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 The goal of this issue is to produce a set of two masked vigilantes that defend Pulp City from all 

threats. You may enter as many Supremes as you want. The more detailed the description, the higher 

your chances of winning. 

We’ll be looking first at the background and powers, possibly artwork, then the rules. You are 

welcomed to provide all of above or leave out some. Mind that the box content may be based on 

entries of two different people. 

Your entries should follow the brief: 

� Gender: Female & Male 

� Levels: 1 or 2 

� Allegiance: Heroes or Heroes/Villains, no sub-faction. 

� Race: Human, earth-loving alien, conscious robot – pretty much anything wanting to fight for 

Pulp City. 

� Powers: Low level powers, gadgetry, stealth, acrobatics, rooftop running. 

� Attitude: Loners or a vigilante duo, defenders of the neighborhood, night fighters, possibly 

hunted by cops, not accepted by the authorities, loved by citizens. 

 

SUPREME GENESIS ISSUE 2: BATTLE FOR THE ROOFTOP ENTRIES 

1. Jade Hawk 

2. Frank Malone 

3. Playback & Shuffle 

4. Skyline 

5. Robin H. Ood & John Little 

6. Fire & Brimstone 

7. Shadowhunter & Eva Destruction 

8. Riposte & Quarrel 

9. Avengers of Faith: Reverend Hammer & Seraph Sisters 

10. Knight Angel & Starr 

11. Radioactive Rat 

12. Cape & Cowl 

13. Father & Mother 
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ENTRY 1 

JADE HAWK 
Level 1  
Damage: 10 
AP: 4 
Skills: After Shocks 1 

 
 “Car 54, we have a code 1025 in progress at 827 

east 32nd street at the U-Hock-It pawn shop.” 

  

“Ten-four dispatch.  This is car 54, we’re en 

route.” 

  

A voice whispers in the darkness….. “Armed 

robbery sounds like my kind of scene.” A dark 

figure leaps from the rooftop and into the 

shadows.  The hunter has begun stalking its prey. 

  

Only blocks away four thugs were piling TV’s, electronics, and 

handfuls of jewelry into the back of an old beat-up van.  A pawn 

shop employee was crumpled on the ground next to the loading 

dock.  While the other three ran inside for more loot, one thug 

jumped into the driver’s door to start the getaway vehicle.  He 

barely turned the key before a green claw burst through the side 

window and tore the man from the van.  The next thing he noticed 

was the unpleasant taste of asphalt and a piercing pain in his back.  

He barely let out a gurgle before passing out. 

  

Two of the other thugs walked up to the van carrying a large box with 

a 50” flat screen TV.  “Benny, what the heck is that?” called Freddie.  

But it was too late.  Benny felt a sharp pain across the back of his 

knees before his legs gave out from underneath him.  The shadowy 

figure leapt up from behind Benny and pounced off the box – pushing 

it directly onto the chest of the collapsing thug.  This pulled Freddie 

forward and off balance just in time to receive a kick to the face.  

Both thugs landed hard.  The shadowy figure was immediately on top 

of Freddie.  Only then did Freddie get a good look at the vigilante 

that was ruining his night.  The figure had an emerald green hawk 

mask, a black hood, a black cape, and an armored bodysuit.  This 

must be the Jade Hawk! 

  

He started to rise when the Jade Hawk planted a glove with brutal 

gem-like talons in the man’s chest.  “You’re not going anywhere,” 

whispered the Hawk in the criminal’s ear. 

  

The sound of running footsteps down the alley caused the Jade Hawk 

turn his head.  The fourth man was making a run for it.  The vigilante 

was not going to let this man get away, only for the others to make 

some sort of plea deal to turn their buddy in for less jail time.  No.  

He would get all of these losers… 

  

“Dispatch, this is car 54 requesting backup.  We have a brown Chevy 

van license plate PLJ-459 with its engine running at the loading dock 

of the pawn shop.  We’re going in.” 

  

“Car 54, this is Dispatch, backup is on the way.” 

  

Officer McCrery and Franklin began to move cautiously down the 

alley with weapons drawn when the fourth criminal landed on the 

hood of their cruiser with a dull thump. 

  

Less than an hour later… 

  

“Franklin, what happened here?” asked Detective Walsh. 

  

“Well detective, as best we can tell, the Jade Hawk beat us to the 

scene again.  He took out these four lowlifes robbing the pawn shop.  

Their prints are all over everything in the van.  It seems pretty cut and 

dry.  At least the store employee will be okay.” 

  

“Cut and dry?  We can’t have a costumed hooligan running wild in 

the streets meting out justice on a whim.  There are laws in this 

town.  Superheroes are supposed to fight super villains and leave the 

regular crime to the police.  We have four criminals that need 

hospitalization here.  You don’t see Iron Train pulling this kind of 

bull!  The chief wants the Jade Hawk in handcuffs and off the 

streets!!!” 

  

The Jade Hawk is a dark figure that stalks the criminal element of 

Pulp City.  Heroes are not generally fond of his methods but cannot 

deny the results.  When Heavy Metal or Blood Watch find 

themselves hunting the same prey, heroes like Iron Train and Red 

Riding Hoodoo try to mitigate the Jade Hawk’s sheer brutality.  None 

knows exactly why he is on this crusade, but whispers from the dark 
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JADE HAWK ABILITIES 
 

Predator's Leap* (J vs. I / RNG 6/AP 1): This action may not target a 

model in base-to-base.  If successful, this action counts as a movement 
action and does no damage.  Place the Jade Hawk anywhere in base-to-
base contact with his target. If combined with a Strike action, Hawk gains 
+1 on the opposed roll in addition to the bonus from charging. 
 
Death Claw (F vs G / AP 2): If the Jade Hawk wins the opposed roll, the 

target is pinned.  So long as The Hawk remains in base-to-base with the 
target, the model may not make movement actions for the rest of the 
round. 
 
Wing Sweep (F vs I / AP 3): Wing Sweep may target up to two models 

within 1”. If The Jade Hawk wins the opposed roll, the target suffers 2 
damage and is knocked down. 
 
Urban Hunter* (I / 1 AP): The Jade Hawk gains Wallcrawler and Blend 2 

until his first activation next game round. 
 
Team Power - Ends justify the means... 
When no friendly hero models are within 6" of The Jade Hawk, he gains 
+1 F, +1 AP, and Fury 1. 

 
Police Scanner (The Jade Hawk Exclusive Resource) Level 1 - Personal 
/ One Use Only 
The Jade Hawk is always monitoring local police radio to get the latest 
information on villain activity.  On your opponent’s turn, immediately after 
a villain completes an action, move the Jade Hawk up to 4” directly 
towards that villain model. 
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vigilante seem to imply that lady justice failed him some time ago.

Evildoers owe him an unpaid debt.  The Jade Hawk plans to collect 

on this debt – in pain and blood. 

  

The Jade Hawk is a caped vigilante dressed in all black with the 

exception of his jade-green hawk mask and gem-like green talons.

He has a hood and cape, boots and gloves. 

HHHH 
ENTRY 2 

FRANK MALONE 
Level 1  
Damage: 7 
AP: 4 
Skills: Blend 1, Luck 

 
...actually it’s not that I really enjoy it, but 

sometimes, you just gotta get the 

this, I gotta say, gets the job done pretty well, I 

thought, as I loaded my .44 magnum. 

 

As I was starting to believe that this would be 

another night out in vain, a flash of light briefly 

tore the semi darkness of the abandoned 

warehouse. The tip of the Blood Watch was not 

a complete fraud after all: things were starting to 

get interesting. I slowly moved out from behind 

the large electric generator where I was hiding, 

to get a better viewpoint. It took me several 

seconds to spot her, as she was moving as stealthily as a snake on 

grass, but there she was: Twilight, the Queen of Thieves herself, 

checking those big wooden crates. Undeniably, if the Coven had 

dispatched their most efficient assassin, what she was extracting 

from these crates was undoubtedly of utmost importance. Now the 

question remained: What was hidden in those crates? 

In a situation like this, most people would probably close their eyes 

and pray, or run as far and as fast as possible, hoping to not get 

caught. Not me, however. Curiosity can literally be a deadly sin if 

you’re not careful enough, but I hadn’t come this far to back down 

now. I had to know! 

“Hold it right there lady!” I said, with the most unyielding voice I 

could muster.  

She turned her head in my direction, scrutinizing me with eyes as 

cold as death. Then, in the blink of an eye, she vanished into thin 

air, but in the next second, she was standing in front of me. “Damn 

it, she’s fast,” I thought. 

“Johnny Thunder,” she said with a voice from beyond the grave 

“so we meet again. What brings you here on this cold night?”

“I could ask you the same question Twilight.”  

“Oh, would you by any chance be interested in this?” she asked, 

holding what looked like an antique wooden trinket box.

“Hand over the box, now!” I said, grabbing for it. 

As I thought things were going well, I suddenly felt a sharp pain in 
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. Curiosity can literally be a deadly sin if 
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air, but in the next second, she was standing in front of me. “Damn 

“Johnny Thunder,” she said with a voice from beyond the grave 

we meet again. What brings you here on this cold night?” 

“Oh, would you by any chance be interested in this?” she asked, 

holding what looked like an antique wooden trinket box. 

As I thought things were going well, I suddenly felt a sharp pain in 

my ribcage and I saw her 

raising her sword for the 

coup de grace. If I hadn’t 

jumped out of the way, I 

wouldn’t be alive to tell 

this story. Being the 

quick thinker that I am, I 

drew my gun and blasted 

point blank. By the time 

the smoke cleared, she 

had already vanished 

into the darkness. 

Gripping onto the wall 

with one hand and 

holding my smoking gun 

with the other, I slowly 

got to my feet. She had 

disappeared without a 

trace, or almost. Lying 

on the ground was the 

small, wooden trinket 

box. I kneeled down and 

carefully opened it. 

