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AVENGERS QUINJET
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Nose wheel

Torque shock absorber assembly
Avionics Computer bay
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Radio & electronic oquﬂmunl bay
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. Frameless windscreen panel
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. Cockpit front pressure bulkhead o
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15. UHF IFF aerial 8
16. Temperature probe 1 |
17. Forward fuel tank 6,400 Ibs  '"
18. Forward vertical thrust exhaust
19, Hatch fairing
20. Retractable ladder bay
21, Intake ducting
22. ECM aerials
23. Escape harness railway
shaft (2)
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24. P&W J48-P-8A turbojet engines (4)

25. P&W TF33-P-7 afterburning turbofan engine
26. Rudder

27. Rudder control units

28. Dorsal access panels

29. Variable area rner nozzle

30. Port aft fuel tanks (4) 2,500 Ibs. each

31. Port aileron (4)

32, Aileron control unit

33. Vertical thrust deflector ducting

34 Variable %oomolry ducting (forward to
vertical thrust)

STARK INTERNATIONAL QUINJET A-1 (UNITED STATES)
WAKANDA DESIGN GROUP
T'CHALLA, CHIEFTAIN
Data: Avengers Quinjet A-1
Power Plant: 2 x 2 symmetrically mounted modified Pratt & Whitney
J4B8-P-8A Turbojet engines (each 8.500 pounds static thrust). 1 mod-
ified Pratt & Whitney TF33-P-7 Turbofan engine (21.0001b. S T without
afterburning)
Wing span: 23 9°
Length overall, incl. nose probe: 34 8"
Cabin:
Max. width. 10" 4"
Max. Height: 6 8'
Normal take-off weight: 29.000 Ibs
Max. level speed at Sea Level: Mach 2.1
Manx. rate of climb at S/L: 7.900 feet per min
Service ceiling: 130,000 feet, with afterburner. 220,000 feet
Range with max. fuel, 5% fuel reserve, 4,000 Ibs. (max.) payload:
9.500 miles
Range with max. fuel, 5% fuel reserve,: 11,000 miles
Accomodation: Flight crew of 2 on bi-directional. zero-height Weber
escape harnesses, optional seating for 5 passengers
Operational equipment: True Vertical Take-Off and Landing capability
by routing 4 smaller engine s exhaust through vertical thrust geflectors
Ordered: 4 models. each with modifications
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INTRODUCTION

What We Did

Avengers™ Coast-to-Coast is an accessory for the
MARVEL SUPER HEROES™ Advanced Set usable for
any or all teams of Avengers. Developments in
Avengers affairs required a new accessory as much
as the publication of the Advanced Set did. So in
many ways, what you have in your hands is a far cry
from its predecessor MHAC2 Avengers Assembled!.

What are the differences? Well, we knew we'd
have to go over some of the same ground again,
so we tried to find a new approach to the material
or a way to expand what we had done before. If
you have both products, we think you'll see the
difference.

In treating the old villains, we tried to give each a
facelift. In choosing new villains, we decided on a mix
of historical enemies and the best of the current foes.

We have descriptions of important locations and
equipment that have figured prominently in Avengers
missions. Some of them are directly linked to the
villains we chose.

The Avengers Charter is included herein, and new
rules on legal procedure, so Judges can create new
and exciting misunderstandings between the
Avengers and Earth's Mightiest Government.

The adventure is self-explanatory. We think you'll
find it to be out of the ordinary.

Why We Did It This Way

We decided to give this product an historical
perspective appropriate to the quarter- century
celebration of Marvel Comics. Our reach spans all of
Avengers history, from the Space Phantom (Avengers
#2) to the fourth Masters of Evil (Avengers #273). In
this respect, we did not hesitate to include the great
but gone, both heroes and villains.

We also decided upon a deliberately offbeat
adventure. In a way, this adventure takes the
Avengers back to their roots and allows the noble
tradition to be recreated.

It's been a glorious 25 years for Marvel Comics,
and they show no signs of slowing down-much like
the Avengers themselves. Long may they
assemble!

Milestones in Avengers
History

This list is a selection of great battles or events in
Avengers history and lists those who participated. As
with all lists of this kind, there

is a possibility that some characters have been left
off. However, if this list inspires anyone to re-read
some of those fine old issues, it will have been a
success, errors and all.

Avengers #1: Rick Jones' distress call to the Fantastic
Four is diverted to Thor, Ant-Man, Wasp, and Iron
Man. They battle the Hulk and Loki. The five heroes
decide to band together as the Avengers.

Avengers #2: The time-traveling Space Phantom
breaks the unity of the Avengers by fighting them as
imitations of themselves. Henry Pym becomes Giant
Man and the Hulk leaves.

Avengers #4.: The Avengers rescue Captain America.
Possibly the most important story in their history.

Avengers #16: The founding members leave, and
the new line-up is Captain America, Hawkeye,
Scarlet Witch, and Quicksilver.

Avengers #28: The Avengers battle the Collector,
who would later help them against Korvac. Avengers
include Captain America, Hawkeye, Scarlet Witch,
Quicksilver, Goliath, and Wasp.

Avengers #52: The Grim Reaper makes his first
appearance, and the Black Panther joins. Avengers
include Captain America, Hawkeye, Goliath, and
Wasp.

Avengers #57: The Avengers fight Ultron-5 and the
Vision debuts. The Avengers are Wasp, Goliath,
Black Panther, and Hawkeye.

Avengers #60: The Wasp and Yellowjacket are
married.

Avengers #66. The Avengers fight the adamantium
Ultron-6. This is the first mention of adamantium.
Avengers include Thor, Iron Man, Yellowjacket,
Wasp, Goliath II, Vision, and Black Panther.

Avengers #89-97: The Kree-Skrull War. Avengers
include Wasp, Yellowjacket, Goliath II, Scarlet Witch,
Vision, Thor, Captain America, Iron Man, and
Quicksilver. Allies include Captain Mar-Vell, Rick
Jones, and Nick Fury.

Avengers #125: The War Against Thanos. The main
battle takes place in the CAPTAIN
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MARVEL™ comic. Avengers include Iron Man, Captain
America, Vision, Scarlet Witch, Black Panther, Mantis,
and Swordsman. Allies include Mentor, Starfox,
Moondragon, Drax the Destroyer, and Captain
Mar-Vell.

Avengers #161-162: Jocasta is built, and the
Avengers fight Ant-Man and Ultron. Avengers include
Captain America, Vision, Scarlet Witch, Wonder Man,
Black Panther, Wasp, and Ant-Man.

Avengers Annual #7: The Second Thanos War.
Avengers include Beast, Captain America, Iron Man,
Moondragon, Scarlet Witch, Thor, and Vision. Allies
include Captain Mar-Veil and Adam Warlock. Thanos
dies in Marvel Two-In- One Annual #2, the sequel to
this story.

Avengers #167-177: The Korvac War. Avengers and
their allies include Wasp, Yellowjacket, Captain
America, Vision, Scarlet Witch, Iron Man, Hawkeye,
Thor, Quicksilver, Beast, Black Panther, Black Widow,
Hercules, Wonder Man, Jocasta, Captain Mar-Vell, Ms.
Marvel, Moondragon, and the Guardians of the
Galaxy.

Avengers #181: Henry Peter Gyrich lays down the
law. The new roster consists of Iron Man, Vision,
Captain America, Scarlet Witch, Beast, Wasp, and
Falcon.

Avengers #213: The court-martial of Yellowjacket.
The Avengers include Captain America, Thor,
Wasp, Iron Man, Tigra, and Yellowjacket.

Avengers #246: The beginning of the West Coast
Avengers. Hawkeye and Mockingbird are the first
Whackos.

Avengers #259-260: The Skrull Civil War. The
Avengers battle Nebula and destroy Sanctuary II.
Avengers include Captain America, Wasp, Hercules,
Starfox, Captain Marvel, and Black Knight. Allies
include Firelord and Skrull General Zedrao.

Avengers #273: Avengers Mansion falls to the fourth
Masters of Evil. No Avenger is present; Jarvis
becomes a prisoner.



AVENGERS CHARTER

BE IT KNOWN...

That we, the Avengers, have banded together to
protect and safeguard the planet Earth, its
inhabitants and resources, from any and all
threats, terrestrial or otherwise, which are or
might prove to be beyond the power of
conventional forces to handle.

That we shall brook no interference in the
growth of mankind in meeting its rightful
destiny.

That we dedicate ourselves to the establishment,
growth, and preservation of peace, liberty,
equality, and justice under law.

THIS IS OUR SOLEMN OATH.

Article One: Organization

The Avengers is hereby chartered as a non-profit
organization under the laws as set down by the
State of New York, United States of America;
said organization being recognized and fully
sanctioned as a peace-keeping force by the
National Security Council of the United States of
America, by the United Nations, and by the
Supreme Headquarters International Espionage
Law Enforcement Division.

Article Two: Jurisdiction

In accordance with the tenets of national and
international law, the Avengers, acting
individually, or as a group, are herein
authorized to function in all lands, territories, or
protectorates of the United States; in all
countries allied with the United States by
international treaty; and in all countries
belonging to or affiliated with the United
Nations.

Article Three: Funding

As a non-profit organization, the Avengers shall
be funded chiefly by private grants. Major funding
for the activities of the Avengers, for its
headquarters, transportation, and equipment,
shall be provided by a grant from the Maria Stark
Foundation (Anthony Stark, Director) with the
understanding that the Foundation shall have no
say in Avengers operations, or in the deployment
of funds within the Avengers organization.

Article Four: Operations

The day-to-day operations of the Avengers
shall be governed by a set of by-laws as put
forth by the founding members.

IN WITNESS of this charter, we founding

members have hereunto subscribed our
names...

dnon-Maw~-
THor_ hor

UW Wasp
Axt-- Mare
HuLk

AVENGERS BY-LAWS
Section One: Policy & Operations

Iron Man

Ant-Man

A. All Avengers shall, at all times, endeavor to

adhere to the principles of the Avengers

Charter and follow the rules and regulations of

these by-laws.

1. The by-laws may be amended, when

deemed necessary, by the active
members of the Avengers. Amendments
may be proposed by any active Avenger.
Amendments shall become a binding part of
these by-laws upon approval by
two-thirds of the active membership.

B. No Avenger shall be required to surrender
knowledge of his or her civilian identity or
personal affairs to the membership at large or
the National Security Council.

C. Avengers shall be entitled to special priority
government security clearance, as

administered and approved by the National
Security Council.

D. The Avengers shall be led by a duly elected
Chairman or Chairwoman. It shall be the duty of
this leader to coordinate all Avenger activities,
whether business or tactical in nature.
1. The position of Chairman/woman shall be
open to any active member who has
passed his/her probationary period (See
Section Two, Memberships).

2. The Chairman/woman shall serve for a term
of 6 months. There shall be no limit to the
number of successive terms a leader may
serve.

3. It shall be the privilege of the
Chairman/woman to determine the format
of meetings and to call special meetings
as he/she sees fit.

4. In the event of the absence, incapacity, or
resignation of the Chairman/woman, an
interim leader shall be chosen bv a

two-thirds vote of the active membership.
Section Two: Membership

A. Recognizing that the membership of the
Avengers may be subject to, and, indeed,
might profit from change, procedures for the
admission of members shall be set forth.

B. Candidates for membership must be legal
adults, possessing at least one skill, power,
ability, or talent which is deemed valuable by a
majority of the active membership.

1. Membership shall not be denied on
account of race, color, creed, sex, or
condition of birth or origin.

2. Candidates for membership must be
nominated by one active member in good
standing at a regular or special meeting.
Election for membership must be held within
one week of nomination and be attended by
a simple majority of active members. A
two-thirds vote is necessary for election to
membership.

