
ADVENTURE BRIEFINGS

MANHATTAN ISLAND
New York City is comprised of five boroughs-- the Bronx to the 
north, Queens to the east, Brooklyn to the southeast, Staten Island 
to the far southwest, and Manhattan smack dab in the center. In 
fact, most people use the phrase “the City” when referring 
exclusively to Manhattan, calling everything else “the Outer 
Boroughs.” The city is a gateway to the surrounding counties of 
New York, Connecticut, and most of northern New Jersey, 
although really only the Bronx is connected to the continental U.S. 
and you'll have to use some of the world's most famous bridges (or 
the famous Holland Tunnel) to hop back and forth.

While the metropolitan area itself has a population over 8.6 
million, about seven and a half of that live entirely within 
Manhattan itself. Crowded? Certainly. But the area also boasts 
world-class arts, entertainment, fashion, and more. It is a hub of 
pop culture, international politics and finance, and a multi-cultural 
population unlike any other. 

To provide an exhaustive look at all the neighborhoods in 
Manhattan would be nearly impossible in a limited space, since the 
Island houses dozens of neighborhoods, each of which have a 
unique history and flavor.  Starting uptown, the following are 
several highlights you don't want to miss. (Uptown generally 
means north and downtown means south. More specifically, 
uptown refers to the city north of 59th Street, and downtown below 
23rd or 14th.)

HARLEM While not inclusive of all Upper Manhattan, 
Harlem is a large neighborhood above the Upper West Side and 
Central Park  and bounded by 155th Street to the north and the 
Harlem River to the east. The neighborhood has a vibrant African-
American community, although it also houses large Jewish and 
Dominican populations as well as Puerto Rican, the latter of which 
is known as East Harlem or Spanish Harlem. The area overall is 
known historically as the birthplace of the "Harlem Renaissance," 
an explosion of African-American literature, music, and art during 
the 1920's. More unfortunately, Harlem has also historically been 
known for atrocious property investment, resulting in poor, 
unpleasant living conditions-- slums, drug dealing, and 
homelessness. This trend has been reversing in the last few years, 
with a rise in property values and a concerted effort by the city to 
invest in the residential and retail communities. Luke Cage, a hero 
committed to helping the common man, resides in Harlem, as does 
one of the Daughters of the Dragon, Colleen Wing.

UPPER EAST AND WEST SIDE The two 
areas are divided by Central Park, but both are generally  
considered to stretch from 59th Street to East 96th Street. They are 
considered to have some of the most expensive real estate in the 
United States. The Upper East Side is both fashionable and 
cultural. Here you'll find the Metropolitan Opera and Avery Fisher 
Hall, the home of the New York Philharmonic. The Upper West 
Side is known for Carnegie Hall, mayoral mansions such as the 
Gracie Mansion, and a string of museums along Fifth Avenue, 
including the Metropolitan Museum of Art and the Guggenheim. 
Also on this side you’ll find the Avengers Mansion and the Hellfire 
Club Mansion. This is definitely a more affluent area, housing 
businessmen like Norman Osborn and J. Jonah Jameson, and it’s 
no stranger to politics, housing embassies for Wakanda, Symkaria, 
and Latveria.

One of the Upper East Side’s most prominent locations is the 

Fisk Tower, a deceptively unassuming building.  Wilson Fisk, the 
Kingpin of Crime, encourages this modest display, leaving no 
outward sign of his organization’s criminal activities.  He occupies 
and works from the top two floors of the 53-story tower, although he 
deliberately keeps the number of stories vague to confuse his 
enemies.  He maintains a small staff for his legitimate business 
dealings, but several undercover thugs keep watch, both at the lower 
floor entrances and penthouse offices and lobbies.  The Kingpin also 
keeps several varieties of state-of-the-art security and surveillance 
systems.  His typical defense is to flood any given area with potent 
knock-out gas, keeping an emergency gas mask for himself.  He also 
has several escape routes, via either a helicopter pad on the roof or a 
hidden, emergency high-speed elevator to an escape tunnel in the 
sub-basement.  