Nobody would be able to 

imagine what my 

surprise was when I took 

FRANK MALONE ABILITIES
 
.44 Magnum (PR H vs I /RNG 6/AP 2) 

The most powerful gun in history. If the target suffers more damages than 
its  , the target is knocked down. 
 

Old debts (K vs J /AP *) 

Everyone in Pulp City has been dealing with Frank Malone someday. And 
almost everyone in town owes him something, a favor... If the opposed roll 
is a success, this action deals no damage, but Frank Malone can cancel 
an action taken by any model within Frank’s   range, by paying half the 
price of the action, rounded up. The target’s AP are not spent, but the 
action cannot be used again this turn. Frank Malone
the usual sequence. 
 

Run for it (F vs F /AP2) 

Sometimes things have to be done, no matter what’s the cost. Frank 
Malone can use Run for it when he is in base to base with an ennemy 
model. If the opposed roll is successful, move Fra
direction of your choice for every damage the action dealt. Run for it does 
not count as a move action. 
 

Intimidation (SBL K vs K /RANGE 3/AP *) 

With a stentor voice and a huge gun, it’s easy to make fear grow in the 
heart of the opponent. The AP cost of intimidation is equal to the number 
of enemy miniatures taken in the self-blast. Intimidation doesn’t deal any 
damage, instead, reduce the targets’ AP allowance by 2.
 

Team Power: Incognito 
In case you field Pulp City cops, corrupted cops or hired guns on the 
table, you can leave Frank Malone out of the game and place an extra 
minion of the same kind on the table. At any time during one of your turns, 
you can replace anyone of your minions by Frank Malone. If the minion 
replaced by Frank is damaged, field Frank with only 3 damages counters 
left. 
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a glance inside.  

 

“Alright, that’s enough for this week,” decided Frank, as he let the 

pen slip from his hands. He had to withhold some material until next 

Saturday’s paper. Frank lied back on his chair and lit up a cigarette. 

His whole body was still aching from that nightly encounter with the 

Coven’s deadliest bandit. Actually, he still couldn’t fathom the fact 

that he was still alive. Even if the encounter had gone as well as he 

had stated on his paper, he couldn’t find any logical explanation as to 

why the Coven had still not arrived to retrieve the trinket box with 

extreme prejudice; furthermore, the casual chitchat with Twilight had 

not gone well. Twilight didn’t talk much. She barely grunted when 

she left him for dead in the middle of that decayed warehouse on the 

old docks. He wouldn’t have had anything to put in his paper had it 

not been for that lucky last shot. “So no, it didn’t go exactly as how 

the readers of the Pulp City Herald would read tomorrow, but, you 

gotta make a living!” he mused to himself. 

***** 

 “Frank Malone, Private Investigator”, that’s what you can read on 

the door of that old building near the old industrial area. Yes, Frank 

Malone is a private investigator, and quite a good one at that- if you 

believe what most of his clients say –at least those who are still alive 

enough to talk. Frank Malone knows about everything that’s 

currently running in the city, and if he happens not to know 

something, he probably knows someone who can give him the 

information he needs. 

But business was running quite low these last few years, so Frank 

resolved to selling stories directly inspired from his personal life to 

the newspapers to make a little bit more cash. “The Exciting 

Adventures of Johnny Thunder, Private Investigator” quickly grew in 

popularity among the readers of the Pulp City Herald, while the 

inspired pseudonym kept him relatively safe from any form of 

retaliation. But how long can the secret be held? How long will it be 

until a hired hit man, a fearless assassin or simply a paparazzi break 

the secret? 

 

Until then, Frank Malone will persist in protecting his city and allow 

Johnny Thunder receive all the glory for his actions. He is smart, 

quick and knowledgeable about his town’s citizens, and he masters 

the art of disguise. He tries to avoid violence when he can, but when 

things get critical –because in Pulp City things usually do get 

critical- his giant .44 magnum knows how to talk as well. So if you 

need some help for a delicate mission, you know where to go, right? 

HHHH 
 

 

 

 

 

 

 

 

ENTRY 3 

PLAYBACK & SHUFFLE 
Playback Level 1  
Damage: 8 
AP: 5 
Playback Skills: Cyberhead, 
Mind’s Reach 

 
Playback (Edward Conners), is a bit of an 

electronic genius, but he always wanted to be a 

musician.  Unfortunately, he has absolutely no 

musical aptitude, at least when it came to playing 

music, when choosing music Edward knew no 

equal.  His friends always asked him to help DJ 

their parties, he wrote the music reviews for his 

high school and then college newspa 

pers.  Whatever music he liked (often very, very obscure) would soon 

be the music everyone liked, or more often the influences of the 

music everyone liked.  He is an eclectic and nonbiased listener, 

finding everything interesting from easy listening to hip-hop to 

classical.   

 

After college, and at his wife’s urging he married those activities 

together for the good of Pulp City (and her own need for extreme 

excitement).  He built the playback suit.  This suit uses the music that 

is pumped out from it’s speakers to influence Playback and others to 

the extremes of the music.  This makes Playback a supreme to be 

reckoned with. (Continued on the next page) 
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PLAYBACK ABILITIES 
 
Background Music J (ap1) 

Choose a background for this rounds fight. This affects Playback and 
gives him Skills based on the Background music being played. 
-Techno* (BLITZER 1, ANNOYING) 
- Punk* (FURY 1, HATRED 1 minions) 
- Easy Listening* (BLEND 2, INSTABILITY 5) 
 
Air Guitar (AP2, H v I, Rng 6) Target model knocked down on any 

automatic success. 
 
Wall of sound J (Aura 3) All models (except Shuffle) tread the aura as 

difficult terrain.  Wall of sound lasts until Playback activates for the first 
time in the next round. 
 
Sooth the savage beast (AP4, Range 3, J v K) Models losing opposing 

roll take no damage, instead players AP pool loses amount of AP equal to 
lost opposed roll. 
 

Team Power: Strange Music 
For the purposes of ties and TECHNOPHOBE and INQUISITOR, 
Playback is treated as having the Mystery and Science origins. 
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Shuffle Level 1  
Damage: 7 
AP: 5 
Skills: Blink, E.T, Leave No 
Trace, Levitation, Super Duo 
(Playback/ K) 
 

(Continued) 

Shuffle, mysterious teleporting lady.  The Lady 

Princess Suprema  Conners crash-landed on earth 

close to 6 years ago, she was found by  
 

an impressionable young man as he took his car 

out for a drive in the country.  This man (Ed 

Conners) nursed her back to health and learned her 

story.  A Queen mother deposed, an assassination aborted, and a 

young princess fled.  Suprema, known to her Pulp City friends as 

Sally has the desire and zeal to return to her family’s empire and 

reclaim it rightfully as her own.  The only problem is that she doesn’t 

know exactly where it is.  She was trained as a princess, how to be 

courtly how to be responsible, how to use her bloodline’s powers of 

teleportation in self defense.  She is no navigator or astronomer.  

Until then she will help her unknowing subjects.  The citizens of Pulp 

City.  And when she is reunited with her Empire, Earth shall join in 

it’s magnificence. 

 

HHHH 
 

 

 

 

ENTRY 4 

SKYLINE 
Level 1  
Damage: 9 
AP: 4 
Skills: Tough Bones, Wall Crawler 
 
For some Heroes their new lives are shaped by the 

pain of tragedy, while others are called to the fight 

against evil by their own personal crusades.  A 

very rare few can say their new lives as heroes 

began simply because they were there. 

 

Peter Stoltz was a physics major at Pulp U, 

working as a lab assistant to Professor Beeching in 

the field of inertial physics. 

 

Using metals recovered from downed alien spacecraft, Beeching had 

struck on a process of layering various charged sheets of the alloys to 

create a field that appeared to dampen or magnify the force of gravity 

in a highly localised area.  Stoltz would test the various prototypes in 

rooftop sprints across the Pulp City skyline. 

 

It was on one of these test runs that Stoltz's new life suddenly began. 

 

Flashing across the rooftops in a modified impact-resistant suit and 

bearing a balancing device (a six foot pole with an inertial generator 

housed at each end) Stoltz heard a desperate scream from an alley 

below.  As Stoltz himself has said in an interview with the Pulp City 

Planet: 

 

“I heard that scream, and something just took over.  Before I knew it 

I had thrown myself off a six-storey building.  The impact suit made 

the fall as soft as bouncing on a feather bed.  I hit the street right 

behind this thug standing over some poor girl, and just let him have it 

with my staff.  Sucker flew straight through a dumpster!  I saved the 

day and I've never looked back since.” 

 

From that night on, Stoltz has operated under the guise of Skyline. 

Carrying the device he now calls the Springstaff and wearing the 

second generation of Beeching's inertia suit, Skyline is now a 

familiar, if fleeting image against the nighttime  panorama of Pulp 

City.  His methods may be questioned by the police, and allegations 

of violence bordering on brutality are often laid at his feet, but to the 

common citizen he's a local guy making good, giving the criminal 

filth of the city the treatment that they richly deserve. 

 

APPEARANCE 
 

Skyline has a black cowl, with bulbous goggles tinged yellow.  It 

covers his full head apart from his mouth and chin. 

 

His inertia suit is made of a black synthetic, and is banded around the 

biceps, forearms, thighs, shins and torso.  These are the metallic 
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SHUFFLE ABILITIES 
 
Fist of 100 punches (AP 3, BL 3, RNG 3, F v I) Make an opposed 

roll against all enemies in the Blast. 
 
Bullet Dodging* K (AP0) After Shuffle has lost an opposed roll that 

used her A, she may spend any number of AP.  For every AP spent 
she may reduce the damage by 1 and move up to one inch. Bullet 
Dodging lasts until the end of the round. 
 
