 Tess	 after	 knocking	 out	
Tracy.	Police	Chief	Brandon	 recruited	Tracy	 into	
the	 Plainclothes	 Unit	 and	 Tracy	 proceeded	 to	
infiltrate	 the	 operation	 of	 crime	 boss	 Big	 Boy,	
who	was	 behind	 the	murder.	 After	 bringing	 Big	
Boy	to	justice	and	rescuing	Tess,	Tracy	continued	
with	his	new	career,	using	the	 latest	technology	
and	 his	 unswerving	 sense	 of	 justice	 to	 bring	
down	a	wide	range	of	strange	criminals.		
	
ABILITIES:  
Good	 shot,	 good	 detective,	 high-tech	 gadgets,	
dogged	determination	
	
CHARACTERISTICS:		
Age:	34	
Height:	6’2”	
Weight:	200	lbs.	
 	

Adventure	Hook:		
One	of	your	buddies	from	your	Naval	Intelligence	days	has	reached	out	to	you.	Seems	
there	is	some	chatter	on	Nazi	channels	about	the	Wayne-Lex	Dirigible	launching	out	
of	Metropolis.	 The	Navy	 isn’t	 quite	 sure	what	 the	Nazis	want	with	 the	 airship,	but	
that’s	why	 they’re	 reaching	out	 to	you.	 If	 anyone	can	get	 to	 the	bottom	of	 this,	 it’s	
Dick	Tracy;	13-year	veteran	 on	 the	 force	and	 the	most	decorated	cop	 in	American	
history.		
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CHARACTER NAME 

DICK	TRACY	
	

PRIVATE  
INVESTIGATOR 

	 GUNS 

13	

SECONDARY ATTACK 

Martial	Arts	12	

DEFENSE 

13	

TOUGHNESS 

8	

FORTUNE 

6	

SPEED 

7	

	

Fist	 7/-/-	

.38	Colt	Official	
Police	 12*/1/5	

	 	

	 	

	

SIGNATURE	WEAPON	
Your	favorite	.38	Colt	
Official	Police	deals	3	
more	damage	than	the	
norm.	(Already	
included	in	the	
description.)	
		

JUSTICE	BRINGER	
Add	+2	Guns	vs.	any	
target	you	know	to	be	a	
murder,	torturer,	or	
felony	sex	offender.			

WEALTH: 
Working	Stiff	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Police																																						15	
Info:	Law																																	11	
Intimidation																											10	
Intrusion																																	11	

Unskilled	checks	use	a	rating	of	7	

	

BACK	FOR	SECONDS	
Shed	Wound	Points	
equal	to	your	
Toughness	+3	on	a	
successful	Up	Check.	
You	get	to	add	+4	to	
your	next	attack.			

DISARMING	SHOT	
Take	a	-1	penalty	to	
your	attack	roll	against	
a	foe	carrying	a	
weapon.	If	your	attack	
hits,	the	foe	drops	the	
weapon.	The	shot	cost	
of	their	next	attack	
increases	by	+3.	After	
this	attack	the	foe	is	
considered	to	have	
their	weapon	back.	
Against	bosses,	take	a		
-3	penalty	to	your	
attack	to	use	this	
ability.		
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DOC SAVAGE 
 

“Right	wrongs	and	punish	evildoers.”	
 

FIRST APPEARANCE: The	Man	of	Bronze	(March	1933)	
 
BIO: 
After	Clark	Savage	Jr.	was	born,	his	father	hired	a	

team	 of	 scientists	 to	 train	 his	 mind	 and	 body	 to	
near-superhuman	 abilities.	 As	 an	 adult	 alongside	
with	a	group	of	intellectuals	dubbed	“The	Fabulous	
Five”,	Doc	Savage	traveled	the	world	fighting	crime	
and	 righting	 wrongs.	 With	 his	 immense	 riches	
gifted	 to	 him	 from	 a	 Mayan	 tribe	 he	 saved,	 Doc	
Savage	created	an	office	for	his	operations	on	the	
86th	Floor	of	the	Empire	State	Building.	Within	the	
office	 is	 a	 fleet	 of	 cars,	 trucks,	 aircraft,	 and	other	
gadgets	 he	 uses	 to	 save	 the	 world.	 Even	 though	
the	 Fabulous	 Five	 have	went	 their	 separate	ways	
to	 work	 on	 their	 own	 scientific	 endeavors,	 Doc	
Savage	 still	 dedicates	 himself	 to	 exploring	 and	
spreading	 justice	 to	 the	 unknown	 corners	 of	 the	
world.		
	
ABILITIES:  
Genius-level	 intellect,	 peak	 physical	 and	 mental	
conditioning,	 skilled	 scientist,	 surgeon,	 inventor,	
detective,	athlete,	and	martial	artist,	photographic	
memory,	master	of	disguise	
	
CHARACTERISTICS:		
Age:	42	
Height:	6’8”	
Weight:	270	lbs.	

Adventure	Hook:		
As	one	of	the	world’s	wealthiest	men	and	most	well-known	celebrities	of	the	world,	
it’s	no	surprise	that	you	received	your	invitation	to	the	departure	of	the	Wayne-Lex	
Dirigible.	You’ve	always	had	your	 suspicions	of	Lex	Luthor,	 especially	after	 finding	
clues	of	his	involvement	in	many	crises	around	the	world.	And	now	that	he’s	teamed	
up	with	that	brooding,	irresponsible	Bruce	Wayne	to	create	such	a	scientific	marvel,	
you	 can’t	 ignore	 the	 wrench	 in	 your	 gut	 any	 longer.	 It’s	 time	 to	 make	 sure	 this	
scientific	achievement	is	used	for	the	betterment	of	mankind	and	doesn’t	fall	into	the	
hands	of	wrongdoers.	This	looks	like	a	job	for	Doc	Savage!	
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CHARACTER NAME 

DOC	SAVAGE	

	

BIG  
BRUISER 

	 MARTIAL ARTS 

12	

SECONDARY ATTACK 

Guns	11	

DEFENSE 

12	

TOUGHNESS 

12	

FORTUNE 

6	

SPEED 

5	

	

Fist	 8*/0/-	

	 	

	 	

	 	

	

STRONG	

Add	+1	to	your	

Damage	on	any	

successful	Martial	Arts	

strike,	including	

strikes	with	hand-to-

hand	weapons.	

(Damage	Values	for	

your	starting	weapons	

already	include	this	

bonus.)	

HEALTHY	AS	A	HORSE	

You	get	a	+3	bonus	to	

Constitution	Checks.		

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Detective																																10	
Fix-It																																								12	
Info:	Science																										11	
Intimidation																											10	
Leadership																													11	
Medicine																																10	
Sabotage																																10	

Unskilled	checks	use	a	rating	of	7	

	

COMBAT	

CALCULATIONS	I	Τ	

If	you	miss	with	a	

Martial	Arts	attack,	

you	gain	a	+1	

cumulative	bonus	to	

your	next	Martial	Arts	

attack.	The	bonus	

resets	to	0	after	you	

hit,	and	at	the	end	of	

the	fight.		

Τ	Functions	as	Mounting	Fury,	

but	renamed	for	flavor.	
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FLASH GORDON 
 

“Hey,	come	on	guys!	Come	on,	positive	thinking,	happy	thoughts!	I	mean,	all	we	
have	to	do	is	sneak	into	Nascent	City	and	break	into	Ming's	citadel,	find	the	rift	
generator,	figure	out	how	to	work	it,	open	up	a	rift	and	then	jump	through	to	

Earth!	Whaddya	think?”	
 