MIDTOWN The Midtown area is the quintessential New 
York-- throngs of pedestrians, gridlocked streets, countless neon signs 
and news tickers, and all the sounds associated with them! It’s got 
expensive restaurants, Fifth Avenue department stores, and the 
Empire State Building. Midtown East stretches from 42nd Street to 
59th, and east of Fifth Avenue to the East River. Here you’ll find 
Grand Central Station, the New York Public Library, Rockefeller 
Center, the United Nations Building, and Times Square.  Midtown 
West continues from 42nd Street to the Port Authority Bus Terminal, 
to Seventh Avenue and to Central Park South. Here is found the 
Baxter Building (the Fantastic Four’s headquarters,) the Radio City 
Music Hall, and Macy’s, home of the Thanksgiving Day Parade. This 
is also where many heroes have chosen to base their operations.  The 
Heroes for Hire office is located here, as well as the public 
headquarters for S.H.I.E.L.D.

HELL’S KITCHEN “Hell’s Kitchen,” a colloquial 
phrase for the 110-block core west of Manhattan’s Midtown.  It lies 
from 34th to 59th Streets and from Eighth Avenue to the Hudson 
River.  From its very beginning, Hell’s Kitchen earned a reputation as 
a place seething with crime and corruption.  True, there are warm 
families and legitimate businesses, but they are poor and seem 
destined to coexist with gang lifestyles, drug trafficking, prostitution, 
and vagrancy. Perhaps because of the poverty and corruption, many 
criminals find their home here.  Some, like Ammo, rose from the 
streets to become a viscous gang leader.  Others, like the Wildboys 
Jet and Spit, roam the slums aimlessly. You may think that this 
riotous area would be beneath the notice of major-league villains.  In 
fact, despite its poverty, this neighborhood has often been the 
strategic target of many would-be organized crime bosses.  The Owl, 
in particular, has often tried to set himself up as a kingpin over the 
area, but it is Wilson Fisk, the Kingpin of Crime himself, who 
continually involves himself with Hell’s Kitchen.

Hell’s Kitchen is beginning to gain a somewhat different notoriety.  
Sure, there are pockets of sleaze, but overall the neighborhood is 
cleaner, more respectable.  This is largely due to the efforts of its 
crimefighters, such as Cloak and Dagger, who base themselves at the 
Holy Ghost Church, or Mayhem, a vigilante operating within the 21st 
Police Precinct.  Hell’s Kitchen most notable defender, of course, 
remains Daredevil.  As Matt Murdock, he was born and raised in the 
Kitchen, and he has dedicated his life to cleaning up the 
neighborhood and to protecting the less fortunate as both a lawyer 
and a costumed crimefighter.  

Of special note is “The Bar With No Name,” located somewhere 
in Hell’s Kitchen.  In fact, there are many such bars scattered 
throughout the United States-- a meeting place for supervillains. 
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Costumed villains of all types frequent The Bar With No Name.  
They gather to unwind, to share secrets, to network, or just to 
regale each other with stories about the time they “almost got 
him,” (speaking, of course, most often of Spider-Man.)   Ever since 
the vigilante Scourge got the drop on dozens of villains, single-
handedly wiping them out, the locations of the Bars With No 
Names have become even more secret.  There are rumors that there 
is not one true location of the Bar, as the location shifts from bar to 
bar in order to keep the authorities guessing.  Once a hero manages 
to track down the current location of The Bar With No Name, 
though, he will have a great opportunity to bring wanted felons to 
justice!

THE VILLAGE Considered a more bohemian neigh-
borhood, Greenwich Village is an irregularly-shaped area within 
the Lower West Side bordered by Broadway, Houston, 14th Street, 
and the Hudson.  It has aptly earned its eccentric and 
nonconformist reputation with its wide array of theaters, 
coffeehouses, art galleries, jazz clubs and night spots.  Here, you’ll 
find intellectuals and deep thinkers alongside the fashionable and 
artistic, creating a cutting edge culture perfect for the college life.  
Just grab a latte, dress in black, and be ready to hobnob with the 
rest of them. If you can afford to live here, you might unknowingly 
be a neighbor to Doctor Strange, whose Sanctum Sanctorum is 
nestled quietly into the area. Misty Knight, the other Daughter of 
the Dragon, also resides nearby. 

LOWER EAST SIDE Located along the East 
River from about the Manhattan Bridge to 14th Street, the Lower 
East Side is not really a business area-- more given to tenements if 
not outright slums. Populated by people fleeing the high rents of 
the Village and SoHo, the vicinity has dense pockets of ethnicity. It 
has a large area of Eastern European Jewish populations, 
particularly Polish and Ukrainian, although there are notable 
populations ranging from Japanese, Bangladesh, and other Muslim 
cultures. Here, you’ll find Empire State University as well as its 
most famous hangout, the Coffee Bean. This trendy café has 
catered to Peter Parker and his friends as well as many of the 
original X-Men. Peter Parker, in particular, has often made the 
Lower East Side his home, once sharing an apartment with Harry 
Osborn during college and briefly living here with Mary Jane right 
after their marriage. 