All Play* (Aura 3, I v D, AP 4) Any model moving into the Aura 

(except Playback) suffers an opposed roll.  All Play* lasts until 
Shuffle activates in the next round. 
 
Teleporting Kick (Ap 1 I v I) Shuffles teleports quickly targeting 

the supreme in a vulnerable spot. 
 
Team Power: Double Teleport 
If Playback is in BtB when Shuffle BLINKs, he may move with her at 
the same time. 
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layers that produce the gravitic fields.  These are also present in his 

shoes (giving slightly thick soles).  His gloves have pads on the 

palms that produce strong gravitic fields to enable him to adhere to 

any surface.  There is a stylised horizon of Pulp City in a strong silver 

line across his chest. 

 

The springstaff is a 6 foot metallic rod, with a black synthetic 

sheathing over the gravitic generators at each end (about a foot of 

cover each). 
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ENTRY 5 

ROBIN H. OOD & JOHN 

LITTLE 
Robin H. Ood Level 2 
Damage: 10 
AP: 6 

Skills: Annoying, Blitzer  1, Super 

Duo(John Little, Def) 
 
While the name “Pulp City” conjures up images of 

beautiful boardwalks, beaches, palm trees, and the 

luxurious lifestyle that seem to accompany  them, 

not all who call Pulp City home enjoy such lives. 

There are several districts within the city that are 

filled with poverty and crime where people, living 

in the shadow of the high rises and pent houses of 

Pulp City’s high rollers, struggle daily to eke out a 

living. Corruption is rampant among the police in 

these parts of the city, many receiving very sizable “compensations” 

from the shadowy organizations that operate within the area. Worst 

of all, many of the residents have been given “offers”, on behalf of 

Royal Investments, to vacate their homes, making way for extensive 

building projects that would generate millions, if not billions, of 

dollars for the company. Beset on all sides by gangsters, corrupt 

police, and greedy businessmen, it seemed as if there was no hope 

left. Yet help was destined to come, and from a most unlikely source 

indeed. 

 

Robin Ood was once one of Pulp City’s premier public defenders, not 

to mention one of its premier citizens. Ood competed, and won, in 

many of Pulp City’s sporting events, and was highly skilled in martial 

arts and acrobatics, and an absolute prodigy with a bow. His heart, 

however, was with the people of Pulp City.  He struggled daily to  
(Continued) 
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SKYLINE ABILITIES 
 
Staffthrow:  Range 4 Pr H vs I AP2 

If the opponent takes more damage than its Defense stat, it is 
knocked down. 
 
Inertial Repulsion:  Sbl  F vs G AP2 

All opponents beaten take no damage, but are 2” forced directly 
away from Skyline. If they are stopped short by intervening 
objects/Supremes, they take no damage. 
 
Climbing Pads:  F vs G 2AP 

+1 damage, an opponent who takes any damage from this attack 
may not try to break off from combat until the following turn. 
 
Outrunning Gravity:  AP1 
Gain blitzer 1 while moving above ground level (including using the 
Wallcrawler ability) and Agility also becomes a Trump Trait until 
the end of the round. 
 
Team Power: Rooftop Reconnaissance 
One friendly Supreme may be placed after citizens are placed on 
the board (or the opponent has set up if not using Citizens). 

ROBIN H. OOD ABILITIES 
 
Farstrike- H vs. I, AP-2, Rng 8 

 
Explosive tipped arrow- H vs. I,  AP 3, Rng 6 blast 3 

 
Rapid strike- H vs. I, AP 4, Rng 6- May make three separate opposed 

rolls, each after the first suffering a consecutive -1 to the roll. 
 
Evade- A.P. 3-When Robin is charged, he may use his agility against the 
strength roll, and is not able to re-roll for his trump. He may then be moved 
up to four inches. 
 
Team Power-Merry Men 
Police officers resource may not be used when Robin H. Ood is included in 
the force. Vigilante resources gain an additional AP allowance. 
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John Little Level 1 
Damage: 12 
AP: 3 

Skills: Bruiser, Absorb 1, Fury 1
 
(Continued) 

insure that his fellow citizens received the fair 

trials they were entitled to, seeing his profession as 

a way of giving back to his city. As Royal 

Investments began to purchase more of th

the old districts of Pulp City, the plights of Ood’s 

clients became increasingly similar. Day in and 

day out, the story was the same. Rising rent and 

housing costs had pushed many honest people to 

resort to acts of burglary and theft in order to 

simply feed their family. Robin’s love for his city conflicted with his 

responsibility to the law. The deciding factor came with the 

incarceration of John Little. 

  

John Little, much unlike his moniker, is a behemoth of a man, yet 

jovial and kind hearted. Little owned a gym in the heart of one of 

Pulp City’s old centers. It was through Little’s Gym that Robin and 

John met, forging a bond that has lasted over a decade.  When Royal 

Industries decided to buy Little’s gym, his refusal would change his 

life forever. In a terrible fire, Little lost his gym, his one pride and 

joy, yet the worst was yet to come. Investigation by Pulp City police 

led to the wrongful arrest of John Little on charges of insurance 

fraud; Little had been framed with destroying his own gy

story, however, does not end there. 

  

Even after nearly three years, the people of Pulp City still whisper 

about the events surrounding John Little’s escape, and the exploits of 

Robin Ood on that fateful night.  While no one knows exactly what 

happened, it is clear that on  that night, the futures of both men were 

sealed. In the darkness of night, while Little languished in a cell 

awaiting his trial, the skills of Robin Ood were made painfully clear. 

Arrows flew forth from the shadows, and a single man was able to do 

the impossible, taking on a station full of corrupt police and freeing 

the wrongfully accused John Little. With that fateful act, Robin H. 

Ood and John Little became two of the most wanted men in Pulp 

City. 
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JOHN LITTLE ABILITIES 
 
One-two punch- ap 2, F vs. G - may make two opposed rolls with a 

the second roll. 
 
Guard up-ap 1- G -John Little gains absorb 2 for the remainder 

 
Haymaker-Ap-3, F vs. G - May roll two dice for the opposed roll and choose 

the highest. 
 
Fancy Footwork-Ap 1, I, may move up to an inch 

Team power- Debts to be paid. While within two inches of Robin Ood, 
damage taken by Robin Ood may be taken instead by John Little. Damage 
taken over his given amount is simply disregarded. 
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Bruiser, Absorb 1, Fury 1 

insure that his fellow citizens received the fair 

trials they were entitled to, seeing his profession as 

a way of giving back to his city. As Royal 

Investments began to purchase more of the land in 

the old districts of Pulp City, the plights of Ood’s 

clients became increasingly similar. Day in and 

day out, the story was the same. Rising rent and 

housing costs had pushed many honest people to 

resort to acts of burglary and theft in order to 

simply feed their family. Robin’s love for his city conflicted with his 

responsibility to the law. The deciding factor came with the 

John Little, much unlike his moniker, is a behemoth of a man, yet 

Little owned a gym in the heart of one of 

Pulp City’s old centers. It was through Little’s Gym that Robin and 

John met, forging a bond that has lasted over a decade.  When Royal 

Industries decided to buy Little’s gym, his refusal would change his 

ver. In a terrible fire, Little lost his gym, his one pride and 

joy, yet the worst was yet to come. Investigation by Pulp City police 

led to the wrongful arrest of John Little on charges of insurance 

fraud; Little had been framed with destroying his own gym.  The 

Even after nearly three years, the people of Pulp City still whisper 

about the events surrounding John Little’s escape, and the exploits of 

Robin Ood on that fateful night.  While no one knows exactly what 

pened, it is clear that on  that night, the futures of both men were 

sealed. In the darkness of night, while Little languished in a cell 

awaiting his trial, the skills of Robin Ood were made painfully clear. 

man was able to do 

the impossible, taking on a station full of corrupt police and freeing 

the wrongfully accused John Little. With that fateful act, Robin H. 

Ood and John Little became two of the most wanted men in Pulp 

Since their escape, the legend surrounding these two men has only 

grown.  In the years since their escape, Little and Ood have 

successfully made off with millions of dollars belonging to Royal 

Investments. In true testament to the nature of both men, nearly all of 

the money has seen its way into the hands of the old district’s 

beleaguered citizens, offering them a respite, and best of all, hope. To 

these people, Ood and Little are far from the public menaces that the 

police and media portray them to be, they are saviors, men

robbed from the rich and truly, given to the poor.  

 

APPEARANCE
 

Looks wise Robin H. Ood wears a simple pair of pants, boots, and a 

button up shirt. Over this he wears a long, hooded duster(hood 

down). He has the sleeve rolled up on his left arm

protector commonly used by archers. He also wears a variety of street 

level armor, ie, knee pads, elbow pads, maybe a bulletproof vest. He 

wears a quiver full of arrows on his back. For his face I imagined this 

character from Thor, although maybe with a bit less of a moustache.

 

For John Little, a very simple design is required. He is A hulking 

African American, wearing a bullet proof vest, boots, a t

cargo pants. He should have a variety of tattoos up and down his 

arms.  Looks wise, very much like Michael Clark Duncan or Terry 

Crews. 

HHHH
 

 

 

 

may make two opposed rolls with a -1 to 

John Little gains absorb 2 for the remainder of the round 

May roll two dice for the opposed roll and choose 

 

Debts to be paid. While within two inches of Robin Ood, 
n Ood may be taken instead by John Little. Damage 
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ENTRY 6 

FIRE & BRIMSTONE 
 Fire Level 2 
Damage: - N/A 
AP: - N/A 

Skills: Flight 
As a level 2 supreme, Fire has two trump 

traits: Energy and Agility. While her scores in 
both of those are good, they’re not top end 
and her other scores will be purely average. 