3. Newly-elected Avengers shall serve a
probationary period of not less than 30
days. a. During the period of probation, the
National Security Council shall make an
investigation of the new Avenger's public
record in order to determine approval for
full security clearance. b. While on
probation, the new Avenger shall have
limited access to Avengers facilities and
records. c. At the end of probation, the new
Avenger shall assume full active status,
unless objections are raised by any active
member or by the National Security Council.

C. The Avengers shall select new members

whenever the Chairman/woman or two-thirds of

the active membership determines that the

ranks are not at optimal strength, or when there

is a vacancy in the ranks.

1. It shall be the prerogative of the

Chairman/woman to limit the number of
active members.

D. Active Avengers shall be the designation
given to those Avengers who are full-time
members.

1. Active Avengers shall be required to log all
individual cases into the main computer file,
that the entire membership may benefit
from the individual's experience.



2. Active Avengers shall be required to attend all
regular business meetings Members who miss
more then one meeting per month without
submitting an acceptable excuse may face
suspension for a period to be determined by a
consensus of the other active members (see
paragraph G)

3. Active Avengers shall be issued an Avengers
identification card and an emergency signal
device. a Active members shall be required to
answer all emergency calls It unable to
respond, an active member must contact the
Chairman/woman at the earliest opportunity to
explain his/her absence b Active members who
MISS an emergency call without good reason
may be subject to disciplinary action.

4. Active Avengers shall be expected to cooperate
with other law enforcement agencies Although
granted certain legal immunities by the
Avengers priority clearance, no Avenger shall he
considered above the law.

5. Active Avengers shall be paid a stipend of one
thousand dollars ($1,000) per week. Members
may choose not to accept their stipends in which
case the money shall be placed in their
retirement fund. a Active members shall be
entitled to tree medical and life insurance
benefits b Active members shall be provided
with private quarters where they, it so choosing,
may reside. Unlimited meal privileges shall be
provided for live-in members

6. Active Avengers shall be granted unlimited access
to the Avengers Mansion headquarters, vehicles,
computer records files, and any other facilities of
the organization

7. Active Avengers may lake a leave of absence for
any reason simply by notifying the
Chairman/woman of said intent Active Avenger$
may choose to accept status as either a reservist
or an inactive Avenger

8. Active Avengers shall, at ail times, act, a manner
befitting that of a guardian of the public trust

E. Reserve Avengers shell be the designation given
to those Avengers who are part-time members. on
call for special missions or emergency assignments
only.

1. Reserve membership shall he limited to those
members who have fulfilled an active term of
duty of net less than one year. and who wish to
reduce their

connections with the group.

. Reserve Avengers shall not be required to log
their Individual cases, though they shall be
encouraged to do so.

. Reserve Avengers may attend any regular
meeting, but shall be required to allend no more
than one per year.

4. Reserve Avengers shall retain then Avengers
identification card and emergency signal device
a Reserve members may be demoted to
inactive status if they tall to answer three
consecutive emergency calls.

. Reserve Avengers shall be paid a stipend
of one hundred dollars ($100) per month

6. Reserve Avengers shall have limited access
to Avengers Mansion, Ides, equipment, etc

. Reserve Avengers may return to active status at
the discretion of the Chairman/woman, if they so
petition and are accepted by majority vole of the
active members

8. Reserve Avengers shall be given priority over
new candidates in the filling of vacancies in the
active membership.

9. Reserve Avengers may retire to inactive Status
by notifying the Chairman/woman and
surrendering the Avengers identification card
and emergency signal device

10. Reserve Avengers shall not have a vote
in Avengers proceedings.

11. Reserve Avengers Shall have the
authority to call emergency meetings
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F. Inactive Avengers shall be the designation
given to those members who have retired or
resigned from active and reserve duly

1. Any Avenger may resign by simply notifying the
Chairman/woman of his/her intent and
surrendering his/her Avengers identification
card. emergency signal device, and any other
Avengers owned equipment

2. Any active or reserve Avenger who is
incapacitated or who moves from the
organizations normal jurisdiction shall be
granted an honorable discharge and placed on
the inactive roster.

3. Inactive Avengers may be granted limited access
to Avengers equipment and facilities only at the
discrete, of the active members

4. Inactive status shall be considered the
same as an indefinite leave of absence

5. Inactive Avenger, may be reinstated only if there
is a vacancy in the active ranks, and then only if
elected by a two-thirds vote of the active
membership

G. Motions for disciplinary action against any
active or reserve Avenger may be brought by

any other active Avenger

1. In the event of siren an accusation, the
Chairman/woman shall convene a board of
Inquiry, comprising a simple majority of the
active membership (minus the accused, It
he/she is an active member).

2. Disciplinary action shall be limited to suspension,
with the option of further trying the accused
before a tribunal of all active members.

a. Tribunal proceedings shall be conducted in
the manner of a military court-martial

b. Maximum punishment to be brought on the
accused by such a tribunal shall be expulsion
from the Avengers

c. A two-thirds vote shall be necessary to expel a
member from the Avengers.

3. Active and reserve Avengers can be expelled,
with no possibility of re instatement, on the
following grounds.

a. Conviction for any crime above a
misdemeanor.

b. Deliberate betrayal of Avengers classified
Information.

c. Criminal acts of negligence not convicted for,
but witnessed by at least one active member.

Section Three: Meetings

A. The Avengers shall meet regularly, at least once a
week, at a lime and place to be agreed upon by a
simple majority of the active membership.

B. Emergency meetings may be called at any lime,
bur emergency meeting, Shall not be considered a
replacement for a regular meeting.

C. In the event that an Avengers mission is in
progress at the time of a regularly-scheduled
meeting, the meeting will be rescheduled.

D. A simple majority of the active membership shall
be required to make a meeting official.

Section Four: Punishment
of Criminals

A. Avengers shall leave the punishment of
perpetrators of criminal activity to the
appropriate agencies of the law

B. The Avengers shall not abridge an
accused', right to a lair and speedy trial

C. The Avengers shall abide by the decisions of the
law, and will not take upon themselves any aspect
of the punishment process



D. In the event that conventional imprisonment proves
inadequate for a given criminal, the Avengers shall be
allowed to hold said criminal in a manner they see fit,
provided that a full report of said methods of
imprisonment is given to the proper law enforcement
authorities.

Section Five: Affiliations

The Avengers shall maintain open and reciprocal
relations, including joint limited access to computer
data, with the Fantastic Four, Inc and with the
Supreme Headquarters International Espionage
Law Enforcement Division (S.H.I.E.L.D.).

Section Six: Security

The National Security Council shall serve as liaison
between the Avengers and the government of the
United States. The NSC shall have the power to
revoke the Avengers security clearance, individually
at collectively The NSC shall supervise the installation
of all security devices and data centers and shall hold
periodic inspections of said facilities.

Section Seven:
Discorporation

The Avengers organization may be disbanded only by
order of the National Security Council for a breach of
national security, or by unanimous vote of the entire
active membership of the Avengers In the event of
disbanding all Avengers properties and facilities shell
revert to the Mane Stark Foundation and/or Stark
International, with the exception of any security
devices, analysis systems or data which has any
bearing on national security. Said materials and data
shall be immediately turned over to the government of
the United States.
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AVENGERS AND THE GOVERNMENT

The Avengers are the first hero group to receive
official recognition from U.S. Government (and from
international organizations as well). National
governments realized that the Earth could be
threatened by alien races like the Skrulls or despots
with world-wide ambitions The Avengers were
therefore sponsored by the National Security Council
of the U.S. Government and by the United Nations as
well, and this support was written into the Avengers
Charter. This support has been retained and
expanded over the years, but not without difficulty.
Government support for the Avengers includes access
to privileged or classified information, exemption
from certain Federal regulations, and a wide-ranging
elimination of the kind of red tape that usually
accumulates after heroes demolish a
world-threatening menace along with the city block
where said menace had been standing.

Government support does not extend to providing
funds to support Avengers activities. The Avengers
are funded by a self-perpetuating private trust fund,
the Maria Stark Foundation The U.S. government
cannot get n hands on the Avengers pursestrings (in
this respect, this Avengers are better off than some
other government-sponsored groups.

Legal Powers: Avengers can arrest anyone found in
the act of committing a crime and the Avengers can
temporarily confine arrested criminals if the criminal is
too powerful to be confined by normal means. The
Avengers normally turn over to appropriate authorities
all but the most powerful super-villains as soon as
possible.

Avengers have no authority to judge or punish
criminals on their own.

The Avengers have additional legal privileges because
of their security clearance. These privileges can be
limited or suspended by the National Security Council.

Official Contacts: Contacts far the Avengers as a
group fall into four categories.

1. U S (Federal) Government. They include:

A. The President (direct access is limited to
the Avengers Chairman).

B. The National Security Council (advisors to the
President and government liaison to the
Avengers).

C. The Federal Bureau of Investigation
(Investigates most Federal crimes).

2. U.S Military. The following Two are most
important, although the Avengers can be
called upon by any military command that
needs their help.

A. North American Air Defense Command, USAF
(responsible for defense against attack from air
or space)

B. Strategic Air Command, USAF (the country's
major nuclear arsenal; also stores materials
vital to national defense, like concerti resins).

3. Local Governments. The Avengers have an
emergency number that can be used by any state or
local agency that needs their help. The Avengers
have special emergency telephone numbers for the
cities wham they are based.

New York City Police Department
Los Angeles Police Department

Expansion teams like the AEF (Avengers Experimental
Franchise) will also be expected to set up special local
numbers.

4. International Agencies. There are several of these.
United Nations
Supreme Headquarters, International Espionage
Law Enforcement Division, S.H.I.E.L.D. (combats
subversion by super-villains and world-wide
conspiracies like AIM and HYDRA)
Interpol (criminal investigation and
information gathering agency).

Contacts for individual Avengers are listed in the
MARVEL SUPER HEROES Advanced Set or in the
roster section of this book.

Security Clearances and Government Liaisons.
All active and reserve Avengers are issued Priority
Identification Cards, signed by the President and the
Director of the National Security Council. These cards
exempt the Avengers from the restrictions of various
bothersome Federal regulations such as restrictions
on the operation of supersonic aircraft, provide
access to high-security data or installations such as
Project Pegasus or SAC headquarters, and even
allows them to commandeer assistance on an
emergency basis. Provisional or inactive Avengers
carry cards that allow them restricted access to the
most highly-classified data or equipment.

Avengers priority also ensures that government
employees can freely cooperate with the Avengers
without getting in trouble with their own superiors.

The result of all this is that when disaster or major
mayhem threatens, Avengers usually get a lot of
cooperation from the authorities and can get to work
with minimum delay. In such cases, the Avengers
usually take charge, and the locals are relegated to
crowd control until the heroes take care of the
menace. The arrangement has

saved countless lives in the past.

The National Security Council of the U.S.
Government assigns a liaison officer to handle most
official contacts between the Avengers and the
government. The duties of the liaison officer are as
follows:

1. To monitor compliance with security
procedures designed to protect secret data
and equipment.

. To examine a prospective Avenger's fitness to
receive a security clearance, and to assign the
appropriate level of clearance.

. To supervise the installation or removal of
physical security or defense systems at
Avengers' headquarters.

4. To handle the Avengers' requests for information
or assistance from the U.S. Government.

. To handle any official paperwork that the
Avengers want to avoid doing, since none of the
Avengers has a bureaucratic personality.

N
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The first government liaison officer was Henry Peter
Gyrich. He pursued the goal of tight security with
by-the-book zeal, and was eventually transferred at
his own request and replaced by Raymond Sikorsky,
who has been far more helpful and understanding
than Gyrich. However, Sikorsky is Gyrich's
subordinate, and Gyrich can overrule Sikorsky's,
decisions.