LOWER MANHATTAN While Manhattan 
Island itself is really one large financial district, the principal area 
is Lower Manhattan. Beginning at the tip of Manhattan at Battery 
Park and extending to Park Row and West Broadway, Lower 
Manhattan contains a presence of nearly every giant of industry-- 
multinational corporations, blue-chip companies, multi-trillion 
dollar banks, and, of course, the New York Stock Exchange. Here, 
you can catch the Staten Island ferry to visit the Statue of Liberty, 
walk down Wall Street, or visit the artistic and trendy Tribeca. As 
Tribeca bleeds into the rest of the Financial District, expect to find 
the new Stark Towers, home of the New Avengers despite the fact 
the public remains unaware of their new location.  

The Financial District is best known for the Chase Manhattan 
Plaza.  The building takes up two city blocks, extends five floors 
underground, and rises 60 stories.  The bank itself occupies the 
five basements, the first 35 floors, and the top floor.  There is an 
open plaza above two floors of banking space, and in front of it all 
is a five-story sculpture of fiberglass and aluminum, Group of Four 
Trees.  More sculptures and a Japanese rock garden are dispersed 
through the plaza.  Most interesting of all is the bottom basement
— a bank vault larger than a football field!  The walls are two-feet 
thick titanium steel, and the six doors to the vault weigh 45 tons 

apiece.  Many noteworthy characters have used the Chase Manhattan 
bank as a headquarters, such as Emma Frost for her Frost 
International corporation, and the Maggia have been known to 
operate from the now-infamous 58th floor suites.  

CHINATOWN One of the more distinct neighborhoods 
in Lower Manhattan, Chinatown houses the majority of New York’s 
Asian population as well as hosting hundreds of daily tourists. Most 
will see only the countless souvenir shops and Chinese restaurants 
that seem to overwhelm the narrow streets. Also popular are the green 
groceries and fish mongers clustered around Canal Street and all 
along East Broadway. The full district of Chinatown is considered to 
be Delancey Street to the north, East Broadway in the east, Broadway 
in the west, and Chambers Street to the south. What many people fail 
to see is the tradition of crime that continues to this day. Chinatown’s 
only park, Columbus Park, was once the most dangerous slum area of 
immigrant New York in the 19th century, and today, local crime 
syndicates and street gangs compete for dominance. The villainous 
White Dragon leads the Dragonlords as the preeminent gang of the 
area, but heroes like Shang-Chi are often on hand to put an end to 
such activity.  

For heroes looking for adventure, the easiest places to look are the 
dirty, crime-ridden, and run-down neighborhoods. As “target-rich 
environments,” virtually any vice or violence can be found, and 
organized crime, in one form or another, rules the streets, businesses, 
and unions.  But besides fighting the criminal element, heroes may 
use these areas as a rich source of information.  Daredevil has often 
relied on Josie’s Bar on the Lower East Side for a source of contacts, 
and Eighth Avenue’s pool hall, the Last Exit, has a number of 
contacts, snitches, and stool pigeons.

But don’t count out the more affluent areas of Manhattan. They 
can be recognized by their familiar skylines-- the monument-like 
skyscrapers that jut into the air. They are temples to political and 
financial power, power to pursue selfish ones just as much as noble 
ones. These buildings are just as full of power as the heroes that fly 
beside them on a wing harness or swing around them on a webline. 
Beneath them, the citizens blithely go about their business, 
businessmen in suits and cell phones side-by-side with couriers on 
bikes, hot dog vendors, and gawking tourists. Watch out for organized 
crime, shady business deals, soulless scientific pursuits, and political 
machinations. They might not be as noticeable as a purse snatcher, 
but they can be just as serious.