FIRST APPEARANCE: King	Featured	Syndicate,	comic	strip	(January	1934) 
 
BIO: 
Flash	Gordon	was	just	a	Yale	graduate	and	part-time	polo	

player	 when	 the	 rogue	 planet	 Mongo	 was	 discovered	
hurtling	 towards	 Earth.	He	 and	 his	 good	 friend	Dale	Arden	
found	 themselves	 coerced	 by	 Dr.	 Hans	 Zarkov	 to	 board	 a	
rocket	and	fly	to	the	rogue	planet	to	prevent	a	catastrophic	
collision.	 Upon	 the	 planet,	 Flash	 and	 his	 two	 companions	
found	 a	 world	 very	 much	 unlike	 Earth	 with	 scientifically-
advanced	 weapons,	 beast-men,	 robots,	 and	 Mongo’s	 evil	
dictator	 named	 Ming	 the	 Merciless.	 The	 three	 of	 them	
would	then	journey	the	world	of	Mongo,	partaking	in	many	
adventures	 and	 making	 allies	 before	 Flash	 would	 finally	
defeat	and	depose	of	Ming	the	Merciless.	Since	then,	Flash	
has	 had	 many	 other	 space-faring	 adventures	 and	
encountered	his	arch-foe	Ming	numerous	times.			
	
ABILITIES:  
Skilled	athlete,	advanced	alien	technology	
	
CHARACTERISTICS:		
Age:	30		
Height:	6’1”	
Weight:	195	lbs. 	

Adventure	Hook:		
It	 feels	good	to	be	back	on	Earth.	You	can’t	believe	 it’s	been	9	years	since	you	first	
landed	on	Mongo.	Especially	 since	you	 feel	 just	 as	young	and	spry	as	you	did	back	
then!	Dr.	Zarkov	says	it	has	something	to	do	with	the	gravity	and	spin	of	Mongo,	but	
that’s	 all	 gobbledygook	 to	 you.	 Anyways,	 it	 seems	 that	 there	 is	 some	 other	 crisis	
happening	 out	 in	 space	and	 it	 could	 spell	 doom	 for	Earth!	Dr.	Zarkov	 is	 building	 a	
new	rocket,	but	he	needs	some	sort	of	special	energy	core	and	 it	seems	the	closest	
one	 is	 in	Metropolis	 aboard	 some	 high-tech	 airship	 (but	 it’s	 nothing	 compared	 to	
Prince	 Thun’s	 gyroships	 from	Mongo).	 Surely,	 those	 big-wigs	would	 part	with	 the	
core	 if	 they	 knew	 the	 danger	 coming	 for	 Earth,	 but	 if	 they	 don’t	 you	may	 need	 to	
sneak	aboard	and	take	it	for	yourself.	It’s	for	their	own	good!	
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CHARACTER NAME 

FLASH	GORDON	
	

EVERYDAY 
HERO 

	 MARTIAL ARTS 

12	

SECONDARY ATTACK 

Guns	11	

DEFENSE 

15	

TOUGHNESS 

6	

FORTUNE 

9	

SPEED 

6	

	

Fist	 7/0/-	

Mongol	Cutlass	 11/5/-	

Mongol	Ray	
Gun	

8/3/1	

	 	

	

LUCKY	YOU	
When	you	run	out	of	
Fortune,	roll	a	die.	On	a	
1	or	2,	regain	all	your	
spent	Fortune.		

SWASHBUCKLING	
After	performing	a	
stunt	that	has	you	
swinging	on	a	rope	or	
otherwise	evoking	
classic	swashbuckling	
action,	gain	+2	to	
attacks	until	the	end	of	
the	sequence.			

WEALTH: 
Working	Stiff	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Driving																																				12	
Info:	Space																													10	
Info:	Sports																												12	

Unskilled	checks	use	a	rating	of	7	
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INDIANA JONES 
 

“Archaeology	is	the	search	for	fact…	not	truth.	If	it’s	truth	you’re	looking	for,	Dr.	
Tyree’s	philosophy	class	is	right	down	the	hall.”	

 
FIRST APPEARANCE: Raiders	of	the	Lost	Ark	(June	1981)	
 
BIO: 
Henry	Walton	Jones	Jr.,	nicknamed	“Indiana,”	has	

led	 a	 varied	 life	 of	 adventure	 and	 exploration.	
Though	 he	 is	 an	 archeology	 professor	 at	Marshall	
College,	 Indiana	 has	 been	 contracted	 by	 the	 U.S.	
Government	numerous	times	to	secure	artifacts	of	
great	 power	 from	 the	 hands	 of	 their	 enemies.	
Among	 his	 archeological	 finds	 are	 the	 Ark	 of	 the	
Covenant,	 the	Sankara	 Stones,	 and	 the	Holy	Grail.	
He	 has	 clashed	 with	 a	 gamut	 of	 deadly	 enemies	
from	Nazis	 to	 vampires	 to	 street	 thugs	 to	 ancient	
druidic	 cults,	 but	 Indiana	 has	 also	 made	 many	
lifelong	friends	throughout	his	adventures	as	well.		
	
ABILITIES:  
Foremost	 knowledge	 in	 archeology,	 skilled	 with	
pistol	and	whip,	tough	as	nails	
	
CHARACTERISTICS:		
Age:	44	
Height:	6’0”	
Weight:	180	lbs.		
	
  

Adventure	Hook:		
America’s	in	all-out	war	with	the	Nazis.	Good.	You	hate	those	guys.	But	you’ve	been	
on-call	 nonstop	 as	 those	 fascist	 bastards	 keep	 digging	 up	 archeological	 sites	 in	 a	
desperate	 search	 to	end	 the	war.	The	Australian	government	has	 found	an	ancient	
Aboriginal	headpiece	that	the	Nazis	seem	pretty	interested	in.	The	United	States	has	
agreed	 to	 keep	 the	piece	under	 lock	and	key	 for	 the	duration	 of	 the	war.	The	OSS	
wants	you	to	go	to	Australia,	pick	up	the	piece,	and	bring	 it	safely	back	to	America.	
They’ve	 procured	 you	 a	 ticket	 on	 the	Wayne-Lex	 Dirigible,	 which	will	 be	 taking	 a	
high-speed	trip	from	Metropolis	 to	Australia.	Seems	easy	enough.	You	may	even	be	
able	to	catch	some	much-needed	shut-eye	on	the	trip	there.		
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CHARACTER NAME 

INDIANA	JONES	
	

TWO-FISTED 
ARCHAEOLOGIST  

	 MARTIAL ARTS 

13	

SECONDARY ATTACK 

Guns	12	

DEFENSE 

13	

TOUGHNESS 

7	

FORTUNE 

8	

SPEED 

6	

	

Fist	 7/0/-	

Whip	 10*/3/-	

Smith	&	Wesson	

M1917	
10/2/6	

	 	

	

WORLD	HERITAGE	

BADASS	

Add	+1	to	Martial	Arts	

when	fighting	at	a	

historic	or	

archaeological	site,	or	

for	possession	of	a	

historical	artifact.		

COUNTER	RITUAL	

Spend	1	Fortune	and	3	

shots	to	add	+3	to	all	

Difficulties	for	a	

specified	Sorcery	

shtick,	Creature	Power,	

or	magical	relic,	until	

the	end	of	the	fight.		

WEALTH: 
Working	Stiff	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Detective																																11	
Info:	History																											15	

Unskilled	checks	use	a	rating	of	7	

	

DOGGED	

Gain	a	bonus	to	

Toughness	equal	to	

your	Impairment.			

WHIP	MASTER	

At	the	beginning	of	a	

sequence,	if	you	are	

fighting	with	a	whip,	

choose	to	gain	either	

+1	Martial	Arts	or	+1	

Defense	until	the	end	

of	the	sequence.	

Martial	Arts	bonus	

increases	to	+2	for	

stunts.	You	lose	the	

bonus	if	you	switch	to	

another	weapon.			
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JAMES BOND 
 

“My	name	is	Bond.	James	Bond.”	
 

FIRST APPEARANCE: Casino	Royale	(April	1953) 
 
BIO: 
James	Bond’s	parents	were	tragically	killed	during	a	

climbing	accident	when	he	was	11.	After	that,	James	
Bond	 completed	 his	 early	 education	 with	 his	 aunt	
and	 was	 then	 in	 and	 out	 of	 colleges	 because	 of	
misconduct.	 After	 graduating	 from	 University	 of	
Geneva,	 James	 enlisted	 in	 Britain’s	 foreign	
intelligence	 agency	 MI6	 when	 World	 War	 II	 broke	
out.	 James	 has	 been	 deployed	 to	 many	 different	
locales	 and	 venues	 across	 the	 world,	 protecting	
British	interests	and	expanding	his	own	exotic	palate.	
James	 quickly	 rose	 through	 the	 ranks	 at	 MI6	 and	
secured	 a	 position	 within	 the	 coveted	 00	 Section,	
among	the	secret	service’s	elite	agents.	Though	he	is	
the	 newest	 (and	 youngest)	 addition	 to	 the	 00	
Section,	Agent	007	 looks	to	have	a	promising	future	
ahead	of	him.			
	