Henry Peter Gyrich
F A S E R I P

Gd Gd Ty Ty Gd Gd Ty
Health: 32 Karma: 30
Resources: Am Popularity: 10

The hardheaded Gyrich is known as "Bad News Pete"
even among his own colleagues. He demanded the
submission of frequent reports and paperwork,
dictated the Avengers roster, frequently made
unreasonable restrictions and demands, and at one
point tried to have the Avengers branded as threats
to national security. He was completely unawed by
super heroes to the point of reckless courage; he
attempted to capture the powerful mutant Rogue with
a weapon that had never been tested.

Raymond Sikorsky
F A S E R I P

Ty Ty Ty Ty Gd Gd Ty
Health: 24 Karma: 26
Resources: Am Popularity: 20



Sikorsky is portly, balding, middle-aged, and
temperamentally the opposite of Gyrich. He sees
his job as making sure that any reasonable request
by the Avengers is granted. He seems a little
intimidated by the Avengers, and is always a little
nervous. His non-confrontational style has been far
more helpful than Gyrich's abrasive regime

Security Clearances and Classified Data.
The following various levels of security clearance are
listed from highest clearance to lowest

Magic

Top Secret, Ultra
Ultra-Secret

Top Secret
Secret, Restricted
Secret

For Eyes Only
Confidential
Sensitive

Inactive Avengers do not have access to classified
data. Probationary and Reserve Avengers are limited
to "Secret"-level data or below Active Avengers are
assigned a maximum "routine" clearance, usually Top
Secret, and information in higher categories usually
requires that the character make a successful
Popularity FEAT to obtain it. The intensity of the
FEAT is set by the Judge.

The classification system only applies to
government held data. All Avengers and ex-
Avengers have free access to records of Avengers
cases or to files shared with the Fantastic Four.

Security clearances for an expansion team like the
AEF are discussed in the adventure section.

Security Restrictions. At present, Avengers
priority is restricted as a result of the Vision's recent
attempt to seize control of the world. The Avengers
no longer have direct access to high-security data in
government computer systems (Ultra Secret or
higher classification) and they can no longer base
Quintets at their New York headquarters. It is
unknown how long these restrictions will be in effect

Dirty Secrets. Despite the fact that relations
between the U.S. Government and the Avengers are
fairly good, each sometimes withholds information
from the other. For example, the government has
concealed from the Avengers the official support
behind the Sentinel program and the existence of
Project Wideawake, the government's mutant
investigation program. The government has also set
up two programs to create operatives willing to
undertake dirty jobs that the

Avengers would never touch - Protect Rebirth, which
created the insane super-soldier Nuke, and Freedom
Force, formerly the New Brotherhood of Evil Mutants
(from the government's standpoint, Freedom Force is
a desirable development because government control
over it is far greater than over the Avengers). On
their part, the Avengers have withheld what they
know about the X-Men and Professor Xavier's School
for Gifted Youngsters (information presumably
provided by the Beast), to avoid fanning the flames of
anti-mutant prejudice.




AVENGERS' HEADQUARTERS

A hero group needs a secure headquarters, with
enough hardware to enable the group to meet its
responsibilities No one understands this better than
the Avengers. For the Earth's Mightiest Heroes, only
the very best will do.

An Avengers headquarters is always a Deluxe
Installation, with certain standard features. Currently,
there are two such headquarters, in New York and
California.. An Avengers expansion team, like the one
in the Avengers Franchised adventure, will be less
lavishly equipped but will have the opportunity to
expand their facilities as they prove themselves
worthy to be called Avengers.

Funding for Avengers headquarters, as for all
Avengers activities, comes from the Maria Stark
Foundation. This is an independent trust fund of
Remarkable resource rank, kept totally separate from
Tony Stark's business ventures. For expansion teams,
funding will be limited until they prove themselves to
be more experienced members.

Avengers Mansion

The holding at 890 Fifth Avenue in New York has
become world-famous as the home of the Avengers.
It was originally built in 1932 by industrialist Howard
Anthony Stark as his Manhattan home. The mansion
reflects the most advanced architectural techniques of
the time, including reinforced concrete construction.
In addition to the three-story, residential building,
Howard Stark built a deep basement used for private
weapons testing. The basement areas were later
expanded by the Avengers to serve as the main areas
of their headquarters.
When the Avengers were organized, Tony Stark

(Iron Man) donated the mansion to the Avengers

for their permanent use. Iron Man and Thor moved
the mansion back from the street to allow greater

expansion of the underground areas.

Mansion Grounds

The grounds are surrounded by a 12-foot high
steel reinforced concrete wall of Monstrous
strength material. The lawn includes various sensor
systems, but is not otherwise unusual (sea Security
Systems).

A three car garage, located on the grounds. The
entire floor of the garage is also a hydraulic elevator
(load Capacity 160 tons) that connects with all
underground levels. Since the Avengers' primary
vehicle is the Quintet, the garage is seldom used for
parking.

Ground Floor
This floor includes the library, a conference room,
dining hall, kitchen, panty, and Edwin

Jarvis' quarters. The grand staircase connects with the
second floor. There are two elevators, the larger "A"
elevator, connects all levels of the mansion, while the
smaller, "B" elevator connects with only the first two
underground levels.

The walls, floor, and ceiling are built of Remarkable
strength reinforced concrete. The windows and doors
are of Excellent strength material. The ground floor is
a low-security area, but the elevators can be sealed
to prevent access to the underground levels.

Second Floor

This is the residence for Avengers who want to live
at the mansion and is also used by guests such as the
Fantastic Four. Presently, Hercules and the Black
Knight are the only Avengers who have quarters here.
This floor includes eight bedrooms, a den/study, and
private quarters for Tony Stark (an apartment, office,
and workshop). A staircase in Stark's workshop
connects with the third floor

The walls and floor are of Remarkable strength
reinforced concrete. The windows and doors are of
Excellent strength material.

Third Floor

This floor is a hangar and service area for the
Quinjets. When fully operational, this floor had a
folding wall (to allow take-oft and landing), an
aircraft carrier style take off and landing system
(including catapult, arresting wire, and net barrier),
parts storage, fuel storage, a communications room,
and three Quinjets. When the Avengers were forced
to move their Quintets to Hydrobase, this floor
became unused. The landing and takeoff facilities are
still in place, however, and at least one unauthorized
landing has occurred.

The walls, floor, and ceiling are of Incredible
strength reinforced concrete. Doors are of Remarkable
strength material. The fold-down wall section is
decorated with false windows to match the mansion
fagade.

Basement

This level contains the danger room, gymnasium,
medical facilities, laboratory, pool, arcade, and
recreational facilities. The walls floor, and ceiling are
of Incredible strength material, except for the danger
room (the main training facility), which has walls,
floor, and ceiling of Amazing strength material. In
addition to its usual features, the medical facility
includes an airlock where particularly dangerous
specimens can be isolated.

Sub-Basement One

This is the maximum-security level of Avengers
Mansion, containing the most critical facilities. This
level is the heart of the Avengers headquarters.

This level contains the Avengers assembly room
with its famous round table, a computer system with
back-up memory bank, two generators and a
back-up system of storage batteries, a workshop,
and a water cistern

The walls, floor, and ceiling are of Amazing strength
material, except for those of the assembly room,
which are of Monstrous strength material. Doors have
the same strength material as the walls. To enter the
assembly room, one must pass two doors, one of
Amazing material, and one of Monstrous material.

The computer systems and data files of the New
York and California headquarters are constantly
linked and share all information. The computers and
files of the two main headquarters are also linked
with the computers of Hydrobase and those used by
any experimental teams like the AEF (Hydrobase and
AEF data files are limited by their lower-level security
clearance).

Sub-Basement Two

This level includes the shuttle system used for travel
to and from Hydrobase, the test chamber for Howard
Stark's robot, Arsenal (later used to hold the Vision's
world computer control system, now dismantled), and
extensive storage facilities for equipment and supplies.
A vacuum pump system to prevent flooding in case of
catastrophe is installed

Two vehicles are stored here; the borer used to
excavate the shuttle tunnel, and a crawler used to
service and repair the tunnel (see the Avengers
Equipment section for stars on these vehicles).


Stephen C. Jolly
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AVENGERS MANSION

OLD
STARK
ARSENAL

LEVEL

The Avengers Mansion is an eclectic, three-

story building. The original structure on the site,

built in 1932 by Howard Stark, utilized the then-
unusual steel-reinforced concrels lechnique.
The additions have been carefully wedded to
this to provide the most fiexdble use of existing
equipment support. The below-ground addit-
ions have been carried out in relafive secrecy.
The Mansion has been extensively remodeled
several times, including being moved 35 feet
back from the Fifth Avenue property line
(to alow for a new hydraulic elevator system,
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THIRD FLOOR

The top floor of Avengers Mansion had long been
the hangar and landing runway of the Avengers
supersonic Quinjets (see Avengers Quinjet). Employing
the principles of a naval aircraft carrier landing deck,
the third floor uses a wire (which catches the arresting
hook of a Quinjet) and a series of pistol-coupled
pulleys which gradually decelerate the craft over a
30-foot distance. The third floor also contained
computerized navigation aid, radar and
communications. The hangar had storage room for four
Quinjets; three on storage dollies, and one in launch
position. With the recent rescinding of launch privileges
within city limits, the third floor hangar has been in
disuse. All of the Quinjets have been moved offshore to
Hydrobase (see Hydrobase). Various members have
suggested converting the facilities to other uses, but as
yet what to do with the vacant hangar has not been
decided.

SECOND FLOOR

Private quarters for any Avenger who requests
them comprise the entire second floor of the mansion.
Unlike the third floor which was completely gutted to
make room for the hangar facility, the second floor
closely resembled the original floorplan and
architecture designed and constructed by Howard
Stark. While many members of the Avengers maintain
residences outside the mansion, many members over
the years have lived at the mansion full-time during
their term of active membership. When space was
available, a member such as the Wasp, who had a
residence elsewhere, could use one of the bedrooms
as a Manhattan apartment. Only one time in Avengers
history were all eight bedrooms occupied. Usually, at
least hall of the rooms remain vacant. Since the
Avengers inception, there has always been at least
one Avenger living full time at the mansion. The
following Avengers are the only ones never to have
resided at Avengers Mansion: Iron Man, Hulk, Black
Widow, Moondragon, Hellcat, Ms. Marvel, Falcon, and
Captain Marvel. Anthony Stark's quarters, used
infrequently by the Avengers benefactor and never as
his alter ego Iron Man, are still reserved for Stark's
exclusive use.

GROUNDS AND
MAIN FLOOR

Avengers Mansion is surrounded on three sides by a
twelve-foot high concrete and reinforced steel wall, with
a steel fence down Fifth Avenue. The yard, doors, and
windows all have numerous surveillance systems to
ascertain the identities of all visitors and detainment
devices to intercept unauthorized personnel. Visitors
seeking entrance to the mansion are screened at the
front gate. The garden and patio in the backyard have
sufficient foliage to afford Avengers a fair degree of
outdoor privacy. The main floor of the mansion contains
no materials vital to the Avengers security or functions
and thus is occasionally opened to the public for press
conferences and social functions. The Avengers' only
dining facilities are on the main floor, as is the private
library. The Avengers butler Edwin Jarvis in the only
person quartered on this floor.
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Recreational, training, and medical facilities comprise
the first Sub-surface level of Avengers Mansion. A fully
equipped gymnasium, an Olympic size pool, sauna, and
steambath are available to the membership, as is a
game room featuring a billiards table, pinball machines,
and video arcade games. The Combat Simulation Room
is a heavily reinforced area, in which various robotic
devices simulating humanoid and mechanical attacks
can be engaged for training purposes. The Combat
Room is monitored and programmed by the mansion's
main computer system. Also on this level are
emergency medical facilities once used by Dr. Donald
Blake and Dr. Henry Pym. There is also a cryogenic
storage area in which certain individuals (members or
adversaries) suffering from degenerative ailments can
he placed in suspended animation.