Here are some other adventures you might run into when 
traveling around Manhattan: 

1) Across the street from the Chase Manhattan Plaza is the 
Federal Reserve Bank of New York.  Only 14 stories tall, it is 
dwarfed by its neighbor, but here, in vaults 80 feet underground, 
is stored over $25 billion worth of gold reserves from over 80 
foreign nations.  As seemingly impenetrable as the facility is, it 
could still be penetrated by “innocuous” shape-changers like 
Hydro-Man or Mystique.  The Reserve sends out a call to the 
players—it’s under a full-scale assault by criminal an army of 
new and established villains with abilities such as shrinking, 
illusions, invisilbities, transformations, or whatever creative 
power can be dreamed up.  The players are going to have to 
second guess the criminals and cover multiple fronts to make 
sure that none of the criminals break through the facility and 
steal the gold reserves.

2) Wilson Fisk (or any owner of a financial building) is always 
looking to update his security systems.  Such state-of-the-art 
equipment comes with its own risk, of course, as high-tech 
systems have been known to go too far, to turn on their creators.  
When this happens, Fisk asks the players to navigate through 
the building to shut the systems down and/or rescue any regular 
employees trapped inside.  However, the players find 
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themselves played— they were guinea pigs to test the limits 
of this new system.  Now they have to negotiate with Fisk in 
regards to their “help” or suddenly find themselves in a 
deathtrap!

3) A contact of the players has gone missing, swallowed up by 
the slums of New York.  The players start by checking out his/
her last haunt,  a bar or pool hall, and find a ransom demand 
by an upstart gang leader.  But even if they thwart the gang, 
the hero’s archenemy kidnaps the contact to find out the 
hero’s secrets. To lend a greater urgency, the players were 
searching for the contact in the first place because he or she 
contains a key to an even bigger mystery.  

4) Near Empire State University, in the center of Greenwich 
Village, is Washington Square Park.  The players may happen 
upon the scene by confronting its more seedy elements, like the 
corner drug dealers and purse snatchers.  They end up, however, 
embroiled in the park’s peculiar history as a cemetery for the 
poor and forgotten and as a place for public hanging.  This once-
popular dueling ground is now a showdown between the creepy, 
magical villains Calypso and Baron Mordo.  After a three-way 
battle with the players, one of the mystics ultimately trumps the 
other, gaining magical rights over the area--  raising its dead for 
an army under his or her control!
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EMPIRE STATE   
UNIVERSITY

While it may be small in comparison to other state colleges, 
Empire State University holds an important role as a four-year and 
graduate-level institution within the East Village, the eastern part 
of the Village, bounded by Lafayette Street and the Bowery.  A tall 
brick wall surrounds the school, open in the middle of each 
block by an archway labeled “ESU.”  In the center of the 
grounds is a large fountain, encircled by the art school, 
gym and sports fields, library, and academic 
buildings.  While most students commute, a large 6-
story glass building serves as an on-site dormitory for 
several hundred students, mostly from out of state.

Peter Parker attended ESU throughout his college 
career and beyond.  During his graduate studies, he 
even worked on campus in the biophysics department.  
Parker’s fellow students included schoolmates from his 
high school, like Flash Thompson, but he also 
managed to make several new deep and meaningful 
friendships-- most notably, Gwen Stacy.  Over the 
years, many of New York’s superheroes used ESU for 
their studies.  If you walked through the grassy lawns of 
ESU, at any given time you may have met the secret 
identities of the Slingers, the original White Tiger, 
Namorita, Rocket Racer, the X-Men’s Shadowcat and 
Marrow, or the Fantastic Four’s Human Torch.  Venom 
(as Eddie Brock of course) even took a few courses in 
bioengineering. The state-of-the-art facilities of ESU 
draws such students as these, but you don’t have to be a 
student to avail yourself of the university.  Vermin once 
needed psychiatric treatment from ESU.

The college also draws distinguished guest lecturers, 
such as Reed Richards, and a brilliant faculty.  When 
working through graduate studies, Peter Parker served 
Dr. Curt Connors, the professor who mistakenly 
unleashed his alter ego, the Lizard.  Other faculty have 
used their genius for their own agenda, creating villainous 
identities like the Lightmaster and Humbug.  One 
particularly mad scientist, Miles Warren, used 
ESU’s equipment to not only turn himself 
into the Jackal, but to clone Spider-Man and 
Gwen Stacy in some misguided plot to gain 
revenge on Peter Parker.