ABILITIES:  
Master	strategist,	detective,	seduction,	peak	physical	
condition,	 skilled	 combatant,	 skilled	 assassin,	
marksmanship		
	
CHARACTERISTICS:		
Age:	22	
Height:	6’0”	
Weight:	167	lbs.	

Adventure	Hook:		
MI6	has	 been	 following	 Lex	 Luthor’s	 dealings	 for	 years	 now	 and	 they’ve	 had	 their	
suspicions	 that	 he	 has	 been	 supplying	 the	 Nazis	 with	 advanced	 technology	 and	
weaponry,	but	 they’ve	never	been	able	to	find	enough	proof	 linking	the	two.	That’s	
where	you	come	in.	Lex	Luthor	has	unveiled	a	high-tech	airship	in	partnership	with	
Wayne	Enterprises	that	will	be	leaving	Metropolis	soon.	This	is	a	mission	of	utmost	
secrecy,	as	not	even	the	Americans	can	know	Britain	is	involved.	Luthor	has	friends	
within	 the	US	Government	and	his	money	 reaches	even	further.	Your	mission	 is	 to	
infiltrate	this	airship	and	discover	just	what	Luthor	is	up	to,	by	any	means	necessary.	
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CHARACTER NAME 

JAMES	BOND	
	

SPY 
	 GUNS 

14	

SECONDARY ATTACK 

Martial	Arts	13	

DEFENSE 

14	

TOUGHNESS 

7	

FORTUNE 

7	

SPEED 

7	

	

Fist	 7/0/-	

Walther	PPK	 9/1/4	

	 	

	 	

	

INTEGRATED	
TRAINING	

Add	+1	to	Guns	if	your	
previous	attack	used	
Martial	Arts.	Add	+1	to	
Martial	Arts	if	your	
previous	attack	used	
Guns.		

SCOPED	OUT	
Add	+1	to	Guns,	Martial	
Arts,	and	Defense	vs.	
characters	you	have	
exchanged	dialogue	
with	at	a	previous	time	
or	location.		

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Deceit																																						15	
Fix-It																																								11	
Gambling																																12		
Info:	Fashion																										12	
Info:	Food	and	Drink												14	
Info:	Geopolitics																				12	
Intrusion																																	12	
Seduction																															13	

Unskilled	checks	use	a	rating	of	7	
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MANDRAKE 
 

“Mr.	Brown,	a	good	magician	never	reveals	his	secrets.	”	
 

FIRST APPEARANCE: King	Features	Syndicate,	comic	strip	(June	1934)	
 
BIO: 
Although	Mandrake	the	Magician	publically	works	as	

a	 stage	 magician,	 few	 know	 that	 his	 magical	 powers	
are	real	and	he	uses	them	to	fight	crime.	Trained	 in	a	
monastery	 in	 Tibet,	 Mandrake’s	 first	 true	 test	 came	
when	 he	 had	 to	 defeat	 his	 former	 master	 Luciphor,	
after	 her	 turned	 to	 a	 life	 of	 crime.	 Since	 then,	
Mandrake	has	used	his	magical	abilities	to	stop	street	
thugs	 and	 supernatural	 beings	 alike.	 Residing	 in	 his	
magical	 home	 Xanadu	 atop	 a	 reclusive	 mountain	 in	
New	York	State,	Mandrake	is	a	mysterious	figure	even	
to	those	that	know	him.		
	
ABILITIES:  
Master	magician,	hypnotist,	illusionist	
	
CHARACTERISTICS:		
Age:	40	
Height:	6’2”	
Weight:	190	lbs.		
	

  

Adventure	Hook:		
You	 spend	 many	 hours	 in	 your	 Meditation	 Chamber	 daily,	 watching	 for	 threats	
present,	past,	and	future.	Lately,	you	have	had	very	strong	premonitions	about	a	dark	
force	growing	 in	 the	 Pacific	Ocean.	When	 you	 try	 to	peer	 into	 these	premonitions,	
you	find	your	mind	buffeted	by	the	ferocity	of	the	darkness.	Whatever	is	happening	
in	 the	 Pacific	 demands	 your	 attention,	 but	 you	 don’t	 know	 where	 to	 find	 it.	 The	
newspapers	 say	 that	 a	 high-speed	 airship	 will	 be	 departing	 from	 Metropolis	 and	
soaring	over	the	Pacific	soon.	Perhaps,	this	airship	can	aid	you	in	getting	you	closer	
to	the	darkness	so	that	you	may	correctly	ascertain	its	location.	But	the	first	part	of	
this	trick	will	be	finding	a	way	onto	the	airship’s	exclusive	passenger	list.			
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CHARACTER NAME 

MANDRAKE	
	

SORCERER 

	 SORCERY 

14	

SECONDARY ATTACK 

-	

DEFENSE 

13	

TOUGHNESS 

6	

MAGIC 

8	

SPEED 

7	

	

Magic	Blast	 9/-/-	

	 	

	 	

	 	

	

MAGIC	BLAST	
As	a	standard	3-shot	
action,	direct	a	ranged	
attack	of	raw	magical	
energy	at	a	combatant	of	
your	choice,	using	your	
Sorcery	attack	value,	
Damage	9.		
Specialty:	Blast	

DETECT	MAGIC	
See	the	flow	of	magic	in	
an	area,	noting	how	
strong	or	weak	it	is	and	if	
it	is	corrupted	or	
impinged	upon	by	some	
unnatural	force.		
Specialty:	Divination	

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Deceit																																					13	
Info:	Magic																													13	

Unskilled	checks	use	a	rating	of	7	

	

MAGNETIC	BLAST	
When	you	hit	a	vehicle	
with	a	Magic	Blast,	it	takes	
+3	Condition	Points.			
Specialty:	Blast	

HEAL	WOUNDS	
Spend	4	shots	and	1	
Magic	to	reduce	a	
character’s	Wound	Point	
total	by	the	result	of	your	
Sorcery	check.				
Specialty:	Heal	

FLIGHT	
Fly	through	the	air,	
moving	up	to	5m	per	shot.		
Specialty:	Movement			

WAND	OF	SPELLS	
Spend	2	Magic	to	gain	any	
Sorcery	shtick	you	don’t	
have,	provided	you	have	at	
least	one	shtick	with	that	
specialty,	until	the	end	of	
the	session.	Takes	3	shots	if	
used	in	combat	(6	shots	if	
you’re	looking	at	the	
rulebook	when	your	shot	
comes	up).		
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THE PHANTOM 
 

“I	am	known	by	many	names...”	
 

FIRST APPEARANCE: King	Features	Syndicate,	comic	strip	(February	1936)	
 
BIO: 
For	more	than	four	centuries,	the	Phantom	of	

Bangalla	 has	 terrified	 criminals	 and	 villains	 all	
over	 the	world.	He	 is	 said	 to	be	 a	 “Ghost	Who	
Walks”	and	a	“Man	Who	Cannot	Die.”	In	reality,	
the	 Phantom	 is	 not	 one	man,	 but	 a	 dynasty	 of	
men	that	have	devoted	their	 lineage	to	fighting	
crime.	 Kit	 Walker	 grew	 up	 in	 Bangalla,	 Africa,	
but	moved	to	the	USA	when	he	was	10	years	old	
for	 schooling.	 As	 an	 adult,	 Kit	 returned	 to	
Bangalla	to	take	up	the	mantle	of	 the	Phantom	
when	his	 father	 fell	 ill	 and	started	 to	die.	Since	
then,	 Kit	 has	 continued	 to	 strike	 fear	 into	 the	
superstitious	 hearts	 of	 criminals	 as	 the	
Phantom.		
	