SUB-BASEMENT
LEVEL ONE

Sub Basement Level One contains the Avengers high
security Assembly Room where all operational meetings
are held. The Assembly Room is the most secure place
in the entire headquarters complex due to its massive
reinforcements and vault like entrance passageway. The
first sub-basement houses the Avengers computer
system which contains all of their crime / forensic files,
operational records and world security data.

Until recently when the Avengers governmental
security clearances were revoked, the Avengers
computers had limited access to the national security
data of the Pentagon's computer system, as well as a
direct common database with SHIELD. Now the only
outside agency with which the Avengers routinely trade
information is the Fantastic Four, Inc. The mansion's
power supply, a thermoelectric generator, along with its
attendant back-up systems, are also housed on this
floor, as is the Robotics / Electronics Fabrication Area
once used by Dr Henry Pym and Anthony Stark. This
area is currently used by Dane Whitman (the Black
Knight).

SUB-BASEMENT
LEVEL TWO

Until recently, Sub-Basement Level Two had been
primarily used for storage. Howard Stark built it for
private weapons testing and storage, and constructed
the robot named Arsenal there that would later menace
the Avengers. The Avengers have a submarine pen
with it's own waterway to the East River, but with the
adoption of the Quinjets as the major means of transit,
the submarine system fell into disuse. In recent
months, the submarine pan and waterway has been
refurbished to create the UGABS (Underground Airbase
Shuttle) system, a secret means of rapid transit to the
Hydrobase nine miles off the coast of New York. The
shuttle is easily accessible from the Assembly Room
above, as wall as other parts of the Mansion.



Avengers' Compound

The West Coast Avengers headquarters is located at
1800 Palos Verdes Drive, south of Los Angeles
California. The 15-acre estate was built in 1921 for
movie stair Sylvia Powell. Attar her death, the mansion
was vacant for 15 years-probably no one wanted to
pay the cost of owning and maintaining such a
residence. However, money is no object to the Maria
Stark Foundation, and the Powell estate was an ideal
location for the West Coast Avengers.

The Powell estate required more extensive
modifications than Howard Stark's Manhattan
mansion, and the work was performed by technicians
personally chosen by Tony Stark. As with the New
York headquarters, the Avengers Pacific compound
has most important facilities underground, while the
above-ground buildings are lavishly-furnished living
graders.

Compound Grounds

The grounds are surrounded by a normal
fence. The lawn is quite large, and a large part
of it is used as an outdoor training area. The
rest of the lawn includes various sensor
systems (see Security Systems).

Five bungalows are scattered across the grounds,
each given a measure of privacy by surrounding
trees. A garage and a hangar are located in separate
buildings on the grounds. A tennis court is part of
the grounds.

The cliff on the seaward side slopes sharply to a
private beach at the bottom, which is reached by
wooden stairs.

Garage

This is an eight-car facility, with an elevator that
connects to an automated repair shop underground.
A tunnel connects the auto repair shop with the
underground hangar.

Hangar

This is a two-level facility, with an attached outdoor
helipad for helicopters or Vertical Take Off and
Landing (VTOL) aircraft. The two levels of the hangar
are connected by elevators, one for people, one for
aircraft. Three skymobiles are stored in the upper
level.

The lower level has room for four Quinjets (three
in maintenance bays, one on the catapult). This level
also includes a hangar maintenance bay, two
firefighting robots in separate bays, and an aircraft
carrier-style take-off and landing system with
catapult. The hangar door folds upward and is
camouflaged to look like part of the cliffside.

Bungalows

When built, these were servant's quarters. They
have been completely remodeled as living quarters for
Avengers members. Wonder Man, Tigra, Iron Man,
and Henry Pym have individual bungalows. There is
one vacant bungalow for guests.

Main House, Ground Floor

This floor includes a living room and lower library
in the west wing. The main entrance, two galleries,
the main staircase, the kitchen, two elevators, and
two servant's quarters are in the central part of the
house. The east wing holds a formal dining room and
a ballroom (also used for press conferences). The sun
deck and Olympic-size pool are behind the house.

The walls, floor, and ceiling are built of Remarkable
strength material. The windows and doors are of
Excellent strength material. The ground floor is a
low-security area, but the elevators can be sealed to
prevent access to the underground sub-basement
levels.

Second Floor

The west wing contains an office/study and the
upper level of the library. The central section of the
house includes two lounge areas, the upper part of
the main staircase, and balconies that overlook the
ground floor. The east wing contains the master
bedroom (used by Hawkeye and Mockingbird) and a
recreation room

The walls and floor are of Remarkable strength
material. The windows and doors are of Excellent
strength material. The roof and ceiling are Incredible
strength material.

Basement

This level contains a workshop, storage, laundry,
water heater, fuel storage, household computer, and
back-up generator. In addition to the elevators, a
staircase connects the basement with the kitchen
above. Like the house above, the basement contains
no vital functions and is a relatively low-security
level.

Sub-Basement One

This level is primarily devoted to medical facilities,
which are more elaborate than the counterpart
facilities in the East Coast mansion. The level includes
an operating room, surgical preparation/scrub room,
a biochemistry laboratory, and a medical staging
room. The entrances to these medical facilities are all
airlocks, to maintain sterility and isolate any
experimental mishaps.

Remaining facilities include a communication
room, storage, a combined kitchen/pantry, a
hospital recovery room, and a life support chamber
that incorporates cryogenic technology for patients
in critical

13

condition. The comprehensiveness of the medical
facilities is a grim testimonial to the risks of a
hero's career.

The walls, floor, and ceiling are of Amazing
strength material. Doors are Incredible material,
except for airlock doors, which are Amazing material.

Sub-Basement Two

This is the maximum-security area of Avengers'
Compound, containing the most critical facilities.

The assembly room, main computer, data files,
and power generator are the equal of their
counterparts in the East Coast mansion, with
complete backup installations in case of equipment
failure.

The walls, floor, and ceiling are of Amazing
strength material, except for those of the assembly
room, which are of Monstrous strength material.
Doors have the same strength material as the walls.

The computer systems and data files of the New
York and California headquarters are constantly
linked and share all information. The computers and
files of the two main headquarters are also linked
with the computers of Hydrobase, and those used by
any experimental teams like the AEF.

The main differences between the New York and
California headquarters are that the California
compound has no danger room (the Avengers practice
on the lawn) and that the California team can base
their Quintets on site because the compound is more
isolated than the Manhattan mansion.



AVENGERS COMPOUND

The Avengers Compound is a 15 acre estate located on the Pacific coastline south of
Las Angeles at 1800 Palos Verdes Drive. It is the headquarters of the West Coast| FRONT VIEW
Avengers. Built in 1921 as a home for the silent movie star Sylvia Powell, the estate
remained unoccupied since the actress's death in 1969 until it was purchased by the
Avengers as a base for their second team. Based on designs created by Anthony
Stark for the East Coast Avengers Mansion and for his former facilities at Stark
International, the Compound's planning and construction was supervised by Dr.
William Barrett Foster, an engineer formerly of Stark International's Los Angeles
plant. A special freelance construction crew handpicked by Foster was contracted to
do the building renovations. The mountainside beneath the main building was
excavated to facilitate the installation of two levels about fifty feet beneath the
mansion's basement. It is on these levels where the high security functions of the
West Coast Avengers are conducted. A garage and hangar facility for the supersonic
Quinjets was built on the site of a private four-hole golf course. The actual hangar
facilities are underground, and are accessible through a camouflaged area of
cliffside. The servants bungalows of the original estate were remodeled to become BACK VIEW
quarters for all members in residence. The estate includes about 250 feet of private
beachfront. The Avengers Compound has a permanent staff of five, including a
butler, maid, cook, groundskeeper, and mechanic. The financing and maintenance of
the Compound is made possible through the Maria Stark Trust Fund and several
private grams
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MAIN FLOOR

The Main Floor of the neo-Mediterranean styled villa
retains most of it's original functions and furnishings.
Although there are numerous surveillance and
detainment devices to intercept unauthorized
personnel, this floor is relatively low security. Public
functions of the Avengers, such as press conferences,
are held in the east wing main ballroom, as is formal
dining. Informal meetings are held in the west wing
living room area. The library, which encompasses part
of the second floor, has the capacity for 20,000 books.
The kitchen and maid's and cook's quarters are also on
this floor. On the same level as the Main Floor is the
patio, sundeck, and Olympic size swimming pool.

- TO BUNGALOWS

MAIN
GATE
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TERRACE
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The Second Floor of the main building contains the | LIVING nmw
. L . . | —
office / study where administrative affairs of the | ROOM B ° GALLERY - ELEVATOR
Avengers are  conducted and  non-classified | - c E . D]< m‘?
organizational material is stored. This room is primarily i ‘ B * - ELEVATORS
used by the West Coast Avengers' chairman, Hawkeye. 1 . (=] KITCHEN
Also on this floor is the master bedroom shared by = |
Hawkeye and his wife Mockingbird. In the west wing is ‘ o g &5 N SERVANTS
the indoor recreation room and lounge where a billiards ' G m‘f‘; QUARTERS
table, pinball machines, video arcades, and a wall-sized | LIBRARY —] 2 [) PATIO mﬁm
television screen are kept for the use of members and | = ROQOM
their guests. The second floor of the library contains ' AN
fiction and recreational material, while the main floor of ! A OLYMPIC BALLROOM
the library contains reference books. Second floor ‘ [ SIZE
interior balconies overlook the front hall and both wings ! GALLERY POOL GALLERY
BASEMENT M y  —
The Basement of the main building contains the ;
conventional support facilities for the above ground
levels, including the heating system, the power S

generators, and the house computer. It is a low
security area.

SUB-BASEMENT
LEVEL ONE

The two Sub-levels of the Avengers Compound are
the high-security areas of the headquarters. On Level
One is the private hospital and biological and chemical
research facilities. As yet the Avengers employ no on-
staff physician. Staff scientist Dr. Henry Pym makes use
of the laboratory facilities.

SUB-BASEMENT
LEVEL TWO

Level Two houses the high security Assembly room
where all operational and strategic meetings are held.
The main computer is located here, containing the
same crime forensic files, operational records, and
world security data as its twin in the East Coast
Avengers Mansion. The computers are constantly on
line with one another, sharing all data. Like the East
Coast Avengers, the West Coast Avengers have limited
access to the national security data of the Pentagon
and SHIELD. Both East and West Coast Avengers
routinely trade information with the Fantastic Four Inc.
The power generators for the two Sub-Basement levels
are located here.
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HANGAR

The Hangar Garage facility 1s separated
from the Main Building of the Compound by
about one hundred feet. Above ground is
an eight car garage and a hangar facility for

ABOVE GROUND
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LANDING PAD —T™
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1
visiting helicopters and other VTOL or
ELEVATOR TO E;g';:?iagﬁ hovercraft type vehicles. Hawkeye's Sky-
mobile 1s stored here (see Hawkeye's Sky-

."

