
ISSUE #4:
SOMETHING SINISTER THIS WAY COMES

A MARVEL UNIVERSE ROLEPLAYING GAME ADVENTURE

Warning! Gamesmasters only! Players should NOT read this.

GamesMaster Notes
Chances are, if you’ve been running Marvel for a while, you’ve 
had a few adventures around New York City already.  And now 
that you’ve seen all the heroes, villains, teams, and locations 
associated with this heck-of-a-town, you’re hungry for a bigger 
bite of the Big Apple.  This adventure is designed to guide your 
players through the hotspots of New York, as well as its low-lights 
and everything in between.

This adventure is designed for characters such as Spider-Man, 
Daredevil, or other street-level Marvel Knights-types.  In other 
words, if a player chooses someone like Thor or the Silver Surfer, 
he may significantly unbalance the game.  Any of the characters 
available in this Roster Book will be fine, especially those 
concerned for their heroic reputation.  Gamesmasters are advised, 
however, to consider against allowing telepaths into the adventure. 
This is a multi-layered story, and as such, a character with 
telepathic powers would might force the flow of the adventure to 
follow a different course. This is not to say that they aren’t 
allowed, since a GM shouldn’t discourage players from using 
powers that would be logical for them to use in the circumstances. 
But some powers like telepahty will rob the adventure of some of 
the fun of peeling back the layers of mystery.

Don’t worry if these characters are not already on a team 
together.  This is a classic Marvel team-up story for, ideally, 4 to 6 
heroes. If playing with more or fewer players, adjust the numbers 
of villains accordingly.  

GamesMaster Briefing
BACKSTORY (DON’T REVEAL THIS TO THE PLAYERS)
The Green Goblin craves power.  Not the kind of power that 
enables one to survive one’s own death, nor the kind that comes 
from having weapons capable of leveling entire city blocks.  After 
all, he has that kind of power already.  No, he craves nothing less 
then complete political and economic dominion over New York 
City.  

Several problems stand in his way, however.  Not only are there 
countless do-gooders that threaten to uncover his plans, but there 
are just as many supervillains whose own plans might get in the 
way of his own.  How can he take over the city when the citizens 
are already up in arms?  Mob rule threatens to overtake the town, 
and the Green Goblin plans to stop it.  Being the crafty and 
criminally insane guy he is, the Green Goblin has found a way to 
disrupt the warring gangs in New York by using their own petty 
jealousies against themselves.  A simple nudge here, another tug 
there, and the gangs will destroy each other.  Then, when a new 
power vacuum emerges, the Green Goblin will be the only one 
ready and poised to fill it!  But why stop with simple street gangs?  
Why not use the same tactic to turn the supervillains’ powers 
against themselves?  These types are always trying to one-up the 
other, and with their attention divided, the Green Goblin will be 
the one who will quietly step into the background and pull the rug 
out from under them!  

Ah! And knowing that Spider-Man or other long-underwear types 
are bound to interfere, they will either get killed in the crossfire or be 
discredited and put away by the authorities.  All of this will leave the 
Green Goblin in control and fit to become the ultimate power of all 
he surveys!  

But the Green Goblin is not an impulsive man.  He has learned the 
value of staying in the background while others are on the front line, 
getting their hands red with all the dirty work.  He needs a flunky, a 
fall guy.  Not only will this patsy be able to set up an elaborate fraud, 
but he will be able to take the fall should the Green Goblin’s plans 
fall apart along the way.  Who can he use to not only set the street 
gangs against themselves but the supervillain community as well?  
Someone who is smart enough to pull it off but not smart enough to 
take on the Goblin, if he does say so himself.  The obvious answer is 
Doctor Octopus, a man who once put in his bid to be a ruling crime 
boss of New York City and a man who has led several incarnations of 
the infamous Sinister Six.     