ABILITIES:  
Expert	 horseman,	 deadly	marksman,	 trained	 in	
many	forms	of	combat	
	
CHARACTERISTICS:		
Age:	37	
Height:	6’0”	
Weight:	200	lbs.	
	

  

Adventure	Hook:		
You’ve	 been	 chasing	 the	 same	 Nazi	 spy	 for	 weeks	 now.	 Usually	 a	 crook	 like	 this	
would	be	a	piece	of	cake,	but	he	has	a	strange	ability	to	change	his	face,	making	him	
most	 difficult	 to	 track.	 You	 followed	 your	 quarry	 to	 Metropolis	 and	 just	 as	 you	
thought	you	had	him	pinned	down,	you	 found	his	 apartment	was	already	emptied.	
You	did	find	a	note,	however,	saying	that	the	Nazi	was	planning	to	be	on	the	Wayne-
Lex	Dirigible	 leaving	 from	 the	 rooftop	 of	 LexCorp.	He	 could	 look	 like	anybody	and	
showing	 up	 as	 the	 Phantom	would	 set	 him	 running	 again.	 In	 a	 crowd	 that	 size,	 it	
would	 be	 impossible	 to	 find	 him	 again.	 This	 Nazi	 is	 close	 to	 disappearing,	 but	 no	
criminal	escapes	the	Phantom.		
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CHARACTER NAME 

THE	PHANTOM	
	

MASKED 
AVENGER 

	 GUNS 

13	

SECONDARY ATTACK 

Martial	Arts	12	

DEFENSE 

13	

TOUGHNESS 

8	

FORTUNE 

6	

SPEED 

7	

	

Fist	 7/0/-	

Colt	1911	 10/2/4	

	 	

	 	

	

BLAM,	BLAM,	
EPIGRAM	

Add	1	to	the	shot	cost	
of	any	Guns	attack	and	
make	a	pithy	quip	
before	or	after	
shooting.	The	Damage	
Value	of	your	weapon	
increases	by	2	against	
a	non-Impaired	
opponent,	by	8	against	
an	Impaired	opponent.		

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Detective																																15	
Intimidation																											12	
(vs.	mooks	and	street	level	criminals)							15	
Intrusion																																	15	
Fix-It																																								11	

Unskilled	checks	use	a	rating	of	7	

	

TREMBLE,	EVILDOERS	
When	you	attack	a	
single	mook	and	drop	
it,	4	other	mooks	
Cheese	it.	If	your	
positive	die	exploded,	
a	total	of	6	mooks	
Cheese	It.		
	

UTILITY	BELT	
After	spending	Fortune	
on	a	boost,	roll	a	die.	On	
an	even	result,	you	get	
the	Fortune	back.			 EAGLE	EYE	

Add	+X	to	the	shot	cost	
of	a	Guns	attack	to	gain	
+X	Guns	for	that	attack.	
(X	cannot	exceed	3.)	
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ROBIN 
 

“I’d	like	some	psychologist	to	tell	me	why	anyone’s	ever	crazy	enough	to	go	in	
for	crime!”	

 
FIRST APPEARANCE: Detective	Comics	#38	(April	1940) 
 
BIO: 
Richard	“Dick”	Grayson	thrilled	audiences	nightly	

alongside	his	parents	in	the	Flying	Grayson	trapeze	
act	 of	 Haley’s	 Circus.	 But	 when	 Boss	 Zucco	
sabotaged	 the	 high	 wire	 because	 Haley	 wouldn’t	
pay	extortion	money,	Dick’s	parents	paid	the	price	
with	 their	 lives.	 Billionaire	 Bruce	 Wayne	 was	 in	
attendance	 that	 fateful	 night	 and	 took	 the	
orphaned	 Grayson	 as	 his	 ward.	 Sensing	 a	 kindred	
spirit	 in	 Dick,	 Bruce	 trained	 the	 already	
accomplished	acrobat	to	fight	crime	and	then	gave	
him	 the	 costumed	 identity	 of	 Robin.	 Together,	
Batman	and	Robin	have	become	the	Dynamic	Duo	
of	Gotham.		
	
ABILITIES:  
Skilled	 acrobat,	 martial	 artist,	 utilizes	 high-tech	
equipment,	expert	detective		
	
CHARACTERISTICS:		
Age:	11	
Height:	4’6”	
Weight:	84	lbs.	

	
  

Adventure	Hook:		
It’s	 been	 3	 years	 since	Bruce	 took	 you	 in	
and	trained	you	to	become	Robin,	and	 it’s	
been	a	gas!	You	caught	your	parents’	killer.	
You	 get	 to	 fight	 crooks	 every	 night.	 You	
even	 got	 to	 meet	 Superman!	 Bruce	 has	
been	 pretty	 invested	 in	 this	 airship	 as	 of	
late,	but	he	doesn’t	 trust	Luthor	a	lick.	He	
wants	 you	 to	 help	 him	 investigate	 just	
what	Luthor	is	up	to.		

Robin	Without	Batman:	
If	 no	 one	 is	 playing	 Batman	 in	 this	
adventure,	 Robin	 can	 still	 participate.	
Robin	had	many	solo	adventures	in	the	
1940s	comics	and	before	the	tragedy	of	
Jason	 Todd,	 Batman	 was	 far	 more	
willing	to	put	his	young	ward	in	harm’s	
way.	 Perhaps,	 Batman	 is	 embroiled	 in	
some	investigation	in	Gotham	City	and	
sends	 Robin	 in	 his	 place?	 You	 as	 the	
GM	 can	 have	 a	 dialogue	 with	 Robin’s	
player	 to	 find	 a	 good	 reason	 why	 he	
would	be	present	without	Batman.		



	 23	

 

	
CHARACTER NAME 

ROBIN	
	

SCRAPPY 
KID 

	 MARTIAL ARTS 

13	

SECONDARY ATTACK 

-	

DEFENSE 

15	

TOUGHNESS 

4	

FORTUNE 

9	

SPEED 

9	

	

Fist	 7/0/-	

Wing-Ding	 5/0/-	

	 	

	 	

	

DISTRACTION	
Describe	a	distracting	
non-lethal	assault	
against	your	target.	
Instead	of	damage,	on	
a	successful	Martial	
Arts	attack,	the	target	
suffers	3	Impairment	
for	a	number	of	shots	
equal	to	your	
Outcome.	You	can’t	
further	distract	an	
already	distracted	
opponent.		

WEALTH: 
Rich	

ADDITIONAL SHTICKS & 
GEAR 

	
	

	

SKILLS 

Deceit																																						10	
Detective																																11	
Intrusion																																	11	

Unskilled	checks	use	a	rating	of	7	

	

FRIEND	OF	DARKNESS	
When	attacking	an	
opponent	for	the	first	
time	in	the	current	
fight,	treat	the	
opponent’s	Toughness	
as	4.	This	is	not	
applicable,	if	the	
opponent’s	Toughness	
is	normally	less	than	4.			

LOOK	OUT,	KID!	
Roll	a	die	when	you	are	
benefiting	from	a	
Defense	boost.	On	an	
even	result,	the	boost	
continues	until	the	end	
of	next	shot.				

THE	ROBIN’S	RETREAT	
Spend	1	Fortune.	Until	
next	keyframe,	Dodges	
increase	your	Defense	
by	+4.					

EYES	OF	THE	ROBIN	
Spend	2	Fortune	to	
reduce	Wound	Points	
dealt	to	you	by	an	attack	
to	3.						
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ADVENTURE 
EINSANTZ: KONIGSKONG	

	
	

ADVENTURE BACKGROUND         
The	year	is	1943.	The	United	States	has	entered	into	the	Second	World	War,	and	though	

the	war	 is	 far	 from	over,	 the	Allied	Forces	are	gaining	 the	upper	hand	against	 their	enemies.	
Adolf	Hitler	is	becoming	more	and	more	desperate	with	every	Nazi	loss	and	his	fascination	with	
the	 occult	 is	 quickly	 becoming	 an	 unhinged	 obsession.	 Convinced	 that	 the	 Third	 Reich’s	
salvation	 lay	 steeped	 in	 the	 supernatural,	 Hitler	 has	 commissioned	 numerous	 teams	 and	
projects	to	look	into	the	strange	and	occult.	After	hearing	a	rumor	from	his	Japanese	allies	of	an	
island	in	the	Pacific	where	monsters	of	immeasurable	size	and	power	dwell,	Hitler	was	quick	to	
dispatch	a	team.	The	objective	of	the	mission:	to	harness	the	power	of	these	monsters	for	the	
Third	Reich.		