SERVICE AREA
HANGAR mobile). There i1s no runway for the landing
of conventional aircraft. Beneath the garage
1s the automobile service area. Beneath the
upper hangar 1s the main quinjet launch,
landing, storage. and maintenance facility.
There is room for four quinjets, three in the
maintenance bays. one on the catapult
launcher. The entrance to the underground
hangar i1s disguised as part of the cliffside
B and can be opened remotely by each quin-
PERSONNEL jet. The Hangar Garage facility and all
e ELEVATOR  FiRgrIGHTING West Coast Avengers vehicles are serviced
CLEVATOR. “Uama‘us' by resident mechanic Jorge Latham, a
DEFLECTOR friend of Hawkeye's. formerly of Cross

Technological Enterprises.
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Security Systems

The two main Avengers HQs are as well-protected as
any two buildings on Earth. However, by definition,
any opponent who would attack an Avengers
headquarters is a world-class threat, dangerous
beyond the capacity of any security system (assuming,
of course that the attacker is not a complete idiot with
no idea of what he is getting himself into; see Fabian
Stankowicz in the roster section). Avengers HQs have
been assaulted by aliens, monsters, despots,
super-villains, angry crowds, idiots (see above), and
Dracula's mesmerized horde of cultists, winos, and
vermin (human and animal types), among others.

Avengers security systems are always non-lethal,
designed to capture and immobilize the threat with a
minimum degree of injury. They are sophisticated
enough to avoid attacking non-superhuman NPCs who
pose no threat to the Avengers and are not attempting
to violate security, although the presence of innocent
NPCs will always be noted if they run afoul of a
security sensor). All security and defense systems are
tied into the Avengers main computer system and can
be overridden by the Avenger on monitor duty. If
events require that all Avengers leave the HQ, Edwin
Jarvis (in New York) or Henry Pym (in Los Angeles) will
man the monitor. Expansion teams like the AEF will
have to make their own arrangements. Under normal
circumstances, the monitor must always be manned
(you never know when the President might call).

Security Package, Outdoors

(Incredible cost, covers five areas each)
This consists of sensors buried in lawns, hedges,
trees, and fences to ensure full coverage of all
outside grounds. These sensors provide full-body
scan of an intruder. Threats automatically activate
the defense system and sound an alert at the
monitor. Threats are categorized with the following
priorities:

Identified enemies of the Avengers (this
category includes anyone actually in combat
with an Avenger or vandalizing Avengers
property whether or not the threat is previously
identified).

Identified enemies of friendly contacts.

* Wanted criminals and fugitives from the

law.

Any dead possessing superhuman powers,
including beings with battlesuits or other high-
tech weapons.

Any armed being, including armed robots

Any energy source, radiation source, toxin,
gas, corrosive, or hazardous chemical of
Amazing rank or intensity.

Natural disasters

The presence of non threatening intruders sounds
an alert at the monitor but does not activate the
defense system.

Defense Package, Outdoors

(Incredible cost, covers five areas each).
These are activated by the security package and are
linked to the sensors. This package also includes a
television camera system linked with the Avengers
monitor. The defense response is listed by priorities,
from most serious to least serious. The system starts
from the bottom of the list, allowing for escalation of
response. A successful red FEAT roll (Incredible
intensity) allows two responses per round, otherwise
one occurs). An Avenger on monitor duty can
override the priority list selecting a higher degree of
response.

1. Headquarters-wide alert, summoning all
Avengers for immediate action.

2. Automated stunnulators (Range, 5 areas;
intensity Excellent; aimed with Excellent
Agility and Marksman talent; effects all in
target area).

3. Pop-up detention tentacles (Range, 5
areas; Incredible strength material;
grappling attack with Incredible Strength).

4. Pop-up canister launcher, detention net in
canister (Launcher range, 5 areas; net
covers 1 area; Launcher aims with
Excellent Agility and Marksman talent;
Remarkable strength material net).

5. Chemical-neutralizing or fire extinguishing
foam (covers 5 areas; Remarkable
intensity).

Low Security Package, Indoors

(Excellent cost; covers one door, window, or area,
requires no space). This includes a burglar alarm and
a mechanical lock. An alert sounds at the monitor
and the monitor can display a map of the mansion
showing the affected alarm. This is used in all
low-security areas and in living quarters.

Medium Security Package, Indoors

(Remarkable cost; covers one room). This has all
the capabilities of the low-security package plus
television scan of room, auto-locks on all windows
and exits. Locks can be opened by Avengers ID card
or by Avengers voice-print (for quick response). This
package can activate the defense system. This
system is used in the Avengers Mansion basement
(except for the medical facilities), Avengers
Compound basement, garages, hangar, all Quinjets,
and all elevators.
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High-Security Package, Indoors

(Incredible cost; covers one room) This
combines the capabilities of the previous two
packages and adds constant auto lock on all
exits until opened, full-room scans for unauthorized
listening devices, full-body scans of all in the room,
auto-scans for presence of infection, gas, toxins, or
radiation, with auto-sealed environment to prevent
entry or spread of contamination, and pressure-
sensitive sensors in floor, ceiling, and walls.
This package is used in all sub-basements, exterior
doors and roof entrances, and in all medical
facilities.

All indoor security packages use the same threat
priorities as the outdoor security package.

Defense Package, Indoors
(Incredible cost). This is not as complex as the
outdoor package. It consists of automated
stunnulators in all medium and high-security
rooms. The Avengers do not use entanglers, nets,
gas traps, or other devices that might hinder their
ability to deal with a foe directly. Any foe who
penetrates a medium- or high-security area will
confront the Avengers themselves.

Interior stunnulators (Range 2 areas: Amazing

Intensity; aimed with Remarkable Agility and

Marksman talent; affects all in target area).

Fire Protection

The Avengers use multiple packages of varying
intensities: Excellent in low-security rooms,
Remarkable in medium-security rooms, Amazing in
high security rooms and in hangar facilities. Each
package can cover up to 10 rooms.

Imprisonment Facilities

(Remarkable cost). The Avengers have a detention
facility that uses Incredible strength material physical
restraints and Excellent inhibitor devices. They can
get a cell or other device of Class 1000 strength
material by having Tony Stark build something made
of True Adamantium. As a general rule, it is
inconvenient for the Avengers to imprison someone
for an extended period; they will do so only if they
have no other choice or if asked to do so by the
proper legal authorities.



THE AVENGERS QUINJET

The Quinjet is the Avengers' primary means of
transportation, and the current design has
served them well for many years. Each team
operates four Quinjets, of which at least three
are always in air-worthy condition. One of these
is kept fueled and ready for immediate takeoff.
The East Coast Avengers Quinjet facility is
Hydrobase, 9 miles from the coast. The West
Coast Avengers operate their Quinjets directly
from the Avengers Compound.

The Basics. A Quintet has the following

characteristics
Control Speed Body Protection
Rm Shy Ex Gd

The Avengers also maintain a Quinjet capable of
making lunar round-trip, but this craft is seldom used.
The characteristics of the Lunar Quinjet are increased
by +1 CS in all categories.

The Quinjet carries a crew of two and up to five
additional passengers.

The Quintet has a maximum range of 11,000
miles and a normal range of 9,000 miles. The
Avengers' security clearances entitle them to
refueling and landing rights at it's airbases abroad,
as well as over-flight privileges from most UN
countries. As a result, there are few places in the
world beyond the reach of a Quinjet.

VTOL Capabilities. Although a Quinjet normally is
launched from a catapult or takes off from a normal
runway, it is also capable of Vertical Take Off and
Landing, by directing engine thrust through vertical
deflectors. When taking off in this way, the Quinjet
rises 14 stories on the round it takes off. At that
altitude, the thrust, re-routed for normal flight. This
process is reversed for landing.

VTOL features give the Quinjet several other
capabilities. When VTOL is used, the Quintet can
climb or descend at full speed without the pilot
having to make a Control FEAT roll. A sudden,
controlled vertical jump is also useful for dodging
missiles and other aircraft that cannot do the same
(-2 CS m enemy FEAT rolls). VTOL also allows the
Quinjet to hover.

Electronics. The Quinjet is equipped with the most
advanced radar, navigational aids, and electronic
counter-measure technology available. The Quinjet
uses phased array pulse-doppler digital radar that
spots targets at lower altitude and also provides a +2
CS to the Quintet pilot's Control FEAT rolls when the
Quinjet is flying at unusually low altitudes. The ECM
includes a radar warning detector of Monstrous
accuracy, a radio and tele-guidance jammer of

Monstrous intensity, frequency-hopping radar to
confuse homing missiles (-3 CS to missile Control
FEATSs). If all this fails, an Avenger will probably get
out and pulverize the attacker (they lose too many
Quinjets to super-baddies to afford to have one
blasted by a missile).

The Quinjet's radio can receive all frequencies in
international use, as well as the classified frequencies
used by S.H.1.E.L.D. and other government agencies.
It can also tap into the computers at Avengers
headquarters and gain access to any of the
information. Classified data is protected by a code of
Monstrous complexity, to foil eavesdropping. The
Quinjet's communication gear automatically decodes
data when it is received

Auto-Pilot. The Quinjet has an automatic pilot
capable of flying it with Typical control. It takes 1
round to set or to disengage the auto-pilot. The
auto-pilot is not capable of handling take-off or
landing, and any violent maneuvers are very risky.

Cargo Space. The Quinjet was designed as a
passenger vehicle only, but a limited amount of cargo
(apart from standard gear) can be carried if the
passenger seats are removed, leaving only the crew
seats. Approximately a half ton of cargo can be
carried.

Safety Features. Because you can't be too careful,
the Quinjet has a number of safety features. Back-ups
for the navigation radar, compass, and radio are
standard. To prevent fires, the Quinjet is equipped
with an automated foam-dispensing system that has
Excellent effect against flame. A number of hand-held
extinguishers filled with the same foam are aboard.
The fuel tanks are self-sealing, capable of handling
bullets and shrapnel (Good protection against physical
damage). The fuel tanks also have Excellent
resistance to fire and heat. Protection for passengers
includes the usual seat harness and oxygen mask. If
the canopy is broken (Excellent strength material), a
second canopy slides over it. Cabin pressure is then
automatically restored. Parachutes are carried for the
benefit of any non-superhuman passenger in the
Quinjet - Avengers themselves do not usually use
them. Inflatable life rafts may be carried for crash
landings at sea. The Quinjet carries a comprehensive
first-aid kit.

Avengers tradition requires that if a Quinjet is
disabled and headed for a crash, a pilot stays aboard
to do everything possible to prevent the Quintet from
hitting people on the ground.
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Medium-Security package. To prevent the theft
of a Quintet, the Avengers take strong measures.
The interior of the ship is electronically monitored via
television scan. The canopy and hatch are protected
by automatic locks on the hatch and canopy. Locks
can be opened by Avengers ID card or by Avengers
voiceprint (for quick response).

Temporary Modifications. Although the basic
design of the Quinjet has remained unchanged for a
long time, the Avengers frequently add minor features
for testing purposes, then remove them if they have
little or no value. For example, while the Quinjet hasn't
floated too well lately, in the past the Quinjet has
made at least one water landing, using inflatable
pontoons. Players with Avengers characters should
feel free to experiment with modifications.

A Note on Stealth. Although the East Coast team
currently uses the Quinjet almost exclusively, the
WCA skycycle used by Hawkeye and others does
possess advantages when an Avenger wants to go
undetected. A recent terrorist incident forced
Captain America to use one. If such trends continue,
the skycycle may become more widely used, or a
"stealth Quinjet" may be developed.



EQUIPMENT AND LOCATIONS

Equipment
Bio-Analyzer

This device can detect the presence of
mutants, aliens and shape-changers at a
range of 10 areas. It can be programmed to
track a specific known individual or specific
racial type (such as Kree or dire wraiths)
assuming that biological data on the individual
or race is available. The Avengers loaned this
device to Henry Gyrich when Gyrich tried to
arrest Rogue after her attack on S.H.I.E.L.D.'s
Helicarrier.