So the Green Goblin and Doctor Octopus got to work.  
Obviously, the Green Goblin only shared a fraction of his new 
vision-- to supply local gangs with new and fantastic weaponry so 
they could take each other out.  It was a simple enough matter to re-
assemble the unwitting dupes of the Sinister Six.  The members of 
the Six agreed that it was a good plan, allowing Doctor Octopus to 
copy aspects of their powers into easily-produced weapons, ready 
for the street.  Little did his teammates notice Octopus’ evil grin 
behind their backs, much in the same way Doc Ock failed to notice 
the evil grin behind his own.   

The Sinister Six-type weapons include the following:  
• A Dr. Octopus-like tentacle whip that is mounted on an 

oversized gauntlet that fits over the user’s left forearm.  
(Tentacle Whip 3)

• A Vulture-like wing harness, allowing the user to fly silently.  
(Flight 3)

• Knives carved with African designs reminiscent of Kraven 
the Hunter.  The knives carry a variation of his herb potions.  
(Damage +1, stones vs. Durability to drug.  If drugged, all 
Difficulties are at +1, with each strike producing a 
cumulative effect until +4 at which point the victim passes 
out)

• Oversized gloves that generate electricity using the same 
frequency as Electro’s energy projection.  (Close Combat 
Damage +3; Force Blast 3, electricity)

• A sand blaster pistol that is connected to a backpack filled 
with a unique sand by-product of the Sandman, sand that 
hardens around its victim.  (Force Blast 3, sand, entrapment)

• A Mysterio-like fishbowl helmet with epaulets that spray 
hallucinogenic gas.  The helmet provides the user with an air 
supply and protection from the gas. (Create Illusions 3)

• NOTE—Even though the numbers for these weapons are 
relatively low, the players might feel tempted to appropriate 
the weapons they “liberate” from the gangsters they 
encounter.  This should be discouraged, either by role 
playing the hero’s sense of honor (or disgust at associating 
with a villain) or by simply allowing the devices not to work 
once the heroes get their hands on them.  No matter how 
many stones they waste-- er, spend-- on trying to operate 
them, the weapons simply won’t work for them. 
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  As we begin the adventure, the Green Goblin’s plan is well 
underway.  Using wheels within wheels, he and the Sinister Six 
secretly infiltrated the weapons distributions of all of the major 
New York gangs, even the Kingpin and the Maggia’s operations!  
Pretty much all gangs throughout New York have some level of 
pseudo-villainous “Sixer” weaponry, even the small hoods in the 
back alleys of Hell’s Kitchen.  This is the level in which the 
players will become involved.  Bit by bit, the players must work 
their way up the ladder of this strange power-pyramid scheme 
until they can confront the Green Goblin directly.  

MISSION 1:
Primary Objective: Stop the gangs who are using a new wave 

of weaponry and track down the suppliers.
Secondary Objective: Connect the weaponry to the Sinister 

Six weapon smuggling operation.
Bonus Objective:  Deduce that there is more going on than 

meets the eye. (Do not reveal to players.)

NEWS ITEMS!  DAILY BUGLE
•Mayoral election may swing on pro/anti-vigilante platforms.
•Old grudges break to new mutiny! “Super-Gangs” wreak 

havoc in Hell’s Kitchen!
•Training Days--  ESU to aid NYPD in preparing for possible 

bioterrorism.
•Latest quarter earnings of Oscorp show highest rate of growth.

ENTRY POINT FOR THE PLAYERS
It is deep into the night over New York City.  The players are 
performing a routine patrol around the city, targeting Hell’s 

Kitchen in Midtown, Manhattan, after catching the headline 
regarding the outbreak of “Super-Gang” violence. They might note 
the relative calm, perhaps because most of the residents have learned 
to retire early in these turbulent times.