Meanwhile	 in	 the	U.S.A.,	 a	 company	 cooperative	 project	 between	Wayne	 Enterprises	
and	 LexCorp	 has	 created	 a	 revolutionary	 high-speed,	 long-distance	 dirigible.	 The	 highly	
publicized	maiden	voyage	will	depart	 from	Metropolis	City	and	be	 loaded	down	with	wealthy	
socialites	and	ambitious	diplomats	as	well	as	supplies	for	the	Australian	army	as	they	wage	war	
in	the	Pacific.	Unbeknownst	to	everyone	aboard,	Lex	Luthor	has	arranged	the	airship’s	hijacking	
and	rerouting	to	his	Nazi	allies	in	Germany.		

	
ARRIVING AT THE DOCK          
	 As	 the	adventure	 starts,	 the	heroes	all	 arrive	at	 the	
departure	 for	 the	 Wayne-Lex	 Dirigible.	 The	 airship	 is	
departing	 from	 the	 top	 of	 LexCorp	 in	 Metropolis	 and	 the	
rooftop	 is	 crowded	 with	 reporters	 and	 fawning	 socialites.	
Have	players	describe	 their	characters	and	 in	what	manner	
they	 arrive	 to	 the	 LexCorp	 roof.	 Players	 shouldn’t	 directly	
state	 their	 adventure	 hook	 or	 interest	 in	 being	 aboard	 the	
airship	 (especially	 those	 with	 more	 secretive	 hooks),	 but	
should	 rather	 let	 those	 discussions	 happen	 naturally	 in	
game.		
	 Those	 heroes	 with	 socialite	 tendencies	 or	 are	
otherwise	 high	 profile	 are	 immediately	 recognized	 and	 set	
upon	by	reporters	looking	for	exclusive	scoops	or	comments.	
Those	lower-profile	heroes	could	see	the	excitement	circling	
around	their	future	allies	as	they	arrive	and	could	have	their	
own	opinions	and	thoughts	on	it	all.		
	 Once	 the	 characters	 are	 all	 present,	 Lex	 Luthor	
addresses	the	crowd	with	a	patriotic	speech	about	scientific	
advancement,	 the	 common	man,	 and	 the	 united	 effort	 to	
expel	the	Nazis	from	Europe.	If	Bruce	Wayne	is	present	as	a	
player	character,	he	is	pressed	to	give	a	speech	as	well.		

No	Batman	Here	
If	 no	 one	 is	 playing	Batman	

for	 this	 adventure,	 Lex	 could	
have	 partnered	 with	 any	 of	
the	 other	 wealthy	 heroes	
herein.	 Doc	 Savage	 could	
certainly	 fund	 something	 like	
this	 and	 that	 would	 explain	
his	 direct	 interest	 in	
investigating	 Luthor.	 Or	
maybe	 Nikola	 Tesla	 was	
creating	 this	 airship	 with	
Luthor	 and	 the	 laboratory	
explosion	 happened	 after	 the	
two	 had	 an	 argument,	
meaning	 that	 Atomic	 Robo	 is	
here	to	do	some	investigating.	
As	 a	 GM,	 find	 a	 replacement	
for	 Batman	 to	 give	 players	 a	
more	 personal	 hook	 into	 the	
story.		
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LIFT-OFF             
	 After	 the	 rousing	 commencement	 speech(es),	 the	 heroes	 all	 climb	 aboard	 the	 airship	
and	 it	 takes	off	 from	 the	 LexCorp	 roof	without	a	hitch.	Once	 the	heroes	are	all	 checked	 into	
their	cabins,	they	may	roam	about	the	airship	as	they	please.		
	 The	airship	 is	divided	 into	 four	parts.	 These	parts	are	detailed	below	along	with	what	
clues	or	interesting	information	the	heroes	could	discover	at	each:		
	

1.	Crew	Quarters	
This	 part	 of	 the	 airship	 is	 off	 limits	 to	 passengers.	 Though	wealthy,	 sneaky,	 or	 silver-

tongued	 characters	 could	 find	 a	 way	 past	 the	 locked	 doors.	 There	 are	 actually	 two	 crew	
quarters	 on	 board,	 toward	 the	 front	 of	 the	 ship	 and	 toward	 the	 back	 of	 the	 ship.	 The	 crew	
quarters	at	the	back	of	the	ship	are	for	engineering	personnel.	The	crew	quarters	toward	the	
front	of	the	ship	are	for	the	servers,	flight	attendants,	and	navigation	crew.	The	crew	quarters	
are	rather	uninteresting,	although	if	one	could	find	a	way	to	do	so,	they	could	visit	the	pilot	in	
the	control	gondola,	suspended	below	the	balloon	and	at	the	front	of	the	ship.		

	
	 2.	Passenger	Lounge	
	 This	 is	where	the	movers	and	shakers	are	moving	and	shaking.	This	area	of	the	ship	 is	
bustling	with	servers	and	passengers	alike.	There	is	a	dining	area	with	a	full-serve	bar	and	tables	
for	eating,	as	well	as	a	smoking	lounge	in	a	separate	room.	This	is	where	the	player	characters	
will	begin	unless	they	expressly	stated	they	want	to	start	somewhere	else.		
	 Besides	 the	 numerous	 wealthy	 contributors	 that	 are	 reclining	 in	 this	 area,	 talking	 of	
trivial	things,	the	heroes	can	find	a	perplexed	flight	attendant	searching	the	crowds.	If	stopped	
and	asked,	 the	 flight	attendant	 laments	 that	she	 is	having	some	trouble.	Mr.	Rick	 Thompson	
has	not	 claimed	his	 luggage	 yet.	During	 the	process	of	 checking	 in	 to	 the	 flight,	 each	person	
claimed	their	luggage	and	either	chose	to	take	it	or	have	it	delivered	by	someone	else	to	their	
room.	Mr.	Thompson	 is	the	only	person	who	did	not	claim	his	 luggage	and	 it	 is	not	taking	up	
space	 in	 the	 lounge.	 She	 would	 be	 ever	 so	 thankful	 if	 one	 of	 the	 heroes	 could	 find	 Mr.	
Thompson	 and	 escort	 him	 to	 claim	 his	 luggage.	 (Unbeknownst	 to	 the	 heroes	 and	 the	 flight	
attendant,	Mr.	 Thompson	 is	 dead	 –	 assassinated	 and	 replaced	by	 a	Nazi	 spy	 before	 he	 even	
made	it	aboard	in	order	to	abduct	the	airship.)		
	
	 3.	Passenger	Cabins	
	 This	may	be	the	quietest	section	of	the	airship.	With	all	of	the	tycoons	and	investors	in	
the	 lounge	chatting	one	another	up	and	pushing	deals,	 the	cabins	are	 left	vacant.	Particularly	
exhausted	player	characters	could	find	this	a	relaxing	and	peaceful	place	to	take	a	load	off.	Each	
room	is	unlocked	only	by	the	matching	key	given	to	passengers	when	they	claim	their	luggage.	
There	is	not	much	here	to	find	besides	personal	effects	of	the	players	and	other	passengers.		
	
	 4.	Storage	Hold	
	 This	 is	 where	 the	 passengers’	 oversized	 luggage	 is	 stored,	 but	 most	 of	 this	 space	 is	
dedicated	to	the	American	weaponry	being	delivered	to	the	Australian	front.	The	boxes	are	left	
unguarded	and	open	to	perusal	for	the	benefactors	that	made	their	deliver	possible.	While	this	
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A	sample	diagram	of	
a	zeppelin,	provided	
for	ease	of	reference.		
	