Captain America's Van

Control Speed Body Protection
Gd Ex Rm Ex

The Body: These are notable features:

* The entire body, including roof and
underpanel is armored.

« Extra thick frontal armor for ramming
(Remarkable protection).

« Variable power headlights reduce intensity
of smoke, haze, or fog by -4 CS.

« Solid tires have Good protection against physical
damage, and are of Good strength material.

* Hydro-bumper negates impacts of Good
strength or less.

« License plate roller includes business and
private plates, as well as several states.

< Sign roller on the side holds several business
signs, concealed by removable panel.

* Winch behind grill holds 50-foot cable of
Incredible strength material.

* Two-way rear doors can open normally or
be lowered as a ramp for the motorcycle.

* Gas cap has an Excellent strength lock.

The Controls: These are notable features:

« Computerized steering with TV periscope
allows hands-off driving at -1 CS.

« Duplicate controls in glove compartment
allow driving from either seat.

* On board computerized map file for highway and
urban driving. Can be programmed to display a
route or routes or a specific location with
Remarkable ability.

The Interfor: These are notable features:

* Automatic fire-extinguisher system
dispenses Excellent intensity foam.

* Motorcycle can be driven directly out of
inboard mount.

« Kitchen unit includes microwave oven,
pantry, and sink with attached water tank.

« Two first aid kits, one standard, one
automated.

* Automotive tool kit. with spare parts for both

e Primary unit for on board computers is

* Fold-down bunk with air mattress.

van and motorcycle. terminal can be interfaced with the van's computer
system, allowing him to record and analyze the
information forwarded by the Stars and Stripes, the

monitoring network for Captain America s Hotline.

inside one large compartment.

The Hotline Link: Cap's briefcase computer

CAPTAIN AMERICA'S VAN
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Image Inducer

No super hero headquarters should be without this.
The Avengers have built them into all two-way visual
monitors. The Inducer Transmits an image of a hero
in costume, even when he really isn't. This is handy
for those awkward emergency calls (the ones that pull
you from the shower, for example).

Mutant Neutralizer

Forge's prototype mutant neutralizer was borrowed
from the government by the Scarlet Witch who gave
it to Tony Stark for analysis. It is therefore likely that
Stark could build a copy of it and an anti-neutralizer
may not be beyond his capability.

Tunnel Machines

In Sub-Basement Two at Avengers Mansion are two
machines used to maintain the tunnel that connects to
Hydrobase. The Tunnel Borer has the same stats as
listed on page 48 of the Players Book. The Crawler
has the following statistics:

Control Speed Body Protection
Gd Ty Ex Ex

The Crawler has a pair of mechanical arms that can be
fitted with claws or with various excavation scoops;
the arms lift with Incredible Strength. Both machines
can be sealed and survive for 6 hours on an internal
air supply (in the event the machine is caught in a
catastrophic cave-in).

Wrist Communicator

This wristwatch-size radio/TV is worn by all Avengers
on duty. It has an effective range of approximately 20
miles for broadcasting, but can receive at up to
250,000 miles (the distance from the Earth to the
Moon) if the transmitter is powerful enough; this is
effectively one-way communication. The only Avenger
who does not use a communicator is Captain Marvel,
who can be at the destination in person as quickly as
a signal.

Locations of Importance

Trying to compile a comprehensive list of the weird,
interesting, or dangerous places the Avengers have
been over the years would be a brain-bending task.
The following listed places share one
characteristic-they either are or might be continuing
sources of trouble for the Avengers and as such are
excellent settings for game adventures.

Atlantis

This city-state. built on the ruins of the ancient
surface city of the same name, holds the largest
known population of Homo mermaniin the world
Others live in various scattered settlements
throughout the ocean. The Atlanteans lived through
hard times in recent decades, but united behind the
leadership of the Sub-Mariner, the rightful heir to
Atlantis' throne. Namor did not rule well; his half-
human, half-Atlantean nature, as well as his love for
adventure, caused him to neglect his royal duties. The
ruling council eventually judged Namor unfit to rule,
and he abdicated. A civil war broke out in Atlantis,
and when everything was sorted out, the barbarian
tyrant Attuma ruled the kingdom. To discredit Namor
(and lure him to his death), Attuma captured Namor's
lover, a humanoid Plodex named Marrina. Marrina was
becoming increasingly monstrous due to meeting
another Plodex. Attuma's scheme backfired; Namor,
the Avengers, and Alpha Flight combined to free
Marrina. Many of Attuma's subjects deserted to live in
Deluvia, Namor's new kingdom. Attuma can expect to
lose dissident subjects as long as Deluvia exists, and
will eventually have to attack it. When that happens,
Namor may turn to the Avengers for aid.

Deluvia

This undersea kingdom, ruled by the Sub-Mariner and
Marrina (formerly of Alpha Flight), is centered around
Namor's villa in the mid-Atlantic Ocean. The
inhabitants of Deluvia are Atlanteans who fled the
tyrannical rule of Attuma, warlord of Atlantis. The
Deluvians were led to the site by Prince Byrrah and
Lord Vashti during Attuma's battle with Namor, the
Avengers, and Alpha Flight. The heroes freed Marrina
from Attuma's cruel imprisonment and she was
reunited with Namor; the two have recently married.
The exact location of Deluvia has not been revealed,
but from maps showing "Namor's Solitary Place" the
site may be close to 40 degrees W, 30 degrees S,
Atlantis' location is 22 degrees W, 55 degrees N. Both
locations are approximate, the sub-sea races try to
keep their affairs secret from surface-dwellers. If
Attuma learns of Deluvia's existence, it is likely that
the malign monarch would mount an immediate
attack.

Hydrobase

This camouflaged sea going vessel is the aircraft
facility for the East Coast Avengers and the Fantastic
Four. When their exemptions from Federal regulations
were revoked by the FAA, the heroes leased part of
the vessel from its owners, Dr Walter Newell
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(also known as Stingray) and his wife Diane Arliss.
The exact size of Hydrobase is unknown, but since its
longest runway can handle planes the size of jumbo
jets, it must be at least 2 miles long and 1.25 miles
wide. Hydrobase is largely automated and
self-maintaining. Dr Newell has neither the training
nor the time to perform maintenance himself. The
vessel is covered with soil, trees, and sand to make it
look like a small island. Hydrobase has a monitor
system (located beneath the computer center) that
can display any or all parts of the vessel on multiple
screens. The vessel is defended by a variety of
concealed automated weapons of Incredible power
and range, usable against airborne or surface targets.
In addition to the weapons, Hydrobase's defenses
include Dr. Newell himself, using his winged Stingray
armor.

Stingray
F A S E R | P
Gd Rm In In Ex Gd Gd

KNOWN POWERS

Body Armor-Remarkable
Resistances - Heat, Cold, Electricity

(Amazing for all)
Water Breathing
Electro-Sting - Incredible intensity range 1 area
Swimming - Good speed
Gliding - Good

TALENTS: Underwater Combat,
Oceanography, Ocean Life, Engineering

Dr Newell's wife Diane is the sister of the villain
Tiger Shark.

Limbo

This extraspatial dimension is the home base of
Immortus and his servant, the Space Phantom. The
conspiracy that eliminated the divergent Kangs also
operated from here. Actions taken here produce no
divergent realities. All time exists here as a single
moment and the passing of years elsewhere has no
effect here. All time-eras are accessible from here and
most practical time machines send their passengers
through here to avoid accelerated aging. Limbo also
has some connection to the "Limbo" to which the dire
wraiths were banished; travel between the two is
possible. Limbo is a murky, fog shrouded place in
which the lack of landmarks causes one to be quickly
lost. Though largely uninhabited, Limbo is dangerous
because its master, Immortus, has vast power here,
and because he is answerable to no one but himself.



NORAD

The North American Air Defense Command, located at
Cheyenne Mountain, Colorado (coda-named Valhalla),
is responsible for protecting the continent from
nuclear or space- borne attack. NORAD had a direct
communication link with the Avengers, although their
access to NORAD computer data is currently
restricted. The frequency with which this base is
attacked by superhuman beings must cause
nightmares and premature aging among Air Force
generals. The
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Now-deceased Count Nefaria seized the mountain and
tried to blackmail the government with the threat of
nuclear holocaust. The X -Men heroically foiled this
plot at the cost of an X-Man's life. Years later the
X-Men returned and ransacked NORAD themselves,
doing a fine imitation of major sabotage. The X-Men
were actually rescuing an innocent hostage the Air
Force didn't t even know was there. The Air Force's
aggressive belief that 7o one should be allowed to
attack its fortress overwhelmed the X-Men's meager
attempts at explanation ("who'd ever believe a

CLUTAWAT
PROFILE

mutant?” etc ), and the X -Men left looking like
traitors. Before NORAD could catch its breath,
the Vision seized control of its computers, in a
non-violent attempt to impose peace on the
world. The Avengers accepted punitive
government actions arising out of the Vision's
misguided, but well-intentioned, efforts.
NORAD is protected, in a rather ineffectual
fashion (at least compared to the X-Men's
power), by Secbots, defensively oriented
battlesuited soldiers similar to S.H.I.E.L.D.'s
Mandroids.
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Project Pegasus

The Project was originally intended to conduct
research into new energy sources. That vital work still
goes on, but the scientists at the Project also studied
(and in some cases imprisoned within the Compound)
beings with superhuman powers, usually criminals
with energy wielding powers. The use of Project
Pegasus as a prison caused more trouble than anyone
there could have anticipated, and this role has been
abandoned.

Project Pegasus is located in the Catskill Mountains
of upstate New York, and uses both surface and
underground facilities. The surface facilities, not
shown on the map, have recently been destroyed and
are now being rebuilt. These include two geodesic
domes used for supply storage, a multi-storied
administration building with two wings, and two
observatories; one with optical telescopes, the other
with a radio telescope. The underground facilities are
extensive. The central part, the Silo, has eight levels,
with three stories each. The functions of each are
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listed on the map. There are 14 spherical
secondary labs and living quarters, 12 of which
are connected directly with the Silo.

The entire complex is powered by a nuclear
reactor, reactor waste is stored on-site Pegasus'
energy research involves solar energy, cosmic rays,
"cold" fission, magnetism, gravitics, nuclear waste,
geothermal power, and formerly, superhuman bio-
energies. The last two lines of study were the basis
for Avengers involvement. The Project's
"magma-tap," designed to reach deep into the Earth,
accidentally breached the cavern of the formerly
nomadic Lava Men, who attacked the Project in
retaliation and almost destroyed the Project's nuclear
reactor. The Avengers, assisted by Spider-Man,
managed to turn back the attack and convinced the
Lava Men that no harm was intended. During all this,
the Avengers had to battle Moonstone, the Rhino,
Blackout, and Electro, who were then imprisoned at
the Project, but who escaped in the confusion. The
magma-tap has since resumed drilling, in a different
direction.

The second, even more serious incident, involved
Iron Man. The Project had kidnapped Willie Evans Jr.,
a mutant child whose powers had been wreaking
havoc. Willie's father, believing that X-Factor was
responsible for the kidnapping, confronted them.
X-Factor deduced that Willie was at the Project and
decided to free him. At that time, Iron Man was
helping the Project with research into solar energy.