Whether or not the players are attending 
the college, have contacts who are, or are 
merely passing by, Empire State University 
offers several opportunities for adventure.  
Here are a couple of suggestions:

1) ESU’s equipment and facilities have 
once again drawn attention from a 
supervillain looking to exploit them for 
their own ends. The Vulture, Doctor 
Octopus, Swarm or some other 
villain has been enticed to break into 
the college.  Depending on the villain, 
the players may be defending the physics 
building and its new particle accelerator, the history 
exhibit that houses a mystic artifact, or the library with 
its unique manuscript that would complete an important 
formula.  The players not only have to stop the villain 
from breaking in and stealing ESU’s equipment, but they 
have to protect the student bystanders.  But there’s a 
twist! The villain needed to steal the equipment in order to 
stop an even greater threat from happening!  The 

dimensional walls remain weakened, and a creature is 
unleashed from another dimension in the middle of Biology 
101!

THE DAILY BUGLE BUILDING
Founded in 1897, the Daily Bugle has fast become one of New York 
City’s most popular and extensively-read daily newspapers. With its 

photograph-heavy content, the Bugle’s popularity comes from a 
mixture of the overwhelming 

personality of its publisher, 
J . J o n a h 

Jameson, 
and its    
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crack investigative journalistic team.  The team is headed up by 
City Editor-in-Chief Joseph “Robbie” Robertson, and includes 
investigative reporters such as Ben Urich and Betty Brant, and, of 
course, photojournalist Peter Parker, who “somehow” manages to 
snap the most dynamic pictures of Spider-Man and other heroes 
and villains of New York.

J. Jonah Jameson, the Bugle’s publisher since the mid-sixties, 
began his journalistic career as a copyboy for the Bugle while still 
in high school.  After a long career as a reporter, the opportunity 
arose for Jameson to purchase the paper, which was then 
floundering financially, with money obtained from his personal 
assets and large inheritance. In no time at all, he turned the Bugle 
into a popular success. Jameson has always used his newspaper to 
campaign for civil rights of minority groups and to crusade against 
organized crime (despite whatever risk of personal safety this 
might cause!)  Despite this, Jameson is best known for his 
controversial editorials that lambaste costumed heroes in general 
and Spider-Man in particular.

Jameson Publications Inc. has always been innovative, 
revitalizing the newspaper tabloid format with The Daily Bugle.  It 
has even published magazines, including NOW and Woman 
Magazine (once edited by Carol Danvers, Warbird.)  Jameson has 
also produced coffee-table photo books and “Best Of” collections.  
One of these photo books, Webs, collected Peter Parker’s 
photographs of Spider-Man and Parker enjoyed a brief whirlwind 
publishing tour.  Most recently, due to declining circulation, 
Jameson conceded to the public interest and acceptance of 
superheroes.  He has created a special feature section of the paper 
called The Pulse which focuses on superheroes.  The expert staff of 
The Pulse includes Bugle reporter Ben Urich and former-
superheroine-turned-private-investigator, Jessica Jones.

Jameson Publications Inc. operates from the Daily Bugle 
Building on 39th Street and Second Avenue. The office complex is 
capped by The Daily Bugle logo in 30-foot letters on the roof. 
There are loading docks in the rear of the building, reached by a 
back ally. Occupying only three floors in the building (plus two 

subbasement levels that contain its printing presses,) the Bugle rents 
the remaining forty-six stories of office space to a variety of 
businesses.  J. Jonah Jameson's executive suite is on the 46th floor 
but the hub of activity at the paper is the 17th-floor City Room. Most 
of the City Room's central area is occupied by freestanding desks for 
the reporters and support staff. Nine offices, a darkroom, and the 
conference room line the perimeter of this area with two storage 
areas, a bank of three elevators, and two stairwells on the adjacent 
walls. Building security is fairly light, consisting of surveillance 
cameras and security stations by day, and electronic locks, guards, 
and perimeter alarms by nights.

The Daily Bugle provides the adventure hooks that head up each 
Marvel Universe adventure. Any of these situations are easy entry 
points into adventures or opportunities to team up with Spider-Man.  
The players may find themselves actually working for the Bugle, like 
many a mild-mannered reporter for a great metropolitan newspaper 
before them. Also, with 43 stories of rented office space, a character 
who has no connection whatsoever with news media may still be in 
the building. Here are a couple of other ways to incorporate The 
Daily Bugle into your adventures.