Better	detail:		
http://i.imgur.com/q
GwVeY5.jpg	
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may	 seem	absurdly	dangerous	and	neglectful	 to	players	of	 the	21st	 Century,	 this	 is	 a	 time	of	
naivety	and	patriotism	in	America.	No	one	would	dare	sabotage	the	war	effort!		
	 Curiously,	a	section	of	the	cargo	hold	in	the	back	corner	is	guarded	by	soldiers.	If	asked	
or	urged,	they	have	strict	orders	to	keep	everyone	out	(even	Bruce	Wayne).	These	soldiers	are	
actually	not	American	soldiers,	but	hired	personnel	from	LexCorp;	that	is	information	they	don’t	
give	away.	This	carefully	guarded	section	of	the	cargo	hold	should	certainly	raise	the	eyebrows	
of	 investigating	heroes.	 If	the	heroes	can	sneak	past	the	guards	or	 incapacitate	them	in	some	
way,	they	find	crates	much	like	the	ones	in	the	rest	of	the	cargo	hold,	but	upon	opening	a	crate,	
they	 find	 the	 distinct	markings	 of	 a	 LexCorp	 shipping	 crate	 inside.	 Inside	 the	 LexCorp	 crates,	
heroes	find	curious	weaponry	and	machine	parts	different	from	those	in	the	rest	of	the	cargo	
hold.	Upon	further	investigation	elsewhere,	the	heroes	may	discover	that	these	materials	were	
not	 included	 in	 the	 airship’s	 shipping	 manifesto.	 Though	 for	 what	 purpose	 this	 LexCorp	
machinery	 is	 for,	the	heroes	may	never	discover…	(If	conflict	arises,	use	 the	Nazi	 Soldier	 stat	
block	on	page	32	for	these	foes.)		
	
	 The	 heroes	 are	 welcome	 to	 explore	 and	 investigate	 at	 their	 leisure,	 try	 to	 weave	 as	
much	player	interaction	into	this	section	of	the	adventure	as	possible.	Action	is	to	come,	but	for	
now:	the	exposition	and	character	building!	
	 At	some	point	(probably	after	the	PCs	have	found	all	the	clues	there	are	to	find	or	when	
the	GM	is	ready	to	advance	the	plot),	the	captain	comes	over	the	P.A.	and	announces	an	arrival	
to	Hawaii	 for	 a	 quick	 refuel	 first	 thing	 in	 the	morning	 and	wishes	 the	 passengers	 a	 pleasant	
night.	The	passengers	then	dawdle	off	to	their	cabins,	either	alone	or	together	for	some	sultry,	
intoxicated	affair.		
	
THE NEXT MORNING          
	 The	heroes	awaken	early	the	next	morning	and	find	the	airship	is	not	docked	in	Hawaii	
as	the	captain	promised.	Globe-spanning	heroes	may	even	look	out	the	window	and	realize	the	
aircraft	is	nowhere	near	Hawaii,	but	flying	over	land	formations	similar	to	those	near	Indonesia!		
If	any	other	passengers	notice	(or	are	even	awake	to	notice)	they	are	placated	by	the	shallow	
smiles	and	promises	of	flight	attendants	(who	are	themselves	worried	and	without	answers).	To	
make	matters	worse,	the	weather	outside	the	airship	has	seemed	to	take	a	turn	for	the	worse,	
with	 rain	 split-splatting	 against	 the	 windows	 and	 lightning	 flashing	 across	 the	 surrounding	
clouds.			
	 If	heroes	investigate	the	crew	quarters	towards	the	front	of	the	ship,	they	find	a	crowd	
of	 concerned	 crew	 gathered	 near	 the	 ladder	 leading	 to	 the	 control	 gondola.	 Apparently,	 the	
door	to	the	gondola	is	sealed	shut	and	the	pilot	is	not	responding	from	the	other	side.	Any	off-
duty	navigators	state	that	the	airship	should	have	touched	down	in	Hawaii	hours	ago!	
	 Breaking	the	reinforced	steel	door	at	the	bottom	of	the	ladder	to	enter	into	the	gondola	
has	a	Difficulty	of	10.	Daring	or	crafty	heroes	could	find	other	ways	to	enter	gondola,	but	other	
ways	should	be	dangerous	or	otherwise	difficult	to	accomplish.	If	any	of	the	heroes	manage	to	
enter	 into	 the	 gondola,	 they	 find	 the	 flight	 staff	 sprawled	 around	 the	 gondola,	 knocked	
unconscious	by	a	gas	that	has	since	dissipated.	At	the	helm	of	the	airship	is	a	man	in	a	Nazi	gas	
mask.	He	spins	around	and	squeezes	off	a	 few	rounds	 from	his	pistol,	 startled	at	 the	heroes’	
appearance.		
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	 Regardless	 of	 if	 the	heroes	did	 get	 in	 or	 didn’t,	 this	 scene	ends	 the	 same.	Before	 the	
heroes	 can	 accost	 the	 hijacker,	 there	 is	 a	 horrendous	 sound	 of	 rending	 metal	 and	 the	
krakaboom	of	thunder	as	a	lightning	bolt	strikes	the	exterior	of	the	airship,	blowing	it	open	and	
setting	the	volatile	gases	inside	aflame.	The	heroes,	hijacker,	crew,	and	passengers	are	thrown	
from	 their	 feet	 as	 the	 airship	 goes	 barreling	 and	 screaming	 from	 the	 skies.	 The	 craft	
deteriorates	and	falls	apart	before	their	very	eyes,	and	some	crew	are	last	seen	before	they	are	
sucked	out	into	the	whipping	winds	outside.	The	last	thing	the	heroes	see	is	the	dark	surface	of	
the	ocean	breaking	through	the	gondola’s	windows	and	filling	the	airship.		
	
STRANDED            
	 The	 heroes	 awaken	 to	 find	 themselves	 washed	 ashore	 a	 strange	 island,	 with	 bits	 of	
wreckage	scattered	around	them.	You	can	either	have	the	characters	washed	up	 in	the	same	
area	or	separated	across	the	length	of	the	beach,	meaning	they	must	find	a	way	to	reunite	(or	
meet	up	for	the	first	time).	It	soon	becomes	apparent	that	there	were	no	other	survivors	from	
the	crash.		

Those	 heroes	 that	 need	 special	 equipment	 (i.e.	 Batman,	 The	 Phantom)	 can	
serendipitously	 find	 their	 gear	 scattered	 among	 the	wreckage	nearby	on	 the	beach	 and	may	
even	 find	 it	 before	meeting	 the	others	 to	maintain	 any	 secret	 identity	 they	 feel	 appropriate.	
Holy	convenience,	Batman!	
	 	
GIANT OCTOPUS ATTACK         
	 If	 the	heroes	 linger	 too	 long	on	 the	beach,	 they	
soon	 have	 their	 first	 encounter	 with	 a	 denizen	 of	 this	
dangerous	 island.	 The	water	 erupts	 next	 to	 beach,	 and	
eight	 bright	 red	 tentacles	 lash	 out	 towards	 the	 beach	
with	suckers	flexing	in	anticipation	of	a	feast.		
	
	 	
	

	
	
	
	
	
	
	
	

	
	
It	should	quickly	become	apparent	to	the	heroes	that	they	cannot	hope	to	defeat	this	

giant	 octopus	 creature.	 But	 as	with	 all	 Uber-Boss	 encounters,	 there	 is	 a	way	 out:	 retreating	
inland.	The	giant	octopus	will	not	 follow	the	heroes	as	 they	 leave	 the	beach	and	will	 resume	
stalking	the	submerged	wreckage	for	easier	food.		
	

