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Amaranth, Seasoned (20 XP)
Four-Color Villain

Real Name: Nayara Nunes

Attributes: Agility d10, Smarts d6, Strength
d8, Spirit d6, Vigor d6.

Skills: Fighting d12+2, Intimidation d6,
Knowledge (Zoology) d4, Notice d10*, Stealth
d10, Survival d10, Tracking d10+2.

Charisma 0, Pace 6, Parry 9, Toughness 21
(16).

Hindrances: Ruthless (Major), Vengeful
(Major), Vow (Minor): Rid the world of
poachers, Wanted (Minor).

Edges: Arcane Background (Super Powers),
First Strike, Quick, Nerves of Steel, Two-Fisted.

Super Powers:
• Armor (8). +16 armor.
• Attack, Melee (10). Str+3d6. AP 6. Heavy

Weapon. Lethal. Multiple Attacks. Device
(-1): requires armored suit. Embedded claws.

• Chameleon (4). Voice. Device (-1): requires
armored suit.

• Extra Actions (6). Two extra actions per
round. Super speed and reflexes.

• Heightened Senses (4). Infravision. Low
Light Vision. Ignores all illumination penalties.
+2 to Notice rolls made with sight or smell.
+2 Tracking. Device (-1): requires armored
suit.

• Invisibility (2). Level 1, Notice roll at -2
allowed. Limitation (Major): only works in
jungle terrain.

• Poison (5). Knockout, Strong. Contingent
(-2): requires successful hit with Attack, Melee
power (armored suit claws).

• Super Skill (11). Fighting +3, Notice +2,
Survival +3, Tracking +3.

• Super Speed (5). Pace 24. -1 to be hit when
at speed.

Background: Nayara Nunes was just another
university student in Brazil, until the day she
became separated from a scientific expedition
traveling along the Amazon. Lost, starving, and

ill, she called out to the spirits of the jungle in
rage, demanding another chance at life.

Alas for the rest of us, they listened.

That night, Nayara was transformed into
Amaranth, bearing the reflexes of a jaguar, the
implacable strength of an anaconda, and all the
unending poisons of the jungle at the tips of her
new claws. Along with these gifts, she
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infused with the boundless rage of the injured
jungle spirits and the unending life of the
Amazon basin. It is said Amaranth cannot be
truly slain until the last tree of the Amazon
jungle is cut and burned.

Now, Amaranth stalks the night, gathering allies
by whatever means are necessary: threats,
bribes, blackmail. She has led her secret
society of vigilantes, thugs, thieves, and
murderers to the United States and
masquerades as a terrorist organization, in
hopes of forcing a military response that will
devastate the civilized communities of Brazil
and allow the spirits of the Amazon to reclaim
their burned lands. That will only increase her
phenomenal powers and will allow her to lay
waste to farms and cities all over South
America.

Adventure Hook
Amaranth and her terrorist goons are attacking
the local dam! The police are completely
outmatched and have called for assistance. If
they aren’t stopped before they detonate their
explosives, the entire region will be flooded and
hundreds or thousands will die! The secret here
is that Amaranth is using the attack and the
threat to the dam as a red herring. She’s
actually contaminating the reservoir behind the
dam with a supernaturally virulent tropical
disease. If the city’s water supply is infected,
the disease will quickly spread nationwide and
perhaps worldwide! Will the heroes get to the
bottom of Amaranth’s plot in time?
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Atropos, Veteran (40 XP) Street-
Fighter Villain

Real Name: Pamela Morse

Attributes: Agility d10, Smarts d8, Strength
d6, Spirit d6, Vigor d6.

Skills: Climbing d6, Fighting d12+1,
Intimidation d6, Investigation d10, Notice d8,
Shooting d12+1, Stealth d12, Streetwise d6.

Charisma 0, Pace 6, Parry 8, Toughness 9.

Gear: Enchanted Katana (Damage Str+d6+2,
AP 2, see Attack, Melee), Mystical Crossbow
(see Attack, Ranged).

Hindrances: Vow (Major): Obey the Lords of
Fate.

Edges: Arcane Background (Super Powers),
Counterattack, First Strike, Frenzy, Improved
First Strike*.

Super Powers:
• Ageless (1).
• Attack, Melee (5). Damage +2d6. Lethal.

Multiple Attacks. Stackable. Device (-2):
enchanted katana.

• Attack, Ranged (9). Range 12/24/48,
Damage 4d6, AP 10. Heavy Weapon. Lethal.
Device (-2): mystical crossbow.