X -Factor was intercepted by Guardsman, the Project's
security chief, and forced into battle. Iron Man want to
Guardsman's aid. Shortly after Iron Man and
Guardsman learned the truth, Willie broke free and
destroyed the Project's surface level, critically injuring
many of the Project's personnel. Iron Man and
X-Factor pursued Willie, trying to help him, but he
fatally injured himself while trying to bring his rampant
powers under control. Shortly thereafter, the Project
ended its research into superhuman powers and its
service as a prison. All superhuman criminals currently
in custody have been transferred to the Vault, and
Guardsman now serves there as well.
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SAC

In the Marvel Universe, the Strategic Air Command
shares control of tile nation's land-based ICBM's with
NORAD (The Air Force's Doomsmith System, designed
to launch missiles automatically in the event that all
command authority was destroyed, was installed at
NORAD, not SAC). SAC presumably has full command
of the strategic bomber force. SAC has a direct
communication link to Avengers headquarters, due to
SAC 's importance to the nation's defense. Certain vital
strategic materials, like adamantium resins, are stored
at the usually-secure SAC headquarters near Omaha,
Nebraska. The now-deceased criminal mastermind
Egghead, blackmailed Yellowjacket (Henry Pym) into
helping him steal those resins, with the intention of
building an invincible robot army. Pym did as
commanded, but also used SAC's communication link
to summon the Avengers. Egghead forced Pym to
battle them, but Pym was defeated and accused of
treason. Egghead was able to exploit this, but when
the crisis was finally resolved, Egghead was dead and
Pym was exonerated.

Titan

Saturn's largest moon (one of 19) was originally
settled by a very small population of Eternals. A much
larger population, which had lived on Uranus, was
rash enough to destroy a Kree Sentry before heading
back to Earth. Kree retaliation decimated the Eternals,
and the survivors settled on Titan. They did not fare
better there. Civil war almost exterminated them. One
woman, Sui-San, still lived when Alars, an exile from
Earth's Eternals, reached Titan. Alars took the name
Mentor, and with Sui-San, he began the rebuilding
and repopulating of Titan. Among the last of Mentor's
many children were Thanos and Starfox. The full,
gruesome life-history of Thanos is in the roster
section, but he left nuclear devastation in his wake
when he departed his homeworld, killing his mother
among thousands of others. At its height, Titan had a
population of 35,000; Thanos did his best to reduce
this figure to zero. Mentor did what he could to defeat
Thanos, and has been rebuilding Titan (for a second
time) ever since. The population of Titan lives deep
within the airless moon, and has used advanced
technology to create an Earthlike environment.
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The environment, and almost everything else, is
maintained by ISSAC, a planetary computer with
Unearthly Reason. ISSAC is willing to answer any
problem put to it, by anyone. When Starfox, Mentor's
adventurous and hedonistic son (also an Avenger),
asked for help in repairing the then-paralyzed Vision,
ISSAC provided it. Being in contact with ISSAC, a
computer mind with far more capacity than his own,
unhinged the Vision, and he concocted his plan to
conquer the world by computer control. Fortunately,
the Vision recognized his error and the Avengers
ended the scheme.
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Transia/Wundagore Mountain

Transia is a mountainous micro-state in the Balkans,
bordered by Bulgaria, Yugoslavia, Romania, and
Transylvania. Although all its neighbors have
Communist governments, the form of Transia's
government is unrevealed. (Throughout history,
similar rugged areas have fiercely opposed submission
to any tyrant). Transia is well noted as the birthplace
of the heroic Scarlet Witch and the until-recently
heroic Quicksilver. Transia is a land of small,
agricultural villages. Most Transians, have a
superstitious fear of Wundagore Mountain, Transia's
highest peak (Does anyone need to guess where in
Transia Wanda and Pietro were born?).

In the 6th century A.D. Morgan Le Fey and her
Darkholders (named after a book of evil magical spells
and formulae written by the Elder Demon Chthon)
tried to bring Chthon to Earth, but imprisoned him
within Wundagore Mountain when he proved too
powerful to control. In the 20th century A.D., the
mountain was purchased by Herbert Wyndham, who
later became the armored High Evolutionary.
Wyndham was attracted by the mountain's uranium
deposits, knowing nothing of its magical history. His
assistant became possessed by the life-force of a
virtuous Darkholder, Magnus, who trained the
Evolutionary's New Men (sentient beings forcibly
evolved from an animal origin) as knights of
Wundagore. The Wundagorian knights were mounted
on Atomic Steeds (one of which the Avenger Black
Knight now rides). On the night of Wanda's and
Pietro's birth, Chthon tried to escape from the
mountain, but was driven back by Magnus, the
knights, end the High Evolutionary (who have all since
left the Earth). On that night, Chthon gave Wanda the
potential for wielding true magic, in preparation for
his next attempt at escape. When the attempt came,
using Modred the Mystic as Chthon's agent and the
Scarlet Witch as Chthon's host body, the demon
failed; the Avengers drove the spirit of Chthon into a
magical doll carved in the likeness of the Scarlet
Witch. The doll was buried in the depths of the
mountain when Wanda caused half of the mountain to
collapse upon it. Though most of its mysteries have
been revealed, Wundagore will remain an ominous
name as long as the deathless Chthon endures.

The Vault

This is a newly-established prison intended to house
only superhuman criminals. The Vault is located within
the Rocky Mountains, and it was established because
normal prisons were not secure enough and because
installations like Project Pegasus were too valuable for
other purposes to be used as prisons. The Avengers
teams, East Coast and West Coast, were the first
prisoners kept here (and very securely, too), on the
basis of perjured testimony. The Second Brotherhood
of Evil Mutants (alias Freedom Force) originally
captured the Avengers, but Spider-Woman, a member
of Freedom Force, helped release them from the
Vault. The Avengers later managed to exonerate
themselves, and were cleared of all charges. Many
true criminals who would have been transferred here
from other prisons, were freed en route by agents of
Baron Zero, and recruited for the fourth Masters of
Evil. The security force at the Vault wears armor that
is similar to the Guardsman armor worn by Iron Man's
friend and associate Michael O'Brian. The armor worn
by the rank-and-file is not as powerful as O'Brian's,
but is identical in appearance.

Guardsman (Michael Charter)
F A S E R | P
Ex Ex Am Am Gd Gd Gd

KNOWN POWERS
Body Armor - Incredible versus physical
attacks, Excellent versus energy attacks
Resistance - Radiation (Monstrous)
Flight - Excellent speed
Repulsors - Incredible Energy beam, range 5 areas
Air Supply - Duration 1 hour
Protected Senses - Vision and Hearing
(Remarkable)

Subordinate Guardsman
F A S E R | P
Ex Ex Rm Rm Ty Ty Ty

KNOWN POWERS

Pistol - This version of the armor has no
repulsors. Instead, these man carry conventional
plasma beam pistols.

Other Powers-The suit has the remaining

24

powers of O'Brian's suit at -1 CS. The cutback was
made so that the armor could be more easily
mass-produced and to minimize the damage caused
if guards got trigger-happy. Functionally, these suits
are similar in power to S.H.1.E.L.D.'s Mandroids.

Limitation - Sonic Immobilizer. A high-frequency
sonic signal, known only to Iron Man, will
immobilize the Guardsman armor for 10 rounds.

The Vault uses airtight cells, sedative gas,
energy-draining fields, and force-fields as restraint
measures, and can effectively imprison beings with
powers of Unearthly rank or less. For an extreme
case, the Vault has a cell built of secondary
adamantium (Shift X material strength due to the
thickness of the walls). Surveillance and security
systems within the Vault are of Remarkable rank.



AVENGERS

ANT-MAN I/GIANT-MAN 1/
GOLIATH I/YELLOWJACKET
I/HENRY PYM

F Gd (10) Health: 50
A Gd (10)
S Gd (10) Karma: 36
E Ex (20)
R Ex (20) Resources: Gd
1 Gd (10)
P Ty (6) Popularity: 30

The ranks listed above apply to Henry Pym since
his retirement. He had different ability ranks at
various points in his adventuring career.

Ant-Man 1

F A S E R | P
Ty Ty Ty Ty Ex Gd Ty
Health: 24 Karma: 36

Powers: Shrinking, Insect Communication and

Control, Flying Ant, Loudspeaker, Resistance to
toxins.

Giant-Man 1

F A S E R | P
Gd Ty Gd Gd Ex Gd Ty
Health: 36 Karma: 36

Powers: Shrinking, Insect Communication and
Control, Growth.

Goliath 1

F A S E R | P
Gd Gd Gd Ex Ex Gd Ty

Health: 50 Karma: 36

Powers: Shrinking, Growth, Protected Vision.

Yellowjacket |

F A S E R | P
Ex Ex Gd Ex Ex Gd Ty

Health: 70 Karma: 36
Powers: Shrinking, Insect Communication and

Control, Protected Vision, Flight, Disruptor Pistol,
Disrupter Sting.

KNOWN POWERS:

Henry Pym has not used superhuman Powers since his
retirement and may no longer have any superpowers
The powers described below are keyed to the heroic
identities used by Pym.

Shrinking (all identities): Pym had shrinking powers of
Incredible rank. As Ant-Man, he used a special gas
that gave him this power; this gas could also be used
to shrink other people and objects. Long-term
exposure to the gas allowed him to shrink at will in his
later identities. Pym retained his normal Strength (for
combat purposes) when reduced in size.

Insect Communication and Control (Ant-Man,
Giant-Man, Yellowjacket): Cybernetic circuitry in his
helmet gave Pym this power. As Ant-Man his power
rank was Remarkable; as Giant-Man his Power rank
was Good, as Yellowjacket his power rank was
Remarkable. Established power stunts included using
insect swarms to attack foes, and using insects to spell
out messages on floors.

Flying Ant (Ant-Man): Ant-Man often rode a flying ant
that flew at Poor speed.

Loudspeaker (Ant-Man, Yellowjacket): This item is built
into Pym's helmet and allowed him to talk at normal
volume when he was reduced in size.

Resistance to Toxins (Ant-Man): Pym's helmet has a
retractable plexiglas facemask. When sealed, the
helmet provides Excellent protection against gases.

Growth (Giant-Man, Goliath): Further development of
the shrinking gas gave Pym Growth powers. Giant-Man
originally had a power rank of Typical, which later
increased to Shift Z. He could easily support his body
at any size, but was limited to Amazing Strength at
maximum height. As Goliath, his power rank was
Monstrous, but his Strength limit at maximum height
was Incredible. Using this power placed great strain on
Pym's body. On several occasions he was "frozen" at a
particular height, or did not have full control of his
power.

Protected Vision (Goliath, Yellowjacket): Pym wore
goggles that gave him Excellent protection.

Flight (Yellowjacket): Pym could fly at Good speed,

using the powered wings on his costume. He could fly
at normal or reduced size.
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Disruptor Pistol (Yellowjacket): The pistol has a range
of 1 area and inflicts Excellent energy damage.

Disruptor Sting (Yellowjacket): These are built into his
gauntlets. They have a range of 1 area and inflict
Remarkable energy damage. The stings replaced the
disrupter pistol.

TALENTS: Henry Pym is a brilliant scientist, skilled in
a variety of fields. He has Chemistry, Biology,
Genetics, Electronics, Physics, and Engineering skill.
His greatest scientific accomplishments were the
discovery of the subatomic "Pym panicle" which
allowed changes in size, and the creation of a robot
with creative, independent intelligence-Ultron.

CONTACTS: Henry Pym is a trusted and valued
friend of the Avengers, and he is now on good terms
with his ex-wife, Janet Van Dyne. Another friend is
Scott Lang, who uses Pym's costume and equipment
as Ant-Man 11.

BACKGROUND: When Pym and his new bride Maria
were on a vacation in her native Hungary, Maria was
murdered by the secret police. Pym was shattered by
his wife's death and suffered a brief mental
breakdown. Upon his return to America he vowed to
use his talents to fight injustice.

The discovery of the "Pym particle" gave him the
means to wage that fight. The first time he used his
shrinking formula on himself he was seized by ants
and barely escaped. After this, he created the identity
of Ant-Man. One of his earliest enemies was the
criminal scientist Egghead, who would bedevil Pym
until his death.