	 SEQUENCE	
FOE	 1	 2	 3	 4	

Giant	Octopus	 11	 9	 12	 11	

GIANT	OCTOPUS	
UBER-BOSS	

Creature	 Def	 Tou	 Speed	
19	 16	 9	 7	

Weapon:	Tentacles	(13),	bite	(16)	
Resistance:	Constitution	14	
Tentacle	Grab:		Spend	1	shot;	the	foe	draws	target	hero	from	ranged	
distance	to	close	combat	distance.			
Auto	Re-Arm:	Swap,	replace,	or	pick	up	weapons	at	a	shot	cost	of	0.		
Back	to	the	Wall:	If	attacked	by	more	than	one	character	in	any	sequence,	
the	shot	cost	of	a	standard	attack	drops	to	2	until	the	end	of	sequence.		
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ANOTHER SURVIVOR          
	 As	the	heroes	trek	further	inland,	they	soon	hear	the	static	of	radio	communication	and	
a	 frantic	 voice.	 Huddled	 between	 some	 rocky	 outcroppings,	 the	 heroes	 find	 a	man	 speaking	
frantically	 into	a	 radio.	 (Unbeknownst	 to	 the	heroes,	 this	man	 is	 the	Nazi	agent	 that	hijacked	
the	airship,	but	he	is	now	without	his	gas	mask.)	The	survivor	sees	the	heroes	approaching	and	
quickly	(and	stealthily)	sabotages	the	radio	by	crushing	it	against	a	rock	(a	charade	he	could	play	
off	as	he	gets	to	his	feet	startled	by	the	heroes).	The	man	quickly	adopts	a	thick	southern	drawl	
and	feigns	relief	at	finding	other	survivors.		
	 The	man	claims	to	be	Mr.	Rick	Thompson,	the	passenger	that	was	suspiciously	missing	
from	aboard	 the	 airship.	He	 recounts	 a	 tale	 of	 being	 aboard	 the	 airship	 in	 his	 room	when	 it	
crashed.	He	washed	ashore	and	was	chased	from	the	shore	by	a	giant	octopus,	but	on	his	way,	
he	 found	an	emergency	radio	among	the	wreckage.	He	tried	to	get	a	signal	out	and	received	
some	sort	of	response	coming	from	the	north	end	of	the	island,	but	the	radio	is	too	damaged	
now	to	call	back.	He	offers	to	help	the	heroes	find	their	way	north.	The	Nazi	agent	lies	and	pleas	
until	the	heroes	either	believe	him	or	agree	to	help	him	reach	the	north	end	of	the	island.			
	
MOTHER LONGLEGS OF THE BAMBOO FOREST     
	 As	 the	heroes	 trek	north,	 they	 find	 themselves	
making	 their	 way	 through	 a	 bamboo	 forest.	 The	
bamboo	forest	seems	peaceful	and	quiet,	but	what	the	
heroes	 don’t	 realize	 is	 that	 a	 giant	 arachnid	 lurks	 20	
feet	 above	 the	 tree	 line.	 Its	 eight	 legs	 are	 perfectly	 camouflaged	 amid	 the	 forest’s	 bamboo	
shoots.	It	launches	its	surprise	attack	by	grabbing	one	of	the	heroes	at	random	with	its	sticky,	
mucus-like	tendril	and	pulling	it	towards	its	snapping	mandibles.	It	then	uses	its	eight	legs	to	try	
to	impale	the	other	heroes.		
	

MOTHER	LONGLEGS	
FEATURED	FOE	

Creature	 Def	 Tou	 Speed	
14	 13	 5	 7	

Weapon:	Leg	spike	(12),	mucus	tendril	(5),	bite	(14)	
Resistance:	Constitution	11	
Mucus	Tendril	Grab:	Spend	1	shot;	the	foe	draws	target	hero	from	ranged	
distance	to	close	combat	distance.			

	
 
 
 
 
 
 
 

	 SEQUENCE	
FOE	 1	 2	 3	 4	

Mother	Longlegs	 13	 10	 12	 12	
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NATIVE VILLAGE           
	 On	 the	 other	 side	 of	 the	 bamboo	 forest,	 the	 heroes	 find	 the	 remains	 of	 a	 small	
civilization.	 Stone	 ruins	 are	 scattered	 amidst	 overgrown	 flora.	 There	 is	 nothing	 of	 interest	
among	here	besides	the	ruins	themselves.		
	 As	 the	 heroes	 journey	 a	 little	 further,	 they	 find	 a	 tall	 stone	 wall	 jutting	 out	 of	 the	
landscape.	Along	with	 the	surprise	of	 seeing	a	wall	 in	 this	 largely	deserted	 island,	 the	heroes	
hear	the	blood-curdling	screams	of	a	damsel-in-distress.	Breaking	through	the	wall	is	impossible	
without	 the	 help	 of	 very	 powerful	 ordinance	 (which	 could	 have	 been	 salvaged	 from	 the	
wreckage	 at	 the	 beach,	 but	 this	 adventure	 assumes	 the	 heroes	 were	 run	 off	 by	 the	 giant	
octopus	before	that	could	happen).	The	only	option	is	climbing	the	wall.		
	 On	the	other	side	of	the	wall,	the	heroes	find	a	small	village	inhabited	by	barely-clothed	
indigenous	 people	 participating	 in	 some	 sacrificial	 ritual.	 A	 woman	 who	 is	 obviously	 not	 a	
member	 of	 this	 tribe	 is	 tied	 to	 a	 pair	 of	 stakes	 at	 the	
crest	of	the	wall	with	fires	burning	on	either	side	of	her.	
Though	 her	 identity	 can’t	 be	 made	 out	 from	 this	 far	
away,	the	heroes	should	still	feel	compelled	to	save	her.		
	 There	are	four	mooks	for	every	hero.		
	

VILLAGE	PEOPLE	
MOOKS	

Attack	 Defense	 Speed	
8	 13	 5	

Weapon:	Spear	(9),	arrow	(7)		
	

	 Throughout	 the	 fight,	 a	 circle	 of	 shamans	 are	 chanting	 loudly	 and	 banging	 on	 drums	
around	 the	 woman	 to	 be	 sacrificed.	 Each	 sequence,	 the	 chanting	 and	 drumming	 intensify,	
adding	a	sense	of	urgency	to	the	combat.	On	the	third	sequence	or	once	the	heroes	reach	the	
woman,	the	ritual	reaches	its	crescendo	and	then	falls	silent,	the	shamans	look	expectantly	into	
the	darkness.	When	nothing	appears,	the	entire	village	begins	to	murmur	worriedly.	During	this	
confusion,	the	heroes	could	easily	rescue	the	woman	and	run	off	into	the	night.		
	 The	damsel	 is	discovered	to	be	a	flight	attendant	from	the	airship,	the	very	same	that	
enlisted	the	heroes	help	in	finding	the	missing	Mr.	Rick	Thompson.	She	explains	the	horrors	of	
surviving	the	crash	and	swimming	to	shore	only	to	be	captured	by	“those	savages.”		
	 Once	 she	 has	 calmed	 down,	 she	 finally	 sees	 the	 other	 survivor	 accompanying	 the	
heroes.	And	she	recognizes	him.	She	last	saw	him	going	into	the	crew’s	quarters	the	morning	of	
the	crash.	She	distinctly	remembers	him	because	he	was	adjusting	a	gas	mask	on	his	face.		
	 Found	out,	the	Nazi	agent	quickly	throws	down	a	smoke	grenade	and	escapes	into	the	
night,	going	north.	Once	the	smoke	clears,	the	Nazi	 is	gone,	but	the	heroes	can	still	track	and	
pursue	him.		
	
 
 
 

	 SEQUENCE	
FOE	 1	 2	 3	 4	

Village	People	 10	 10	 10	 11	



	 31	

JUST DESSERTS     
	 After	 tracking	 the	 Nazi	 for	 half	 a	 day,	 the	 heroes	
find	 his	 remains	 in	 some	 bushes.	 It	 appears	 he	 was	 set	
upon	 by	 some	 creatures	 and	 torn	 to	 pieces.	 Before	 the	
heroes	can	do	much	investigating,	a	pack	of	velociraptors	
leaps	from	the	bushes	to	partake	of	their	next	meal.	There	
are	 a	 number	 of	 velociraptors	 equal	 to	 the	 amount	 of	
heroes.		
	