Her abilities will be in keeping with her role as 
ranged support for her team. 

 
Like many touched by the supernatural, the story 

of Fire and Brimstone began with the involvement 

of the mystical adept, Mister E. After fleeing from 

the Blood Watch who had defeated him again, 

Mister E vowed he would find a way to defeat them. His solution was 

to research a new magical means of destroying his hated foes: He 

would summon magical creatures to destroy them. 

  

That night, deep in his arcane laboratory, Mister E conducted a dark 

rite. Sending his consciousness out into the void, he sought out 

powerful creatures from outside of our world, creatures to serve him 

and defeat his foes. At last, straining his abilities to their limit, he 

found what he was looking for. His binding spell in place, he called 

them to him, deep in his lair, and forced them into the physical world. 

With wards and occult tools, he bound them into corporeal forms and 

forced them into his service. 

 
With his control in place, he looked over his new servants. The first 

was male. Its corded muscle was tightly bound beneath a scaly and 

horned hide. Its hands were tipped with wickedly sharp claws that 

reached from 4 dexterous arms. Most horrible though, was its face. 

Dark, malevolent eyes gazed from its lizard-like features, and teeth 

filled a mouth that occupied half of its face. As it gazed at him, 

paralyzed by the sorceries that had called it, its whip-like tail swayed 

behind it. 

  

The other creature could not have been more different. While it too 

was trapped, unable to escape or move, two powerful wings spread 

from its back. Clearly female, its features had an inhuman perfection 

to them without flaws or blemishes. Its eyes blazed with a bright light 

and a divine radiance came off it as it struggled against the magic that 

held it. As it struggled, its short hair flowed upright, dancing as a 

flame on top of a candle. 

  

Mister E gazed at his new minions. “Fire” he said, as he looked at the 

angelic being, “and Brimstone” he continued, gesturing at the 

demonic beast. 

  

It was as slaves that the two started their existence in Pulp City. For 

months they were trapped in their master’s lair, to be released only 

briefly when the insane magician needed them to oppose his foes. It 

was then, alone in their dark cells that the unthinkable happened.  

  

The change to corporeal creatures changed the pair. Though their 

very essences despised each other, their angelic and demonic natures 

opposing each other at the most basic levels, the two began to take 

some comfort in each other’s presence. A strange and unnatural love 

began to possess them and it was this bond that would one day allow 

them to break free. 

  

After a long captivity, it was another battle against their master’s 

most hated foes, the Blood Watch that gave the pair their chance at 

freedom. As Red Riding Hoodoo unleashed a magical volley that 

nearly disabled the malevolent Mister E, his control waned. Fire and  

Brimstone who were locked in combat with Six feet Under and Sgt. 

Bale suddenly moved away from their foes and turned on their 

oppressor.  

(Continued) 

Brimstone Level 2 
Damage: - N/A 
AP: - N/A 

Skills: Wallcrawler, Blitzer, 

Monster, Frenzy 2 
 
As a level 2 supreme, Brimstone has two 
trump traits: Strength and Agility. While his 
scores in both of those are good, they’re not 
top end and his other scores will be purely 
average. Brimstone’s role in a group is as a 
fast moving striker who will work best in 

conjunction with a solid tank. 
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K N/A 
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FIRE ABILITIES 
 
Cleansing Flame:  Fire’s main form of attack. This Projectile 
power has two options, either a single strike at her regular energy 
score or two shots, both at -1 to the roll. This allows her to be of 
use against a single supreme or multiple minions. 
  
  
Searing Justice: A powerful ranged attack; this allows her to 
launch a flaming stream that follows the standard Ray rules. 
  
Rebuke Evil: Fire’s best close attack. This melee strike unleashed 
divine force against her foe, blinding and disorienting them, while 
forcing them away from her. This power deals no damage but 
forces the enemy to be moved up to 4 inches away from herself. 
  
Aura of Sanctuary: Fire’s Angelic nature is a comfort to her allies. 
This aura grants a -1 to all ranged attacks that originate outside of 
the aura and would target one of Fire’s allies. This aura does not 
protect Fire herself. 
  
Team Power: 
Love/Hate relationship: For as long as Brimstone is on the table, 
either as an ally or as an enemy, Fire gains a +1 to all rolls. Any 
team which includes Fire may take Brimstone as a hero. 
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(Continued) 

Unable to resist the combined forces of the Blood Watch and his own 

former slaves, the occult villain was defeated once again. In the 

confusion after the fight, Fire and Brimstone both fled into the 

shadowy streets of the Pulp City night. 

  

Since gaining their freedom, the two have stayed in Pulp City. From 

the rooftops above and in the alleys bellow, the two began to learn 

about their new home in the slums of the city. Following their 

natures, Fire was drawn to the fragile light that was found in the 

shadowed streets, protecting the shelters and the soup kitchens that 

cared for the city’s weak. Brimstone was called further into the 

darkness. He prowled the city preying on those who drew his 

merciless gaze, innocent and depraved alike. 

  

Now, with countless Supremes interacting in the city, Fire and 

Brimstone have been drawn into the fights going on around them and 

not always on the same side. Though a deep and power love exists 

between them, their natures inevitably cause them to strike out at 

each other after time has passed. Though Fire remains grateful to the 

Blood Watch and helps them whenever possible, and Brimstone has 

begun to occasionally ally himself with the dregs such as Francis 

Gator and Tangent, the two remain fundamentally loners, 

comfortable only on their own, and rarely in each other’s company. 

 
APPEARANCE 

 
As an angelic creature, Fire is gifted with bird-like wings that she 

uses to take to the air. Female and quite lovely, her features are 

somewhat harsh, and more like a statue that has come to life then a 

woman of flesh and blood. Her hair is rather shot, but whenever she 

is in combat it flows upwards like a flame. In this world, she chooses 

to wear modern clothes and wears a pair of leather pants and a T-shirt 

which do not impair her movement in battle. 

 

Brimstone is a true beast. His hide is covered in scales and horns jut 

out from him, nearly at random. Though he might be about six feet 

tall if he stood up, he stays low to the ground, usually crouching, so 

his powerful legs can launch him towards his targets. Four arms 

extend from his body, each with a clawed hand. These claws are 

wickedly curved and ready to tear up his foes. Finally, his head is 

definitely reptilian with cold and emotionless eyes. His mouth is like 

that of a shark with rows of deadly teeth that can cripple with a single 

bite. 

HHHH 
ENTRY 7 

SHADOW HUNTER & EVA 

DESTRUCTION 
Shadow Hunter Level 2 
Damage: 12 
AP: 6 

Skills: Mind’s Reach, Power for 
Price (2) 
 
Morris Archibald was a mild-mannered museum 

curator who dreamed of much more than the quiet 

existence he lived. In his daydreams he would 

battle alongside the greatest heroic supremes of 

Pulp City, facing the darkest perils and 

unspeakable evil. All too often he would too 

quickly return to mundane reality. 

 

If Morris could not be a supreme, he had possibly 

the greatest job as an alternative. He oversaw the museum’s 

permanent exhibit devoted to the history and exploits of the heroic 

and villainous supremes whose names were well known to the 

denizens of Pulp City. He was diligent and knowledgeable, well-

versed in supreme history and with a keen eye for authentic exhibits 

to included in the various displays that he had assembled. His favorite 

exhibit comprised the vestments and gleaming .45’s that were said to 

have belonged to the mysterious Shadowhunter, scourge of the 

underworld and protector of the weak decades ago. His legend was a 

minor footnote to contemporary visitors, who were more interested in 

the active supremes of Pulp City. Nonetheless, Morris always 

ensured there was a place for this display, which included the 

gleaming guns, the strange eyeless domed helmet and a well-worn 

dark trench coat. He ensured that it was always well-maintained. 

 

Morris had likely conducted the most in-depth research of any 

student of supremes into the history of the enigmatic Shadowhunter, 

yet even he had turned up little by the way of facts, instead amassing 

many anecdotes and possibly apocryphal tales. There were thrilling 

tales of the man steeped in darkness, stepping forward to blaze away 

with guns reputed to have supernatural deadliness. Bullets would 
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BRIMSTONE ABILITIES 

 
Cavernous Maw: This devastating bite allows Brimstone to sink 
his teeth into his target. This gives Brimstone a +1 bonus on his 
attack. 
  
Leaping Strike: This movement power may only be used when 
Brimstone is within one inch of a non-creature object. Brimstone 
may move his full movement distance (including Blitzer) and make 
an immediate attack. If this attack is successful, the target is 
knocked down.  
  
Roar of the Damned: With a powerful Roar, Brimstone unleashes 
powers far greater then he can control. For each model in the 
small blast, including himself, the model’s controller loses one AP 
in the next game round.  
  
Team Power: 
Low Blow: Brimstone will always get a +1 bonus when attacking 
any knocked down target. 
  
Love/Hate relationship: For as long as Fire is on the table, either 
as an ally or as an enemy, Brimstone gains a +1 bonus to all rolls. 
Any team which includes Brimstone may take Fire as a Villain. 
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often fail to find him as he seemed to vanish into thin air only to 

reappear to assault his foes once again. 

 

So it was that after closing time Morris checked the exhibits in his 

usual manner. Shouts were sounded out as colleagues told him that 

the city was under attack, that allegedly the Ulthar had returned. 

 

Morris felt cool and calm at the news. He entered a trance-like state 

as a vivid waking dream, consumed him. Images swirled around him, 

a kaleidoscope of shadows and light. He then saw himself as the 

Shadowhunter, blazing away at robotic forms. He quickly came too 

to see the shocked faces of his colleagues and the broken forms of 

two artificial Ulthar foot-soldiers lying a few yards away. Looking 

down he saw the .45’s of the Shadowhunter, yet they no longer had a 

chrome gleam, but instead were suffused with a ghostly green glow. 