1) J. Jonah Jameson maintains a special vitriolic hatred for 
costumed vigilantes. He has gone far beyond vilifying the wall-
crawler in print. In fact, he has funded a variety of schemes 
(such as the villain Scorpion and the robotic Spider-Slayers) in 
his single-minded quest to eliminate his “nemesis.” Jameson 
has now funded a new fly-by-night scheme to get rid of Spider-
Man—to use a psychic scrambler machine to lure Spider-Man 
into its trap (basically its a giant bug-zapper).  However, the 
machine goes awry, summoning the psychic menace of Shathra 
the Spider-Wasp.  Shathra then proceeds to turn The Daily 
Bugle building into her private nesting grounds.  It will take all 
of the players’ strength to defeat Shathra and keep everyone 
safe.  But even if the players are victorious, Jameson will 
inevitably see this “grandstanding” as further proof that heroes 
are nothing more than costumed menaces, turning his blistering 
and surprisingly popular anti-hero tirades against the players.
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2) The recent addition of The Pulse is capitalizing on the 
public interest in the private lives of superheroes. The players 
may be invited for an interview which will lead to a “ride 
along” by Ben Urich. This offers some nice role-playing 
opportunities to explore a “day in the life” of your hero.  But 
these things never go entirely smoothly, do they?  The 
player’s archenemy will see this as a high-profile opportunity 
to defeat the heroes once and for all, creating a series of 
events to place Urich in jeopardy— such as runaway trucks, 
falling buildings, and, of course, legions of goons.  
Ultimately, the villain will kidnap Urich and place the heroes 
in a classic deathtrap for the final showdown.

CODE: BLUE FACILITIES
No matter how many times heroes such as Spider-Man, Daredevil 
and Thor apprehend super-powered ne’er-do-wells, they inevitably 
have to see those criminals on the streets again in a few days.  The 
New York Metro Police grew tired of the criminals breaking out of 
whatever holding facility they had been put into and threaten 
innocent civilians in the process.  A special SWAT team was 
created to assist in the apprehending and incarceration of 
superpowered criminals. That unit is called Code: BLUE.

Armed with a combination of highly specialized training and 
state-of-the-art weaponry from Stark Enterprises, the police 
officers assigned to this facility have proven highly successful in 
engaging superhuman criminals and ending conflicts.  These 
officers continually put their lives on the line to protect the regular 
ordinary citizens of the greater New York City area. Although there 
are several dozen officers on duty at any given time, the most 
frequently seen staff consists of Police Chief O’Grady, Captain 
Shelley Conklin, Commander Lt. Marcus Stone, demolitions 

expert Daniel "Fireworks" Fielstein, acrobatic hit-and-run and martial 
arts specialist Andrew "Jock" Jackson, sharpshooter and dead-eyed 
sniper Sergeant "Mad Dog" Rassitano, strategic logistician and 
brilliant computer technician, Samuel "Mother" Majowski, and heavy 
arms specialist Margarita Allegra "Rigger" Ruiz.  These cops should 
by no means be considered strictly a street-level group. Code: Blue 
first appeared intervening in a three-way battle between Excalibur, 
Thor, and the Wrecking Crew! Whether it’s Ulik the Troll, Champion, 
Diablo and his elementals, the demonic Demogoblin, or Devil 
Dinosaur & Moon Boy in New York, Code: BLUE operatives can 
dish it out in return.

Capturing a super-powered “perp” may be one thing, but holding 
them until they can be taken to one “super jails” that dot the 
American landscape is something altogether different. With this in 
mind, the N.Y.P.D. constructed temporary holding cells in Midtown 
for those in Code: BLUE custody. Resembling a common two-story 
precinct house from the outside, this nondescript stone building is 
used for the detention and interrogation of non-superpowered 
criminals or for those whose powers are the result of high-tech 
powered armor or equipment. Whenever possible, Code: BLUE 
personnel separate perpetrators with technology-based abilities from 
their devices and imprison them with common criminals.  Criminals 
such as these are detained on the first two floors. Heavy hitters get a 
basement cell.

The basement is 30 feet below the surface and houses eight special 
cells nestled in three layers of specially reinforced materials that 
separate the cells from each other and from the ground around them.  
An outer concrete wall, three feet-thick and interwoven with a 
network of highly charged electric wires (Difficulty to break: 6, 
Resistance 8, Electrification: 6), protects a two-foot-thick ceramic 
slab laced with Adamantium and vibranium (Toughness: 10, No AP, 

71



No 2x damage; Resistance: 20).  Finally, the inner wall consists of 
a one foot-thick titanium-steel vault wall sheathed in a special 
carbonadium polymer (Toughness: 7, Resistance: 14).  Super-
villains may further be restrained by power-nullifying shackles and 
sedation gas (Difficulty: 6 stones vs. Durability to incapacitate.)