After Janet Van Dyne's father was murdered by an
alien, Pym, impressed by her courage, offered to make
her his partner. She agreed and Pym created the
identity of the Wasp for her. Ant-Man and the Wasp
were two of the founding Avengers.

Feeling overshadowed by the more powerful
Avengers, Pym developed an enlarging gas and
assumed the identity of Giant-Man. However, Pym was
not satisfied with his performance as a hero, and being
a giant was endangering his health. Giant-Man and the
Wasp retired for a time, and when they returned to
the Avengers, Pym tried for a fresh start in the new
identity of Goliath.

As Goliath, Pym faced Ultron for the first time.

He later learned that the insane, murderous robot
was his own creation, and was tormented by guilt.

Pym had continued doing scientific research in his
spare time, but without any major new discoveries.
One day a lab accident caused Pym to have another
temporary mental breakdown and he assumed the
identity of Yellowjacket. As Yellowjacket, Pym

married the Wasp, who recognized Pym in his
new identity.

Pym's emotional instability continued, and he
suffered a third breakdown when Ultron
brainwashed him and created the robot Jocasta
with Pym's help.

The continued frustration of his unsuccessful
research and a court-martial for misconduct as an
Avenger triggered his fourth and most serious
breakdown. Pym built a robot to attack the Avengers,
thinking that he would be acquitted if he defeated it.
The plot was exposed, Pym was expelled from the
Avengers, and the Wasp divorced him.

At this, the lowest point in Pym's life, Egghead,
who had organized the third Masters of Evil,
blackmailed Pym into joining his criminal scheme.
Pym pretended to cooperate, but turned the tables,
secretly building a weapon that would enable him to
fight Egghead. The Avengers came to Pym's rescue,
to discover that Pym had beaten the Masters by
himself. Egghead tried to shoot Pym, and was killed
accidentally by Hawkeye.

Further tragedy occurred in Pym's life when the
robot Ultron-12, which had evolved a personality that
loved Pym and respected him as a "father," was fatally
damaged when it and Wonder Man saved Pym from
death at the hands of the still-insane Ultron-11.

Pym later joined the West Coast Avengers as a
resident scientist, but has permanently retired as an
adventurer. Ironically, all of Pym's former identities
have been used by others at various times. Three of
these are still active, the criminals Goliath and
Yellowjacket, and the hero Ant-Man.
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BEAST

Henry McCoy

F In (40) Health: 130
A In (40)

S Rm (30) Karma: 50

E Ex (20)

R Ex (20) Resources: Ex
1 Gd (10)

P Ex (20) Popularity: 25

KNOWN POWERS:

Modlified Body Parts: Beast's feet are well-developed
and may be used as hands to handle objects or to
attack.

Climbing: Because of his simian stance and
capabilities, Beast can climb with Remarkable ability.

Lightning Speed: The Beast can move at up to 6 areas
per round, accelerating to that speed in a single
round.

TALENTS: The Beast is an expert in Biochemistry.
Genetics, and Electronics. He uses Acrobatics,
Tumbling, and Martial Arts C in combat. The Beast is
fluent in a dozen languages. As an Avenger, the
Beast's scientific talents were rather under-used since
several Avengers were even more skilled in these
areas.

CONTACTS: As an Avenger, the Beast maintained
his contacts with the X-Men. It is presumed that
the Beast was the source for the information the
Avengers have on the X-Men.

BACKGROUND: Hank McCoy joined the Avengers at
a time when they were short-handed following the
marriage of the Scarlet Witch and Vision and the
departure of Mantis and the Swordsman. His career as
an Avenger was long and successful, during which he
had an especially close friendship with Wonder Man.
Never noted for solemnity or respect for authority, the
Beast resented Henry Gyrich's restrictions even more
than the other Avengers did. During his career with
the Avengers, the Beast was in his blue-furred form,
rather than the normal form he now has.



BLACK KNIGHT
(Update)

Dane Whitman

F Rm (30) Health: 70
A Ex (20)

S Gd (10) Karma: 22
E Gd (10)

R Gd (10) Resources: Ex
Ty 6)

P Ty (6) Popularity: 40

KNOWN POWERS:

Unigue Weapon-Ebony Sword': Recently, the Black
Knight has discovered powers in the sword of which
he was previously unaware. The sword can slice
through fields of non-magical energy (such as Kang's
force-field) as well as magical ones. The sword can
also deflect non-magical energy. If held in a particular
way, it can also absorb energy blasts; the Knight can
then "fling" the energy back at the enemy as an
attack of equal rank. All these should be considered
established power stunts except the energy
absorption/returned attack power stunt, which must
be developed normally.

Mystical Boobytrap: If an enemy picks up the Ebony
Sword. or makes a successful Grab attempt, the
sword inflicts Incredible Energy damage each round
that the foul villain is in contact with the blade. The
origin of this effect is unknown, but, probably similar
to "worthiness" enchantments seen in other items,
(like Thor's hammer).

Flying Horses: Earlier in his career, Black Knight used
two mutated winged horses, Aragorn and Valinor;
Aragorn was later used by the Valkyrie, while Valinor
has lost his wings. Both had the following similar
abilities.

F A S E R 1 P
Gd Ex Rm In Ty Gd Ty

Brazier of Truthr. By kindling a flame in this mystic
artifact, Whitman could speak with the spirit of his
ancestor, Sir Percy of Scandia, and ask for advice. Sir
Percy has Incredible resources in knowledge. The
Black Knight had to destroy the brazier to purge
himself of a blood-curse he inherited with the blade,
caused by the killings Sir Percy had done with the
sword.

TALENTS: In addition to his other talents,
Whitman has Physics and Repair/Tinkering skills.

BLACK PANTHER

T'Challa, King of Wakanda

F  Am (50) Health: 140
A In (40)
S Ex (20) Karma: 60
E Rm (30)
R Gd (10) Resources: Am
| Rm (30)
P Ex (20) Popularity: 55

KNOWN POWERS:

Infravision: The Black Panther has Excellent
infravision and can see well even on moonless
nights. However, he cannot see in absolute
darkness.

Tracking: The Black Panther's keenly-honed senses
give him Amazing Tracking ability. Outdoors, he can
follow a trail up to 12 hours after it was made; in a
city environment, the time limit is 6 hours.

TALENTS: In combat the Black Panther uses Martial
Arts A, B, C, and E, as well as Acrobatics and
Tumbling skills. He is also trained in Physics.

CONTACTS: In addition to he Avengers connection,
the Black Panther is a good friend of the Fantastic
Four. As King of Wakanda, the Black Panther has
diplomatic immunity in the United States.

BACKGROUND: T'Challa became king of his native
land when his father was killed by the villain Klaw.
Before assuming the kingship, T'Challa had a lengthy
education in the United States. After passing a ritual
test, he gained the powers of the Black Panther, the
defender of Wakanda. Wakandan culture combines
tradition with high technology, and some of the
Avengers equipment, such as the Quintet, Captain
America's van, and Falcon's wings, are of Wakandan
design.
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BLACK WIDOW

Natasha Romanova

F In (40) Health: 100
A pin (301
S Gd (10) Karma: 70
E Ex (20)
R Go (10) Resources: Gd
| In (40)
P GO! (20) Popularity: 30

KNOWN POWERS:

Weapons - Widow's Bite: The Black Widow wears
bracelets that include a number of weapons and
devices.

* Electro-blaster (Excellent Energy attack,
range 4 areas)

* Gas launcher (fires gas-filled capsules, usually
Excellent intensity tear gas; range 4 areas gas fills 1
area)

* Cable launcher (length 3 areas, Incredible strength
material, includes a grappling hook)

* Two way radio (can be tuned to a classified
S.H.I.E.L.D. frequency)

Wall-Crawling: The gloves and boot-soles of the
Widow's costume are covered with microscopic
suction cups which enable her to wall-crawl with
Remarkable ability.

Weapon - Explosive Belt: The belt is covered with
explosive filled discs that function as grenades. Each
disc explodes for Remarkable damage. This belt was
once a standard part of the Black Widow's costume,
but she seldom wears it now.

TALENTS: The Black Widow is a Weapon Specialist
with her Widow's-Bite (+2 CS when using the
weapons or cable) and also uses Martial Arts A, B,
and E in combat. She also has Detective/Espionage
and Military skills and speaks several languages.

CONTACTS: Tine Black Widow has worked with the
Avengers, S.H.I.E.L.D., and the Champions of Los
Angeles. In the past, she has had romantic
relationships with Hawkeye and Daredevil, and is still
a friend of both.

BACKGROUND: After her test-pilot husband was
reported killed, Natasha became a spy for the Soviet
KGB. Her first assignment in America was to infiltrate
Stark Industries, but she was thwarted by Iron Man.
Eventually, she defected and was granted legal
amnesty. She has served with the Avengers on
occasion.

FALCON

Sam Wilson

F Rm (30) Health: 100
A Rm (30)

S Gd (10) Karma: 40
E Rm (30)

R Gd (10) Resources: Ty
| Gd (10)

P Ty (20) Popularity: 40

KNOWN POWERS:

Flight: The Falcon wears a jet-powered wing-harness
that enables him to fly at Excellent speed. For short
periods (10 rounds maximum), he can fly at
Remarkable speed, but this requires a successful green
Endurance FEAT roll because of the difficulty in
breathing when flying at that speed. The Falcon can
carry up to 200 pounds in flight, or 400 if he makes a
successful Strength FEAT roll. The Falcon can shut
down the wing-jets and glide at Good speed, this
maneuver allows him to blindside unsuspecting
opponents.

Animal Communication and Control, Birds: Falcon uses
this power at Incredible rank when working with
Redwing, and at Excellent rank with all other birds.

Pet. Redwing: Redwing is an extraordinary hunting
falcon with a semi-empathic link to its master.
Redwing's talons inflict Poor Edged Attack damage
Redwing flies at Excellent speed.

F A S E R | P
Gd Ex Pr Rm Fb Rm Ex
Health 64 Karma 52

TALENTS: Falcon uses Martial Arts A and E, as well as

Acrobatics. He has developed Aerial Combat skill (+1
CS to Fighting and Agility in flight).

CONTACTS: The Falcon was a partner of Captain
America for a time. The Black Panther provided Falcon
with his wings.

BACKGROUND: Sam Wilson, a Harlem social worker,
became a pawn of the Red Skull when his airplane
crashed on the Skull's island base. Captain America
rescued Wilson and trained him as an adventurer.
Henry Gyrich drafted Wilson to fill a slot in the
Avengers, but not being a "team player," the Falcon
served only a brief time.

28

GOLIATH 11

Clint Francis Barton

F Gd (10) Health: 60
A Ex (20)
S Gd (10) Karma: 42
E Ex (20)
R Ty (6) Resources: Ex
| Rm (30)
P Ty (6) Popularity: 35

KNOWN POWERS:

Growth: Goliath derived his power from the growth
serum developed by Henry Pym. His power rank was
Unearthly, but his Strength limit at maximum height
was Incredible. If he grew to maximum size in one
round, he had 10 make a successful Endurance FEAT
roll to avoid losing consciousness for 1-10 rounds. He
could safely increase his size 5 ranks in a single
round.

TALENTS: Barton had the same talents in his Goliath
identity that he has as Hawkeye. He is a Weapon
Specialist with bows and a Marksman. He also used
Martial Arts A and E.

CONTACTS: Goliath was a member of the
Avengers.

BACKGROUND: Barton assumed the identity of
Goliath shortly after Henry Pym's debut as
Yellowjacket. Barton gave up this identity at the end
of the Kree-Skrull War and resumed his Hawkeye
identity.
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