Catching a glimpse of his own reflection in a display case he saw 

himself clad in the dark coat and smooth eyeless helmet of the old 

vigilante.  

 

He strode out of the museum with purpose, blazing away at Ulthar 

with the strange guns that never ran out of ammunition. Other 

supremes battled the Ulthar in the streets. Morris pressed on, feeling 

an exhilaration he had never known before. A couple of citizens with 

covered faces picked up makeshift weapons and stepped in behind 

him. He watched out for them as they pressed on, battling the alien 

interlopers.  

 

After long hours the call went out the invaders had been repelled 

once more. Morris – Shadowhunter – turned to the brave duo who 

had fought alongside him. The two men revealed that their 

grandfathers had told them stories of the Shadowhunter, that he had 

aided each in turn when faced with peril and injustice. Morris 

resolved to perpetuate this legacy and in the ensuing months he 

helped many of the downtrodden folk of Pulp City, only to find many 

would in turn help him out by acting as his agents, and with their aid 

he rediscovered the first Shadowhunter’s base – an old cinema – and 

a new purpose for himself, the pursuit of justice. 

 

Eva Destruction Level 1 
Damage: 9 
AP: 4 

Skills: Non-living, Regeneration 1 
 

It was a storm-wracked night when an unknown 

woman stumbled onto the streets, her patchwork 

body bound with surgical scars and fresh stitches. 

Collision with an oncoming car merely seemed to 

slow her down. Distressed onlookers were 

horrified as she wandered off into Pulp City’s 

moonlit back alleys, losing herself in the shadows. 

 

In the days to come the scarred patchwork-woman 

was found by Shadowhunter aided by his agents, 

some of those he himself had helped in the past. He had learned of 

her through gaudy headlines in the media and scuttlebutt on the 

streets. Shadowhunter recognized that she might be a fellow outsider 

of sorts, and that a great injustice had been committed, and so sought 

her out in the broken down sewers where she was hiding.  

 

On finding her he was startled by the raw pain writ large on this 

woman’s body. Her eyes were of different colors, her skin manifestly 

a rainbow of hues, varying by limb or body part that was stitched to 

the next piece, yet undeniably pallid and dead. Images of late-night 

black and white movies and the old gothic horror novel came to 

mind. Some inhuman hand had sought to recreate that experiment in 

Pulp City with this poor soul. The woman was frightened at first but 

realized that this strangely garbed man meant her no harm.  

 

Images suddenly raced through her mind. She pictured flashes of 

energy. Beings flew freely across the city skyline. Titanic battles of 

vast powers raged on.  

 

Shadowhunter asked her name. She could remember only one: “Eva”. 

He asked where she was from and suddenly anger was stoked up, lit 

by vague recollection. Not at those who had come to try to help her, 

but at what was done to her as she looked at her own mismatching 

hands. She pulled herself up and navigated the sewers until she found 

a place she vaguely recognized. Her anger rose higher, becoming 

burning rage. She ascended a ladder and made her way across a 

deserted city street to an old boarded-up hotel. She smashed through 

the front of the building into the lobby. Making her way from room to 

room she found a makeshift surgical theatre. Brown blood smears 

adorned the floor and walls, and instruments were strewn all around, 

but there was no sign of anyone still there, and no record of those 

who suffered in this room. Eva lashed out, smashing through walls, 
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SHADOW HUNTER ABILITIES 
 

GHOSTLY GUNS (PR J vs. K /Range 6/AP 3)  

Shadowhunter possesses two spectral automatics which unleash a 
torrent of ectoplasmic bullets. Resolve two opposed rolls against 
one target.  
 
GHOSTLY FORCE (PR H vs. I /Range 6/AP 3)  

The spectral automatics can unleash shots capable of piecing 
flesh as well as attacking the spirit. 
 
TRENCHCOAT MYSTIC (K /AP 3)  

The old coat worn by Shadowhunter offers strange protection. 
Shadowhunter may take an action outside of his regular turn 
whenever he suffers damage. Spend 2 AP and roll D6 and add to 
Spirit.  If the result is equal to or higher than the damage suffered, 
Shadowhunter suffers no damage and is replaced within 4 inches 
of his position. 
 
HELM OF THE HUNTER (AU 3 K /AP 2)  

Shadowhunter’s mystical helmet envelops his allies in a protective 
aura, shielding them against psychic and mystical assault. All 
friendly models within the aura may use Shadowhunter’s Spirit 
value for any opposed rolls. The protection offered by the Helm of 
the Hunter lasts until Shadowhunter’s first activation in the next 
game round.  
 
TEAM POWER - DESTINY 
The mystical artifacts arrived in the new Shadowhunter’s 
possession with purpose, he just doesn’t know what it is at this 
time. No matter what, the objects often work to keep him alive 
even in the direst of situations. Whenever reduced to 6 damage or 
less, Shadowhunter gains the Lucky skill. 
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tearing the fabric of the run-down building apart. Shadowhunter and 

his agents arrived to take her away before she brought the building 

down on herself. 

 

Shadowhunter took Eva to the old abandoned cinema he used as a 

base of operations. One of those who accompanied him suggested 

that with a name like hers and given what she was capable of, she 

should call herself Eva Destruction. Eva smiled at this, sensing a 

kinship and warmth in the comment, and so the name stuck and she 

found a makeshift family of sorts. In the days and months that 

followed she would work with the Shadowhunter and his agents, 

helping the downtrodden and those too weak to protect themselves 

from the predations of evil. 

 

No-one knows who conducted the foul experiment that created the 

woman supreme known as Eva Destruction, certainly not the woman 

herself. She has flashes of memory but not enough to recall what 

horrors brought about her unique birth. Shadowhunter has vowed to 

use all of his resources to help her find any answers that she seeks. 

Rumor has linked Dr Bethany Bates to the unnatural birth of Eva, but 

whether or not she was involved, Sister Bedlam certainly has talked 

about it. 

HHHH 
ENTRY 8 

RIPOSTE & QUARREL 
Riposte Level 2 
Damage: 12 
AP: 6 

Skills: Tactician 2; Super Duo 
(Quarrel) +1 AGL 
 
Naomi Kingsley is the daughter of ruthless Pulp 

City billionaire Miles Kingsley. Her mother Miles’ 

second wife Justine died a year later in a tragic 

boating accident. Naomi was raised by a small 

army of servants in the Kingsley’s palatial 

mansion just outside Pulp City. Her father demand 

perfection from her and he was rarely 

disappointed. >From an early age Naomi displayed 

an exceptional intelligence and incredible self-

discipline.  

           

By the age of 10 she was considered one of the 

countries foremost chess players. By the age of 14 Naomi was 

considered one of the worlds top ten chess masters. Her talents 

extended to other areas as well. She was an Olympic class fencer by 

age 15, and an accomplished composer and violinist. By the age of 20 

she had graduated at the top of her class at Harvard Law. Naomi 

Kingsley’s daughter seemed poised to take over the Kingsley Empire.  

Miles Kingsley himself was please with the course his daughter’s life 

had taken. Miles believed he had groomed his daughter to hold his 

empire together with an iron mind and unwavering loyalty. He failed 

to consider that Naomi had been using him. 

           

Young Naomi had always felt the hole in her heart from a mother she 

had never known. Keenly intelligent it had taken a 10-year-old 

Naomi no time to realize that her mothers boating accident was a 

flimsy cover for murder. In the subsequent two years Naomi had 

discovered her father’s dirty secret, that he had arranged the murder 

of his own wife. At 12 years old Naomi Kingsley had vowed that she 

would seek justice for her fathers crimes.  By the time she graduated 

from Harvard she had seen that the law would never be able to bring 

her father to justice. His money and lawyer and layers and layers of 

deniability would isolate him from any criminal charges. In addition 

to these very real barriers she had uncovered her fathers connection 

to a group known only as The Coven.  
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EVA DESTRUCTION ABILITIES 
 

MIGHTY STRIKES (SBL2 F vs. G /AP3)  

Eva rains down devastating blows. Friendly models are immune to 
this effect.  
 
DEFENDER* (K /AP1)  

All friendly models in base to base contact with Eva Destruction 
gain Invincible 1 until the end of the round.  
 
STANDING FIRM (G /AP3)  

Eva Destruction gets Absorb 1, Barricade and Deflect 1 until the 
end of the game round or until she moves.  
 
HOWLING VOICES OF VENGEANCE (SAU3 K /AP2)  

The myriad souls that died to create Eva Destruction call for 
vengeance.  
 
TEAM POWER – DARK FLASHBACKS 
A number of Supremes died so that Eva Destruction could be 
born. Some were noble whilst others trod darker paths. Eva may 
be used in a villain team at a cost of resources equal to her level 
plus the cost of any resources allocated to her. 
 
Random Power (Eva Destruction Exclusive Resource) 
Level 1 
 
Eva Destruction’s body is composed of body parts of an untold 
number of dead supremes. Their power courses through her limbs 
and organs in unregulated fashion. At the beginning of the game 
roll on the table below to determine a single power for the duration 
of the game: 
 
1-2 STRENGTH OF RIGHTEOUSNESS (STRENGTH vs. 
DEFENSE//AP 2)  
If the target model is Knocked Down, then all models within 3 
inches from the target that have a Strength value of 4 or less are 
knocked down. Strength becomes trump trait instead of rolling 
randomly. 
 
3-4 ENERGY BLAST (PR ENERGY vs. AGILITY/Range 6/AP 3)  
Energy becomes trump trait instead of rolling randomly. 
 