To use Code: BLUE in your adventures, it might depend on 
which side of the law the players happen to be on at the time.

1) Through a mistaken identity or from dumb luck, the players 
may be accidentally confused for criminals (particularly if 
they’re new to the New York hero scene.)  In this case, the 
heroes may be tricked by the illusionist Mysterio.  The 
players may think they are trying to stop a dangerous-looking 
mutant, but in fact they are destroying the entrance to a bank.  
Code: BLUE will ask the heroes to stand down, with enough 
time for a fight before the players can convince the officers 
of the truth.  In true classic team-up tradition, the players can 
then join Code: BLUE in trying to bring down the villain.

2) Prison has a way of making criminals change their behavior.  
Perhaps an imprisoned super-powered villain has decided to 
become a “fink,” turning in state’s evidence on a powerful 
Maggia boss.  It will be important to keep up appearances, 
leaving the criminal in the Code: BLUE holding facility but 
still keep him under police protection.  The players must go 
undercover, willfully placing themselves in custody to guard 
the Maggia snitch.  Players will need to be on guard against 
anything, as anything could be a threat-- other inmates, 
traitorous officers.  At the last minute, a powerful 
superhuman assassins might simply crash the facility, forcing 
the heroes to defend the snitch and prevent a prison escape at 
the same time!

THE MOG
As bad as Hell’s Kitchen may be, an even more dangerous 
neighborhood exists just across the East River.  “The Mog,” as it 
has become known, is short for “Little Mogadishu,” a 20-square 
block section of Brooklyn’s slums. Worse than Hell’s Kitchen, it is 
little more than a ghetto of low-income tenements that house poor 
and disenfranchised peoples.  It also has its fair share of factories, 
garages, warehouses, and docks, but most if not all buildings are 

shoddy, at best,  and the streets are littered with trash, cardboard 
boxes, and damaged, if not stripped, vehicles. But don’t worry! In 
case you need a safe haven, try the Shabazz Mission, a Muslim 
mission run by Josiah X, who is in fact the hero Justice, son of the 
fabled “black Captain America.”

While many gang warlords battle for control of The Mog, one 
gang rules above all-- the 66 Bridges. This crime syndicate has grown 
to become one of the largest on the East Coast, with ties to political 
and private figures.  It even has its own complex banking and 
investment services, and a hierarchy just like a legitimate 
corporation!  One police officer, Kasper Cole, discovered fellow 
officers on the 66 Bridges' take. He dedicated himself to taking down 
the Bridges, adopting the identity of the Black Panther. Although he 
failed to fully expose the insidious gang, he did manage to oust his 
superior and expose police corruption.  Later, as the White Tiger, 
Cole joined other heroes to derail the legendary “Money Train,” the 
payoff for the 66 Bridge's network of crooked contacts. The Crew 
ultimately managed to bring to justice scores of crooked contacts, 
finally tracing the 66 Bridges to Grace & Tymbalt, a multi-media 
company, which served as a corporate front, and they brought its 
CEO, Triage, to justice.

For heroes looking to fight the good fight, look no further than The 
Mog:  

1) The legendary 66 Bridges’ Money Train has resumed--  a 
secret payroll drop for dozens of the gang’s contacts.  Players 
are pointed to the route, an old subway maintenance train.  At 
each stop, special couriers with keys take specific lockboxes 
containing several million dollars off the train.  Players can 
confront each courier at each stop, encountering a unique villain 
or challenge each time.  In the meantime, they have to confront 
various mercenaries or other vigilantes that want to stop the 
train.  The players don’t want to disrupt its strict schedule!  
After all, how else could they take down each contact until its 
final destination?

CENTRAL PARK
Now that you have taken a look at the urban sprawl and crowded city 
streets, take a refreshing tour of Central Park. Even as far back as 
1850, there was an urgent need to create an oasis from the hectic city 
life that so characterizes Manhattan. The park’s original visionaries 
hoped to make it more than simply a park, but truly a progression of 
art and culture and democracy. And they succeeded. This 840-acre 
area of parkland contains beautiful landscapes of a great variety of 
country-- meadow, rolling hills, forest, reservoirs, and sporting 
fields-- as well as the Metropolitan Museum of Art, a small zoo, the 
famous Chess and Checker House, and much, much more. 