Each of the players’ characters should have a reason for wanting to 
stop the gang warfare.  Spider-Man could have an assignment from 
The Daily Bugle.  Daredevil’s reason is obvious—he wants to protect 
Hell’s Kitchen.  The Punisher may be following a drug trafficking 
ring to the gangs ruling this area.  The characters have happened upon 
each other and have decided to team up.  It’s time for a little shop-talk 
among the heroes.  The players should role-play their introductions, 
although the tone of the conversation can range from friendly to 
guarded, depending if one characters considers the other to be a hero 
(Daredevil) a mysterious figure (Spider-Man) or a borderline criminal 
(Punisher.)  On the other hand, this adventure can be played with an 
established team of characters with a single motivation, such as the 
New Warriors or the Marvel Knights.  

One of the heroes, someone with Streetwise, Gang Culture, or a 
related Social Skills specialty, will remember one of their contacts 
explaining a potential hotspot of gang activity nearby.  “I donno, but 
from whadda hear,” the contact had said, “McCamry Playground, 
West 43rd, is gettin’ lotta ‘ttention. Word is, th’ Los Ardillones be 
lookin’ to grow a bit, chu know?  But the 5-Ps already hang thar.  
‘Sgonna be trouble, man.  An’ I  talkin’ tru-BULL!”  Any hero 
familiar with the area should be concerned.  The Holy Cross Church 
is on the same block, and has been a beacon of peace for many years.  
This new development could be more serious than just a simple gang 
scuffle!

Scene 1:
(Refer to Area Map of Hell’s Kitchen)
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When the players arrive on the scene, there will already be an 
outbreak of violence between the rival gangs.  Describe the 
occasional flashes of light and sounds of explosions as the heroes 
approach.  Coming even closer, the heroes will notice various 
sounds of gunfire and, more strangely, sizzles of laser fire. Even 
the air will take on an acrid, ozone smell.  This is not your typical 
gang scuffle!

McCamry Playground is a small park nestled within a low-
income housing area of Hell’s Kitchen.  On one side, we have Los 
Ardillones (the ‘Llones), an up-and-coming Latino gang which is 
determined to become a force to be reckoned with.  During the 
fight, they will taunt their enemies with complaints about how they 
are being mistreated and will make explicit threats about how 
things will be different, once they rule the streets!  Their rivals, the 
Five Points gang (5-Ps), have long enjoyed the distinction of being 
the most feared and dangerous gang in the area.  They will curse 
and deride the Ardillones for what they see as a feeble attempt to 
make themselves known.  “Yo!  You think you can come ‘round 
here and own us with your bad new weapons?  You play with the 
5-Ps, you play with death, man!”  Their taunts are largely more 
cliche--  that the ‘Llones don’t know who they are dealing with, 
they should go home to cry to mommy, and worse.  Feel free to 
make a list of your own colorful threats to sprinkle throughout the 
battle!

The strange sounds of the battle are coming from four specific 
gang members--  two leaders on each side.  They are carrying 
weapons that grant them an edge against their rivals.  The Los 
Adrillones leaders will have the Tentacle Whip gauntlet and the 
Electro-Gloves.  One of the 5-P leaders uses the Sandblast Pistol 
and the other uses both the Vulture harness and the Kraven 
daggers.  The leaders are not engaging their counterparts so much 
as simply calling the shots and picking off the non-powered 
members from either end of the sidelines.

Gang Leaders:  ABILITIES: Int: 2, Str: 2, Agi: 2, Spd: 2, Dur: 3; 
ACTIONS: Close Combat: 3 (Agility Bonus); Ranged Combat: 3 
(Weapons Bonus); Leadership: 2; EQUIPMENT: Specialized 
“Sixer” weaponry (see above).  BEHAVIOR:  Lead the gang in 
taking back the streets and gaining revenge for dead brethren.

Everyone is involved in the free-for-all.  Several gangsters from 
either side already lie unmoving about the playground.  Overall, 
however, there will be about three times as many gang members as 
there are heroes when the players arrive.  This includes the gang 
leaders.  (This number is just for dressing the scene-- you will 
really have an “unlimited” number of enemies.  Just keep making 
up stats for them as needed until the heroes force the gangs to 
disperse.)  