• Danger Sense (2). Strands of fate.
• Super Edge (2). Improved First Strike.
• Super Skill (7). Fighting+2, Investigation+1,

Shooting+2, Stealth+2.
• Toughness (4).

Background: The inscrutable organization
known as the Lords of Fate have always
provided an unseen presence at the great
events of the world. Assassinations, coups,
changes in power — the Lords of Fate have
always been there, either orchestrating the
chaos or aiding those for whom the vagaries of
chance have dealt a losing hand.

The title of “Atropos”, however, is reserved for
the Lords of Fate’s most loyal and deadly
henchmen. Taken from Ancient Greek

mythology, Atropos was believed to be the
crone who would snip the thread of life when a
person died. Within the Lords of Fate, Atropos
is the militant right hand, capable of stealthily
and quickly eliminating targets who have
outlived their use.

The thirteenth Atropos to hold the title is a
British-born Israeli, Pamela Morse. Once a
simple homemaker, Morse’s life was thrown into
disarray time after time by the violence that

Sa
m

pl
e 

file



continues to rage across the Levant. After her
husband and daughter died in a mortar
bombardment, Morse simply lost hope. She
traveled to the Dome of the Rock, a knife in her
pocket, with every intention to take her own life.

If she had arrived a moment earlier or later,
Morse would have become a regrettable suicide
victim. As it was, she was stopped by one of
the Lords of Fate’s most enigmatic operatives:
Mister Black. Black laid out Morse’s possibilities
in no uncertain terms: there was nothing left for
her in Israel. She could leave with him, join the
Lords of Fate, and become the next Atropos...
or continue on her way.

Pamela Morse chose life. For six years, she
trained under the greatest martial artists,
marksmen, and assassins from throughout the
world. The mantle of Atropos was bestowed
upon Morse in an eldritch ceremony that forever
sealed her own fate.

Now? Atropos travels the world, providing the
impetus for change at the behest of her masters
within the Lords of Fate. Woe to any who stand
in their way.

Adventure Hooks
• The Lords of Fate are not to be denied lightly.
The superhuman-hunter known as Gouger
recently took up a contract to assassinate the
Grand Duke of Mejistan. The Lords of Fate,
though, arranged to have the Grand Duke
placed on the throne and have dispatched
Atropos to neutralize Gouger. Can the Heroes
resolve this shadowy dispute?

• Pamela Morse has learned the truth. The
Lords of Fate arranged her family’s death in
hopes to mold her into their new Atropos. Now
she’s on the warpath and not even the mighty
Lords of Fate can avoid the final snip of the
knife.
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BADDA BOOM, Seasoned (30
XP) Pulp Villain

Real Name: Dino Scarpelli

Attributes: Agility d10, Smarts d4, Strength
d10, Spirit d6, Vigor d12+2.

Skills: Driving d6, Fighting d10, Intimidation
d6, Notice d4, Shooting d10, Streetwise d6.

Charisma 0, Pace 6, Parry 7, Toughness 18
(8).

Gear: Body Armor (SPC p. 14), Desert Eagle
.50, Sports Car.

Hindrances: Dependent (Major) : Mother,
Greedy (Minor), Ruthless (Major), Stubborn.

Edges: Arcane Background (Super Powers),
Brawler, Brawny, Combat Reflexes, Improved
Nerves of Steel, No Mercy.

Super Powers:
• Armor (5). +4 armor. Hardy. Superhuman

resistance.
• Explode (5). Damage 3d8. Heavy Weapon.

Medium Burst.
• Super Attribute (10). +2 Agility, +3 Vigor.

Background: Like many villains, Dino Scarpelli
grew up in a broken home in the worst part of
the slums. His father was killed in Afghanistan
when he was very young. When his mother fell
ill and could no longer work, Dino dropped out
of high school to run drugs for the local street
gangs. He enjoyed the immediate cashflow and
relished the opportunity to get violent with the
junkies that he could see as being lower than
he was.

Everything changed when he was cornered by
a rival drug dealer and his thugs, who shot him
in both knees and proceeded to taunt him.
“You're gonna go out the same way as your
poppa did, Scarpelli! Bada boom!”

Rage consumed him. Envisioning his dead
father made some barrier deep inside him
shatter, and mutant powers boiled out of his

flesh. Dino Scarpelli exploded — literally —
destroying his enemies in a huge bomb blast
that left the building in flames but Dino and his
possessions untouched.
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