Central Park is indeed central, located in the heart of Manhattan 
Island. In total, it is approximately two and a half miles long and half 
a mile wide. The roads inside are available to through traffic but 
remain closed to vehicles on weekends as well as every morning and 
evening. The entire park is surrounded by high stone walls with gates 
opening at regular intervals every few blocks. The locked gates form 
an effective barrier against typical street thugs and other riffraff, with 
a Difficulty/Resistance of 6 to break.  However, the walls and doors 
of the Metropolitan Museum are much more heavily guarded and are 
also constructed with reinforced materials. Those materials have a 
Toughness of 7 and Resistance of 7. To enter by more subtle means 
(with Thieving or Black Ops) is a Difficulty of 5 with a total 
Resistance of 200 stones. 

Most people visit the park at the lower end between 58th Street and 
67th Street, in part because it boasts a location near the ritzier and 
more touristy part of the city. It also holds the venues with the most 
popular activities: the Pond and bird sanctuary, the zoo and 
accompanying children’s zoo, chess tables, and the Friedsam 
Memorial Carousel. Beyond this area you will find the famous 
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Strawberry Fields, Shakespeare Garden, the Great Lawn, and 
more.  In fact, there are so many famous locations and venues that 
one can barely list them all!  You would think this would make the 
park seem crowded and unsightly, but in fact, the layout and 
landscape are tastefully arranged, making the park seem as open 
and rugged as any peaceful haven.  It is important to note that at 
the top of the park, beyond the Met and towards 102nd Street, the 
park has been largely allowed to grow according to its own nature.  
The meadow and clumps of forest are a bit denser, a bit more 
untouched.  While this helps make this area even more beautiful, it 
also makes it a bit more wild (and not just in terms of landscape!)  
Here, the crime rate skyrockets, and muggings and gang activity 
remain rife.

Thousands of people crowd into Central Park every day: 
mothers and their strollers, office workers on a lunch break, 
vendors with hot dog stands or cafes, hansom cab drivers, and 
joggers, cyclists, and other sports enthusiasts.  While nearly all of 
them will enjoy their time without interruption, some will need a 
hero to be at the ready.  Assaults ranging from purse-snatching to 
murder have been known to happen.  Vandalism is common, and 
sometimes gangs vie for territory.  The crimes may seem petty, but 
whether on patrol or just trying to enjoy some time off, a hero’s job 
is never done in Central Park. 

While you enjoy the scenery, watch out for these kinds of 
adventures in Central Park:

1)  Inside Central Park’s landscapes, there is as much diversity 
in fauna as in flora.  But what happens when those animals 
start acting a bit . . . peculiar?  If the heroes are in the park 
already, either by enjoying some time off or by patrolling, 
they will have to rescue several hapless citizens from bizarre 
animal encounters.  Squirrels that have take over the Visitors’ 

Center, flocks of pigeons roosting on unsuspecting street 
performers, and stray cats and dogs teaming up.  The media 
treats these attacks in a light-hearted way, until things start to 
get serious!  The attacks soon turn viscous, and the more deadly 
animals try to break out of the zoo!  As the heroes take care of 
these events, they soon begin to notice their allies with animal-
related powers are taking on more and more of their animal 
qualities.  The players will soon face down their own allies, or 
even other characters who happen onto the scene.  In fact, there 
is a rise of totemisitc energy throughout the park, inciting the 
creatures and related players and characters.  The rise in energy 
that occurs in sufficient to raise Morlun, who the players must 
fight back or risk loosing an energy-vampire into this chaos.

2) The players are invited to attend an avant-garde, charitable art 
exhibition located in Central Park.  However, unknown to them, 
the event is a sham created by Mysterio and Mad Jack in hopes 
of luring Spider-Man into their elaborate deathtraps.  If Spider-
Man is one of the players, they must band together to fight their 
way out.  Otherwise, the players will witness Spider-Man’s 
capture and now it’s a rescue operation!  Mysterio and Mad 
Jack have integrated their illusions and traps within the park 
itself, creating a nightmarish version of Central Park.  Through 
a combination of illusions and high-tech wizardry, the park will 
seem to have been broken apart into floating “islands” in 
space-- one island with a chess board and robotic, life-sized 
pieces, another island that spins like the carousel with mounted 
knights trying to skewer them, and so on.  And since this is 
Mysterio and Mad jack, who is to say that the heroes are not 
fighting robotic duplicates of the two instead?  Or perhaps they 
are just on the take, trying to assassinate the hero on behalf of 
an even greater mastermind.
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