5-6 PROBABILITY CONTROL (AU 4 ENERGY/AP 0)  
Until the end of the round, Eva may spend 1 AP to force any model 
in the aura to re-roll a single die. The re-roll may happen after all 
other re-rolls. 
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Naomi had always known that to seek true justice would require 

sacrifice and personal involvement. Ironically enough it was her 

father who finally showed her the path. Naomi had been spying on 

her father for most of her life. When she spotted miles leaving the 

house for the isolated woods late one night Naomi naturally followed 

him. Deep in the woods of the mansion her father meet with a strange 

group of figures. She recognized them instantly the large sad looking 

man in high-tech powered armor was known as Rook. The scaly 

reptilian form with the southern accent could only be Francis Gator. 

Though she never saw the third figure but her keen intellect deduced 

that it could only be the assassin known as Twilight. These figures of 

media sensation and public nightmare inspired Naomi.  

           

Riposte was born two nights later when a figure dressed in fencing 

armor with long hair stopped a break in at a downtown office. The 

three members of The Coven barely escaped. Riposte made several 

other appearances in the months that followed. Riposte showed an 

amazing ability to predict her opponents’ actions and counter them. 

Her skill with a blade and tactical acumen made her more than a 

match for most opponents. But Naomi knew that she alone would not 

be able to topple her father’s criminal empire or his allies in the 

Coven. She needed more power another tool that she could shape and 

direct to her will.  

           

Other Supremes were already too established in the media and the 

public mind to be of much use. Additionally a Supreme had powers 

and abilities that often made them to hard to predict. But when she 

heard the story of a young vigilante making a name for himself she 

thought she had found the instrument she was looking for.  

Rowan “Row” Fletcher son of Olympic archery gold medalist Bogart 

Fletcher and Pulitzer Prize winning journalist Karen McBride had the 

talent and motivation that Riposte needed. Rowan had his father’s 

gift with bows and a fiery temper inherited from his mother. When 

his parents were killed in a gas station hold up Row was enraged. It 

didn’t take him long to discover that his parents were murdered in an  

Quarrel Level 1 
Damage: 8 
AP: 5 

Skills: Super-Duo Riposte: +1 
DEF 
         

effort to stop his mother from publishing a story 

about the origins of the Coven. Row fashioned a 

disguise and took his fathers bow. In the days that 

followed he systematically hunted down his 

parents killers. 

Rowan’s life would have ended in a dirty alley 

when he was lured into an ambush by the Coven’s 

thugs. Rowan’s temper and incredible focus 

caused him to lose sight of his surroundings, 

unable to see the ambush until it was too late. 

Tunnel vision was Rowan’s fatal flaw, or would 

have been if not for Riposte timely intervention. 

With Ripostes guidance Rowan escaped the trap and took out his 

target. By the time he thought to thank his benefactor Riposte was 

long gone. A week later Rowan was drawn into yet another trap and 

saved once more by Riposte.   

           

This time though Rowan was able to track his mysterious companion 

to a secluded rooftop. There he found Riposte waiting for him. She 

made him a bargain. In exchange for his loyalty she would train him 

and equip him, and most importantly help him get his revenge. In the 

months that followed their roof top pact the team of Riposte and 
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RIPOSTE ABILITIES 
 

Defense Gap (J VS. G / AP 2)  

Gains a +1 to the opposed roll for every successful strike on the 
target prior to using Defense Gap (+2 max.).  
 
Counter the charge (G / AP 2):  

Interrupt. When charged Riposte makes an opposed roll with her 
DEF. Opponent does not get the +1 for charging. If Riposte wins 
opposed roll she inflicts damage. 
 
Fatal Flaw (Pr/ Range 6 / J vs. K / AP 2):  

If Riposte wins opposed roll no damage is inflicted instead the next 
friendly model to attack the target this round rolls 2 dice for the 
attack and chooses the highest. 
 
Redirect (G vs. J / AP 2)  

Interrupt. When an opponent in base to base declares an attack 
that includes Riposte as a target make an immediate opposed roll. 
If Riposte wins she may change the target of the attack to another 
model in base to base with her, including the attacker.   
 

TEAM POWER: Tactical Insight 
Before Her first activation in a round Riposte may measure the 
distance from her base to any one model or terrain object on the 
board. 

QUARREL ABILITIES 
 

Arcing Fire (PR / Range 10 / H vs. I / AP 2) 

Quarrel launches a bolt high into the air to fall with uncanny 
accuracy on his unsuspecting opponent. 
 
Defensive Fire (H vs. H / AP 3) 

Interrupt. Quarrel is so accurate he can shoot incoming bullets out 
of the air. When Quarrel or any friendly model within 3" of him is 
targeted by an energy attack make an opposed roll. If Quarrel wins 
the roll the attack has no effect.   
 
Rain of Arrows (Bl 3 / Range 8 / H vs. I / AP 3) 

With lighting speed Quarrel launches arrow after arrow into 
oncoming enemies. 
 
Melee Shot (H vs. G / AP 2) 

When pressed Quarrel launches a bolt into his opponent at point 
blank range. 
 
Team Power - Chosen Prey 
The first model damaged by a ranged attack from Quarrel 
becomes the Chosen Prey. Quarrel cannot use Arcing Fire or Rain 
of Arrows against any other model, until the Chosen Prey in 
incapacitated. Quarrel gains +1 to all opposed Damage Rolls 
against his Chosen Prey. If his Chosen Prey has damaged Quarrel 
this bonus increases to +2. 
 

Grapple Gun (Level 1 Technology Resource) 
Model equipped with the Grapple Gun gains Wall Crawling skill. 
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Quarrel erupted onto the scene in Pulp City. Quarrels high-tech pump 

action crossbow and ferocious pursuit of his targets counterpoint 

Ripostes cold cool analytical leadership and traditional seeming 

costume. Riposte feels that she is sharpening a tool to surgical 

precision.  Quarrel finds himself increasingly indebted to his partner 

and possibly attracted to her. What will happen in the future is 

unknown to any except possibly the woman known as Riposte. 

HHHH 
ENTRY 9 

AVENGERS OF FAITH 
Reverend Hammer Level 2 
Damage: 10 
AP: 4 

Skills: - 
 
The ghettos of Pulp City are like those in many 

major cities. The poor and desperate eek out a 

meager living, all the while dreaming of a better 

life.  Reverend Jerome Hammer came to them 

early in his career a bright-eyed southern Baptist 

hoping to spread the word of God in the big city. 

The years took their toll on him. Crime and drugs 

and crushing poverty turned the Reverends faith to 

anger, and soon his anger became an open rage. 

He raged against the gangs and the pimp and the 

villains who preyed on his flock. 

 

Rev. Hammer was always a vigorous man, large in size and 

accustomed to hard labor. As his rage grew he once again took up 

boxing, a sport he swore he had outgrown when he joined the 

seminary. In the months that followed Reverend Hammer shaped his 

body and his mind into a proper fighting shape. He didn’t know how 

to start but he knew he had to stand up for his flock, his people. He 

had to make an stand and help those around him help themselves. A 

man of courage and simple deep faith the Reverend began to stand up 

to the bullies around him.  

 

But in the real world, and in Pulp City in particular, standing up just 

makes you a target. The Reverend had taken it upon himself to watch 

after his flock and it wasn’t look until he tasted violence. Young 

Angela Brown was a simple young girl pregnant and alone. She had 

found the church in a moment of desperation and was deeply moved 

by the Reverend. Angela stayed at the church shelter and did all she 

could to pay back the Reverend for his kindness. Unfortunately for 

Angela her pimp came looking for her. What he found was the 

Reverend Hammer instead. When the pimp refused to leave 

peacefully the good Reverend delivered a one two sermon that left 

him missing a few teeth. Once the pimp had regained his senses he 

crawled back home to get help.   

 

One week later as Angela and Reverend Hammer were walking back 

from the grocery store the pimp and his friends struck. Bullets rang 

out as the car tore down the street. Angela was hit and died in the 

hospital not long after. The driver distracted by the excitement lost 

control and crashed into a telephone poll not half a block away.  

Reverend Hammer flew into a red rage. He charged the crashed car, 

grabbing from a workman along the way a simple claw hammer. No 

one walked away form the crash.  The Reverend would always say 

that the Lord provides, and to this day he carries that same hammer 

whenever he takes to the streets to defend the meek. 

 

When Reverend Hammer arrived at the hospital it was too late for 

poor Angela.  But Angela’s daughters lived; premature though they 

were they clung to life. So Reverend Hammer clung to them, seeking 

in their lives a meaning to his actions. Though he was cleared of any 

wrong doings by the police, as there was no witness who would 

condemn him. Still in his heart he knew he was a sinner. But as he 

watched these tiny children cling to life he knew he would rather 

burn in hell than see another innocent life destroyed. He followed the 

teachings of a carpenter after all; he too could swing the hammer to 

Shepard his flock. So at last did he come to believe. 

  

The girls survived and Reverend Hammer named them after the 

angels Gabriela  and Michaela. The Reverend took them into his 

home and raised them as his own. No other relatives could be found 

and who could refuse such a respected Reverend as guardian. It was 

soon discovered that the accident had cost more than the life of their 

mother. Gabriela had lost her sight, and Michaela had lost her ability 

to speak. Still the girls shared a bond that was at once freighting and 

uncanny. It was as if they could see and hear for one another. Even as 

young children the girls moved and played and worked knowing 

always what the other was doing.  They also were blessed with a 

grace and fluidity of movement any dancer in the world would envy.  

 

Reverend Hammer was quick to see the potential and strict enough to 

pursue it. The Reverend trained the girls, from an early age to be an  
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REVEREND HAMMER ABILITIES 
 

Long is the Reach of Heaven: (K / AP 2) 

The Reverends simple hammer glows with a light that smites his 
foes from afar. Reverend Hammer gains Reach 2 until the end of 
the Round. 
  
HE Maketh me to lie down… (SBL 3/ K vs. K / AP 3)  The 

Reverends powerful voice and fierce faith drive the impure to their 
knees. Any model suffering damage is Knocked Down. Friendly 
models are immune to this power. 
  