 
 
 
 
 
 
 
EINSANTZ: KONIGSKONG         
	 The	heroes	 finally	 reach	 the	northern	edge	of	 the	 island	as	night	 falls	and	a	 torrential	
downpour	hits	the	island.	Here,	they	find	a	very	unusual	scene.	Guard	towers	with	lights	shining	
into	 the	 underbrush	 outside	 of	 a	 barbed	 wire	 fence.	White	 canvas	 tents	 are	 erected	 in	 the	
entire	with	a	very	large	tent	near	the	center	of	the	camp.	All	of	the	people	coming	and	going	
from	the	tent	hint	that	there	is	something	important	going	on	in	that	specific	tent.	An	airfield	
on	the	other	side	of	the	camp	has	a	few	biplanes	and	even	in	the	rain,	perceptive	heroes	can	
make	out	the	scratchy	shapes	of	ships	in	the	water.	And	to	make	all	this	worse,	the	tents,	guard	
uniforms,	 and	 lay-around	 crates	 are	 all	 emblazoned	 with	 the	 dreaded	 symbol	 of	 the	 Nazi	
regime:	the	swastika.	The	heroes	should	have	a	bad	feeling	about	whatever	is	going	on	in	this	
camp.		
	 The	 heroes	 can	 find	 a	way	 to	 sneak	 their	way	 to	 the	 large	 tent	 at	 the	middle	 of	 the	
camp.	 Doing	 so	 requires	 an	 Intrusion	 check	 of	 7	 to	 surpass	 the	 Nazi	 soldiers	 patrolling	 the	
grounds.	The	heroes	could	also	disguise	themselves	or	find	some	other	clever	way	to	get	past	
the	Nazi	patrols	and	the	GM	can	assign	appropriate	difficult	levels	to	those	checks.		
	 Once	 the	 heroes	 have	made	 it	 to	 the	 large	 canvas	 tent,	 they	 discover	 an	 astounding	
scene	inside.	Machines	and	all	manner	of	science	equipment	crowd	the	tent	with	Nazis	in	white	
swastika-emblazoned	smocks	furiously	working.	In	the	middle	of	the	tent	is	what	seems	to	be	
an	 impossibly	 giant	 ape.	 Around	 the	 ape’s	 head	 and	 shoulders	 is	 a	 steel	 contraption.	 As	 the	
heroes	take	this	 in,	 they	the	unmistakable	crimson	face	of	the	Red	Skull,	one	of	Hitler’s	most	
notorious	 servants.	 The	 Red	 Skull	 launches	 into	 a	 self-congratulatory	monologue	 about	 how	
happy	the	Fuhrer	will	be	to	have	this	monstrous	ape	made	into	a	weapon	for	their	cause.	Once	
the	 final	 calculations	 are	 made,	 the	 Red	 Skull	 plans	 on	 loading	 the	 ape	 onto	 the	 boat	 and	
returning	 him	 to	 the	war	 in	 Germany,	where	 this	 “Konigskong	will	 rain	 both	 fear	 and	 death	
upon	the	Allied	Forces.”	
	 It	is	apparent	that	the	heroes	must	not	allow	the	Red	Skull	to	succeed	in	his	plan.		

	 SEQUENCE	
FOE	 1	 2	 3	 4	

Alpha	 11	 14	 15	 14	
Bravo	 13	 15	 10	 12	
Charlie	 15	 13	 9	 13	
Delta	 14	 12	 11	 10	
Echo	 12	 11	 12	 11	
Foxtrot	 10	 9	 13	 15	
Gerry	 9	 10	 14	 9	

VELOCIRAPTORS	
FEATURED	FOE	

Creature	 Def	 Tou	 Speed	
13	 13	 6	 	 9	 	

Weapon:	Bite	(11)		
Resistance:	Constitution	11	
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As	 the	 fight	 breaks	 out,	 Red	 Skull	 leaps	 onto	 the	 ape’s	 contraption	 (now	 clearly	 a	
catwalk	with	handrails)	and	pushes	buttons	at	a	control	panel	at	the	base	of	the	ape’s	neck.	The	
monster	lurches	to	life	and	tears	a	whole	in	the	tent’s	canvas	roof.	The	Nazi	soldiers	attack	the	
heroes	as	the	Red	Skull	tries	to	escape	the	island	via	a	boat	
with	his	captured	living	weapon.	Every	shot,	the	Red	Skull	
spends	 to	 walk	 King	 Kong	 closer	 to	 the	 boats	 or	 shout	
orders	at	his	Nazi	soldiers.	He	does	not	engage	himself	or	
King	 Kong	 in	 the	 fight	 unless	 there	 is	 no	 other	 option.	
There	are	three	mooks	for	every	hero	in	this	fight.		
	

THE	RED	SKULL	
BOSS	

Guns	 Def	 Tou	 Speed	
17	 15	 7	 	 8	 	

Backup	Attack:	Martial	Arts	11	
Weapon:	Heckler	&	Koch	P7	(13/2/4),	Fist	(7/0/-)	
Auto	Re-Arm:	Swap,	replace,	or	pick	up	weapons	at	a	shot	cost	of	0.		
Back	to	the	Wall:	If	attacked	by	more	than	one	character	in	any	sequence,	
the	shot	cost	of	a	standard	attack	drops	to	2	until	the	end	of	sequence.	
Shouted	Orders:	As	an	interrupt	when	a	mook	hits	a	hero,	the	foe	may	
spend	1	shot	to	add	4	Damage	to	the	mook’s	hit.		
Tactical	Genius:	Spend	1	shot;	until	the	foe	goes	down,	mooks	gain	+2	
attack.		

	
NAZI	SOLDIERS	

MOOKS	
Attack	 Defense	 Speed	

8	 13	 5	
Weapon:	MG	42	(13)		

	
KING	KONG	
UBER-BOSS	

Creature	 Def	 Tou	 Speed	
19	 17	 	 15	 	 5	 	

Weapon:	Claw	(20)	
Resistance:	Constitution	14	
Auto	Re-Arm:	Swap,	replace,	or	pick	up	weapons	at	a	shot	cost	of	0.		
Back	to	the	Wall:	If	attacked	by	more	than	one	character	in	any	sequence,	
the	shot	cost	of	a	standard	attack	drops	to	2	until	the	end	of	sequence.	
Furious	Wrath:	If	the	foe’s	last	attack	missed,	its	current	one	gains	+1	
Attack	and	+3	Damage.	Not	cumulative.		
Requires	Group	Effort:	+1	Damage	for	each	hero	who	has	yet	to	attack	the	
foe	during	the	current	fight.		

	 SEQUENCE	
FOE	 1	 2	 3	 4	

Red	Skull	 13	 12	 12	 13	
Nazi	Soldiers	 8	 6	 10	 9	
King	Kong	 9	 10	 11	 10	
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	 Fighting	King	Kong	directly	should	be	made	clear	to	be	a	death	wish.	However,	jumping	
up	to	the	walkway	across	King	Kong’s	shoulders	to	fight	the	Red	Skull	for	control	of	the	beast	is	
the	 true	 way	 to	 stop	 the	 great	 ape.	 Heroes	 that	 are	 skilled	 pilots	 could	 also	 abduct	 a	 Nazi	
warplane	 to	 frustrate	 the	ape	 from	reaching	 the	boats	and	escaping,	but	even	 this	 course	of	
action	could	be	a	death	wish.	(Use	the	“Cropduster”	statistics	on	page	159	of	the	Feng	Shui	2	
rulebook	if	the	heroes	choose	this	course	of	action.)	Once	Red	Skull	is	defeated,	the	heroes	can	
destroy	 the	 control	 panel	 attached	 to	 the	 base	 of	 King	 Kong’s	 neck,	 freeing	 him	 from	 Nazi	
control.	Once	freed,	King	Kong	rips	the	contraption	from	around	his	head	and	tears	it	asunder.	
If	there	are	any	Nazi	enemies	left,	King	Kong	sets	to	stomping	them	into	the	ground	and	leveling	
their	entire	camp.	Once	his	vengeance	 is	exacted,	King	Kong	gives	the	heroes	a	knowing	 look	
before	disappearing	into	the	rain	and	returning	to	his	kingdom.		
	
	
HOME FREE            
	 You	 can	 have	 players	 roleplay	 how	 they	 escape	 the	 island	 or	 just	 describe	 them	
absconding	with	a	Nazi	water	craft	and	sailing	to	the	nearest	Australian	port	with	the	white	flag	
of	surrender	displayed	on	the	highest	mast.		
	 With	the	Nazi	plans	frustrated,	the	heroes	are	victorious!	