HE is my Shepard (K / AP 3) 

Reaction. When targeted by a Projectile attack Reverand Hammer 
may change the target to any enemy Supreme with the range of 
the original attack. Resolve the attack normally. 
  
I lay down my life (K / AP 4) 

Reaction. When a friendly Supreme is incapacitated you may 
immediately Eliminate Reverend Hammer. The Supreme that 
would have been incapacitated remains on the table with a number 
of damage boxes equal to the damage Reverend Hammer had left.  
  

Team Power: See the Light 
Reverend Hammer’s faith and purity of character shine through. 
Any enemy model within Hammer’s Spirit range suffers –1 to all 
Mind roles, including starting rolls. 
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Seraph Sisters Level 2 
Damage: 14 
AP: 5 

Skills: Thick Bones 
 

(Two sisters mounted on a single large base) 
 

instrument of punishment. He found their natural 

talents and honed them to the best of his abilities. 

He found gymnastics teachers, and even an old 

drunk who used to be a circus knife thrower to 

train the girls. Pushing them in body and mind to 

be the best they could. Teaching them that they 

were gift to the people of Pulp City, sent to guide 

the lost and punish the wicked. Never during all 

their childhood years did the girls ever doubt the good Reverend.  

Meanwhile at night on the streets near his churc 

h Reverend Hammer watched his flock. He brought the hammer of 

his faith to the wicked. 

 

Today the Seraph Sisters stalk the streets of Pulp City clad in 

skintight armored body suits. They seem identical except that 

Gabriela’s uniform lacks holes for her useless eyes, and Michaela’s 

uniform conceals her mouth. They move and act like a single being 

linked by a bond of faith. They possess a acrobatic skill unmatched 

by any mere mortal, they carry holy knives that they can hurl with the 

pinpoint accuracy. They protect Pulp City from thieves, rapists, drug 

dealers, zombies, Supremes and any other threat from this world or 

any other that would bring harm to the people.  Reverend Hammer 

accompanies them, partly for moral support but mostly to watch 

children reach their potential. Older now but still fighting the good 

fight, carrying his hammer and his faith into the night, Reverend 

Hammer watches over his flock.     

 

HHHH 
ENTRY 10 

KNIGHT ANGEL & STAR 
Knight Angel Level 2 
Damage: 12 
AP: 6 
Skills: Blend 2, Flight 2, Hatred 
(C / E Villains), Super Duo 

(Starr/D) 
 
Angelica Miller always was better then the other 

kids. She was faster smarter and braver. She had 

no fear and no equals. As an orphan this always 

made her a target for bullies and such.  She never 

let the bullying get her down; instead she taught 

her self how to fight. She became a star Athlete in 

martial arts, track and field and basketball. The 

latter of these got her a full ride to college, where she met Doctor 

Holiday.  

   

She was walking back from the library late one night and heard a 

man screaming. She walked around the side of the building and saw a 

man in a wheelchair and what looked to be a young teenage girl 

being assaulted by four men. With out thinking she threw a book she 

was holding at the first man striking him in the nose knock him to the 

ground. The second man turned to face her and pointed the gun he 

was holding at her. “this is it she thought, way to go”. But the man 

collapsed to the ground holding his head in anguish. The young girl 

was staring at him holding a finger to her left temple. With out 

wasting another second Angelica shot a thrust kick into the third man 

sending him tumbling over a fence. “You want some!?” she asked 

pointing at the last man who also had a gun. “I’m gonna kill you, you 

stupid…” before he could finish the statement, Angelica was on him 

sending a palm thrust to his chest. The man crumbled to the ground.  
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SERAPH SISTERS ABILITIES 
 

Knives of Faith (SBL 4/ H vs. I / AP 3)  

The twins whirl and jump flinging their blades with deadly precision. 
Friendly models are immune to this power. 
  
Silent Prayer (K / AP 3) 

Movement Action. The Sisters pause to seek comfort in each other and 
their holy purpose. The Sisters heal 3 damage and gain +2 Spirit until 
the end of the round. 
  
Blessed Throw (Pr / Range 6/ H vs. I / AP 4) 

Both Sisters hurl their knives with deadly accuracy. Resolve two attacks 
against one or two targets. Non-living models damaged by this attack 
suffer an additional 2 points of damage. 
  
Parting Ways (I / AP 2) 

Reaction. The Sisters split up tumbling and rolling to confuse and evade 
their opponent. When an enemy model moves into base to base the 
Sisters may immediately move up to 4” ignoring free strikes and moving 
through other models. 
  

Team Power: Gymnastics 
The Seraph Sisters are masters of all forms of gymnastics. They may 
use one of the following actions per game round during their activation. 
-Floor Moves: When knocked down the Sisters roll and tumble back to 
their feet. They may immediately move 2” and are no longer knocked 
down. 
-Ally Oop: When using the Jump* action the Sisters may Jump their 
entire Strength instead of the usual half. 
-Tumbling: The Sisters can leap and roll with inhuman dexterity. They 
may move through other friendly models with no penalty. They must 
have sufficient movement to pass completely through the model in order 
to use this ability. 
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“Thank you my dear” the man in the wheelchair said. “No problem” 

Angelica replied. The young girl was no longer staring at the first 

gunman, who was lying on the ground bleeding from his ear. “You 

got some nice moves lady” The young girl added. “you too” angelica 

said imitating the girls finger on her temple. “yeah, I’m cool like 

that.” The girl replied. “Starr that is enough, I’m sure miss Miller 

would like to get on her way.”  The man said “How do you know my 

name?” Angelica asked. “Well you see you are special. You have 

always been faster and smarter then everyone around you. Starr is 

special as well. As am I. or I was until I ended up in this chair. I need 

you help miss Miller. You have the power to help me. Will you help 

me?”  

   

And this is how Knight Angel was born, with her telepathic side kick 

Starr and gadget maker/mentor Doctor Holiday. She prowls the night 

Helping people fight the good fight I left it open for you to add a 

villain or The Doctors mission, also why Starr is there. I have ideas 

for all this if you want them, but this way it will fit more into your 

world 

 

Starr Level 1 
Damage: 7 
AP: 4 
Skills: Blend 1, Future Sight, 
Telepathy 1, Wall Crawler 
 

APPEARANCE 
 

Knight Angel has jet black hair. Her costume (as i 

envision it) she wears vinyl pants, boots and a 

corset. With a hooded cloak.  

 

Starr is a cross between and Goth and a school 

girl. She has a plaid skirt, fishnet stockings. Blue 

hair, and a black halter top. She wears and small 

mask over her eyes. 
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KNIGHT ANGEL ABILITIES 
 

Stun Grenade (H v J, AP 2, RNG 4, BL 2) All models in the 

blast (except Knight Angel and Squire) who lose opposed rolls 
take a -1 their next opposed role.  
 

Boomerang (I v I,  AP 2, RNG 6) If the a model is damaged 

make another attack on another model within 2” of the first at a -
1 (cumulitative) on the opposed role, continue until no damage is 
done.  You may only target each model once.  
 

Where did he go? (J v J) Make opposed rolls against all 

models in BtB.  For every successful opposed roll Kinght Angel 
may BLINK that many inches.  He can get away from combat in 
this way.  
 

Angel’s Vengeance (I v G, AP 3) Only useable when up, up 

and away.  Cannot be combined with other  actions.  Knight 
Angel moves 4”, Lands* and does an I v I  charge attack if 

able.  
   

Team Power: I know Kung Fu  
If Knight Angel is ever knocked down or Shot Down, he may, at 
his next activation, stand up* for free.  
 

Bag of Tricks Device (Knight Angel only) lvl 2  
Each trick may be used once per game and the Bag of tricks 
may only be used once per round. (AP 2)  
-Caltrops (BL 3, RNG 4)  Area of rough terrain that persists until 
the end of the game.  Knight Angel, Squire, models Up, Up and 
Away, and Pulp Monsters are immune.  
- Night Vision Goggles. Model ignores BLEND and any other 
RNG reducing or penalizing powers (such as Lurk*, and Smoke)  
- Communications device. Super Duo works as long as neither 
Squire nor Knight Angel are Eliminated.  Additionally model gains 
CYBERHEAD  
-Foam Dispenser. Model gains ABSORB 2, and THICK 
BONES.  
-Grapple Line. Knight Angel immediately makes a MOVE*RUN*, 
but can only move vertically (90 degrees straight up). 

 

STARR ABILITIES 
 

Head Ache (J v F, RNG 3, AP2)  

 
Ha! Saw that coming J (AP2) Gain a +1 on starting roll next 

round, Gain a +2 if using Knight Angel’s J for that roll.  

 
Duck! (AP 2) Ignore all damage from an I or H attack, the Starr 

is now Knocked Down.  
 
High Kick (I V I, AP2)  

   
Team Power: Look out!  
The Starr may use Duck! on Knight Angel if he is within Squire’s 
J.  
   

“look what I found!” level 1 Resource 
Starr may choose one of Knight Angels bag of tricks once per 
game.(she does not have to choose which on until she uses this 
ability) (AP2) 
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ENTRY 11 

RADIOACTIVE RAT 
 Level 2 
Damage: 8 
AP: 6 
Skills: Wall Crawler, Thick Bones, 
Blitzer 1, Lucky 1 
 

INTRO ART  

(In a standard newspaper comic style) 

Case 1: Radioactive rat brushes his teeth in the 

morning. A post-it written “note so self” is on the 

mirror. Radioactive rat has a big question mark 

bubble 

Case 2: Huge bad guy with huge fists looks at 

radioactive rat menacingly. Radioactive rat with a 

silly smile says: I remember now 

Case 3: image of a dry cleaner. Text: I had to pick up my atomic net 

from the laundry mat 

Case 4: radioactive rat missing a few teeth and with stars around him 

 

Radioactive rat is the hero of the pulp-city-globe daily comic. The 

anonymous author of the comic always gets the little rat in trouble 

(usually in goofy and funny ways).  As a result nobody ever takes 

him seriously! Radioactive rat is mildly annoyed at the comic but his 

good nature lets him joke on it. 

 

The rat was once a lab-rat for radiation research. An unexplained 

radiation phenomenon destroyed the equipment and freed the animals 

who escaped to the sewers. 

 

Years later a glowing neon anthropomorphic rat in bright orange 

tights, yellow cape bearing the radioactive symbol and black zoro 

mask emerged and botched his first attempt at stopping crime. 

Allowing criminals to escape a bank heist through a combination of 

incompetence unluck and bad planning… all that under the watchful 

eyes of all of pulp city’s news cameras!  A legend was born and after 

few more public total failure his reputation as a failed supreme was 

set in stone and he made his first appearance in the pulp city globe 

comics page. 

 

Since then the rat stands vigilant to stop crime in pulp city. The rat 

doesn’t care for big prestigious jobs. He helps old ladies during 

muggings and walls about to be spray canned. He is a hero for the 

everyday crime. Some say he’s a failed hero and that’s all he’s god 

for. 

 

But little do people know the rat is the author of the comic and that 

he orchestrated the botched jobs. He works very hard to maintain his 

reputation as a failure and it works. More than once were villains 

taken completely by surprise as the little rat suddenly proved very 

competent. 

HHHH 
 

ENTRY 12 

CAPE & COWL 
 Cape Level 1 
Damage: 8 
AP: 4 
Skills: Absorb 1, Super Duo 
(Cowl, Shield) 
 
This City, it knows no peace.  Its citizens live in 

fear of the shadows.  No place is safe for the 

good, honest people who work and live here.  Tall 

buildings stretch to the sky and the full, bright 

moon casts a web of shadows over the city.  All is 

quiet except for the clip-clop of a woman's shoes 

against the pavement as she slowly makes her 

way home from the grocery through a maze of 

darkened streets. 

 

"What do we have here, Tony?" 

 

"Yeah, yeah, what do we have here, huh huh?" 

 

"Nooo!  Don't hurt me!  Isn't there anyone who can save me!?" 
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RADIOACTIVE RAT ABILITIES 
 
*Roofrun and grappling hook 1AP (This action doesn’t count 
against the 2 action limit) For the rest of the round RR ignores 
gaps of up to 4” between building furthermore he get a free 4” 
vertical move when climbing on the side of buildings. 
 
Atomic net attack: I Vs I 2AP range 6. 

If the target is at the same elevation as RR the range decreases 
to 2.  It cannot be used on enemies at a higher elevation. 
This attacks deals no damage but the target cannot use any 
movement actions until the end of the game round. Furthermore 
the radiation prevents the target to use any trump actions until 
the end of the game round. 
 
Drop:  I Vs G, 2AP 

The RR must be at a higher elevation and drops upon his target. 
The attack is resolved at +2. The rat can move 2” horizontally in 
the drop. If the rat combines the attack with a *move or *run he 
can move 6” off the building. The 2” move can be done in 
addition to the normal move actions. 
 
Team power: underestimated 
The first attack every round against the rat is done at -2 on the 
opposed roll. 
 
Resource: atom knife  1 RP 
The atom knife deals an extra point of damage if it successfully 
strikes. If the target is affected by the net the opposed roll is 
resolved at +1. 



SUPREME GENESIS ISSUE 2  BATTLE FOR THE ROOFTOPS 

   
 

Disclaimer: All characters art and writing are submitted by fans. Some art may be subject to copyright and will not be used as the 

final art. 

17 

 

 

Cowl Level 1 
Damage: 6 
AP: 4 
Skills: Blend, Lucky 
 
This City, it knows no peace.  Its citizens live in 

fear of the shadows.  No place is safe for the 

good, honest people who work and live here.  Tall 

buildings stretch to 

The shadows rule this City, inflicting themselves 

like parasites on the hard-working citizens who 

deserve only peace and quiet for their labors.  

These cries do not go unheard, however.  High 

above the streets, there is a guardian who watches 

over his charges with unending vigilance.  There 

is a name that strikes fear into the hearts of even 

the most powerful and hardened criminals.  When his name is 

spoken, justice is soon to follow. 

 

That name is THE CAPE! 

 

"Are you going to monologue all night or are we going to save this 

woman?  Her milk will spoil if you go on much longer." 

 

"Cowl, the monologue is important to set the ambiance.  It's part of 

the reason The Cape is so feared by criminals everywhere.  The 

ambiance." 

 

"Right, Cape, I'll get the little one." 

 

The Cape stood tall and proud atop a sinister gargoyle, his signature 

cape fluttering in the moonlight, casting his statuesque physique in 

silhouette.  Beside him stood his much smaller partner, the slippery, 

cunning hero known simply as Cowl.  Her trademark hood was 

drawn up, hiding her sharp eyes in shadow.  She stood, pointing her 

grapple gun down into the alley.  It fired with a soft *pop* and she 

flew off silently into the darkness. 

 

"Tonight these thugs will learn why the darkness fears The Cape and 

Cowl!" 

 

Michael McCoy was the world's most treasured rugby flanker, a 

member of the Australian Wallabies Rugby Union.  Kristen McCoy 

was his wife and manager.  One evening, after a rousing 

championship match at Pulp City Sports Arena, Michael and Kristen 

happened upon the attempted kidnapping of one of the game's 

spectators, famous novelist James Clavel.  Though they were 

successful in preventing the kidnapping, the event had a dramatic 

effect on Michael and Kristen's life. 

 

They became keenly aware of this world's desperate need for heroes.  

Michael's peak athletic prowess and Kristen's clever mind would join 

to become one of the most celebrated superhero duos of all time:  The 

Cape and Cowl. 

 

Where The Cape is the embodiment of bravado, strength, and daring, 

Cowl is the personification of cunning and guile.  Together there is 
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G 2 
H 5 
I 4 
J 3 
K 3 
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CAPE ABILITIES 
 

Perfect Body*: (F vs. G /AP2) When this action is combined 

with a move action, the Cape leaps and flips with extraordinary 
agility.  The move action grants him six inches of movement 
instead of four and may cross any obstacles in his way without 
penalty.  If he scores three or more points of damage to his 
target, it is knocked down. 
 
Chivalry: (AP1) Choose a friendly model within four inches of 
The Cape.  If an enemy attacks that model with a "energy" 
attack, The Cape can choose to have that attack miss, 
regardless of the attack roll.  The attack hits the Cape, instead.  If 
the attack roll wasn't enough to damage The Cape, he suffers 1 
damage regardless.   
 
Biff, Pow, Bamf*: (SBL3/ F vs. G /AP2) With a dazzling display 

of martial arts moves, The Cape attacks every minion within the 
blast area.  This attack may only affect minion models.  Supreme 
models in the blast are unaffected. 
 
Dramatic Monologue: (PR/ K vs. J/RNG8/AP2/) The Cape 

inspires uncertainty in his foes by use of dramatic monologue.  
Any actions that the target supreme uses against The Cape cost 
one more AP than usual. 
 

Team Power - Right Before the Commercial Break:  You may 
choose not to place The Cape in play at the start of the game as 
usual.  Instead you may place The Cape in play, within four 
inches of one of your other Supremes when it is your turn to 
activate a Supreme.  Alternatively, when one of your Supremes 
is targetted by a "energy" attack, you may place The Cape 
between your Supreme and the source of the attack.  The Cape 
intercepts the attack as if Chivalry had been activated.  If the 
Cape is not in play by the end of the game, he counts as having 
been eliminated. 
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no obstacle, no threat they cannot overcome.  The streets of Pulp City 

are safe under their vigilant eyes.  

HHHH 
ENTRY 13 

FATHER AND MOTHER 
 Father Level - 
Damage: - 
AP: - 
Skills: - 
 
Raising two meta-children is never easy, 

especially for normal folks. But now that their kids 

are teenagers, and off fighting crime, what's a 

parent supposed to do? Well, get involved in your 

children’s hobbies, of course. Enter the duo of 

Father and Mother, parents to Drama Queen and 

Waterworks. With years of practice dealing with 

super powered kids causing trouble, Father and 

Mother have come up with a wide collection of 

tools, gadgets and devices, that while once helped 

them keep their kids in check, now are used to show the trouble-

makers of the city what happens when they misbehave. 

 

A family that fights together does Right together!  

HHHH 
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COWL ABILITIES 
 
Perfect Cunning*: (PR/ H vs. I/RNG 8/AP2) Immediately after 

making her attack, Cowl can move four inches if that movement 
will take her out of line of sight of her target. 
 
Celerity: (AP1) Until Cowl activates again, whenever she is 
targetted by an attack that misses, she may immediately make 
an attack in retaliation.  Her retaliation is an attack with the 
following characteristics: (PR/"energy" vs. "agility"/RNG 10). 
 
Zip, Zot, Freem*: (SBL3/ F vs. G /AP1) Zigging and Zagging, 

this way and that, an evil Supreme's minions have a hard time 
getting their hands on Cowl.  Every minion affected in the blast is 
knocked down.  This attack may only affect minion models.  
Supreme models in the blast are unaffected. 
 
Scrappy: (2AP) This action may be used outside of Cowl's 
normal activation.  If Cowl is defeated you may activate this 
action.  The Cowl survives the attack with one damage box 
remaining. 
 
Team Power - Holy Toledo!:  Once per game, when your 
opponent chooses a Supreme to activate, you may chose to use 
Holy Toledo.  If you do, your opponent must chose another 
Supreme to activate, instead. 