Hell’s Kitchen Gangsters:  ABILITIES: Int: 1, Str: 2, Agi: 2, 
Spd: 2, Dur: 2 ; ACTIONS: Close Combat: 2 (Agility Bonus); 
Ranged Combat: 2 (Weapons Bonus); EQUIPMENT: Handgun 
(+2) and knife or sawed-off pipe (+1).  BEHAVIOR:  Beat down 
the rival gang until all are dead and the gang’s street cred is won 
back.  

The players may try to break up the fight by announcing their 
presence.  This will have little effect, as the fight is well and truly 
underway, and neither side will pay much attention to the heroes.  
In fact, when the heroes try to stop the fight by jumping into the 
fray, they will only get the attention of the gang members they 
engage directly.  All other gang members will continue to fight the 
other side.  In fact, the hero might just prove a welcome 
distraction, as the gangsters may shoot their rivals in the back, 
right under the hero’s nose!   The only way to really end the brawl 

is to engage the gang leaders.  The moment that one gang leader 
looses 2 white stones of Health, the gang members on his side will 
attempt to flee the scene.  Any hero who wants to capture a youth 
must do so in the subsequent Panel; otherwise, he slips quickly into 
the shadows.  Unfortunately, most of the gangsters will escape. The 
gang leaders will attempt to flee once any one of them is reduced 
below 1 white stone of Health.  They won’t get off so easily!  Allow 
the heroes to chase the leaders down, if necessary.   

The real challenge to this battle lies in the overwhelming 
numbers of the gang members. They seem to pop out of nowhere and 
they scuttle just as quickly into the night.  Just keep in mind that, all 
in all, these are just low-level street thugs. If the players are 
struggling through the scene, simply have their most imminent threats 
taken care of by a random shot or rival gangster.  If a gang leader is 
causing too much trouble, a rival leader will temporarily engage him 
while the hero, sidelined, can recoup and deliver the coup d’ grace.  

Afterward, the players should interrogate the fallen gang leaders 
about their strange weaponry.  The leaders can’t offer too much 
information, since it was their floater who set up the weapons deal 
from some supplier a few blocks away--  they just needed them fast 
and cheap. Besides, anyone can find these “Sixer” weapons.  They’ve 
been flooding the streets for days now.  

Since this is the first time they have heard the term “Sixer,” 
particularly astute players may notice there are only five weapons 
represented.  But if the players don’t pick up on the numbers clue, 
one of the Adrillones leaders will curse at the heroes, saying “if our 
homey had come back with more firepower like he was supposed to, 
we could have taken care of those idiots before YOU had to punk 
us!”  When pressed, the leader will reveal there was another type of 
weapon that their homey had, but he took off with a group to find the 
supplier himself.  He said something about ESU, about getting a 
different weapon.  Why?  What else was he supposed to do with a 
fishbowl helmet that “sprayed out some wicked-trippy gas, man!” 

Scene 2:
(Refer to Area Map of ESU’s Science Building Interior)

The campus of Empire State University lies empty this late at night. 
The gates are locked shut and only a few lights shine through the 
dormitory windows.  Which, of course, makes the strange purple mist 
surrounding the science building all that more mysterious! The gas 
cloud, unbeknownst to the players, is the variation of Mysterio’s 
hallucinogenic spray somehow released into the air.  The players may 
think they are clever by trying to shield their mouths or to otherwise 
avoid breathing the mist, but it is of no use— the mist will seep into 
the pores of their skin.  (If a player really manages to avoid being 
affected, via a robot body, Self-Contained Lifeform or Phase Shift 
Action, have the players split up, with the unaffected character being 
able to snap the others out of their illusion-based hysteria later in the 
Scene.)  

The science building is a 5-story structure whose world-class 
facilities are hidden behind an old-world brownstone facade. Inside 
the science building, play up the spooky atmosphere.  Just when the 
heroes feel they have entered the deepest part of the building, the 
ambient light of the hallways dims entirely.  Even equipment or light-
based powers grow faint and slip into darkness.  There is a brief 
moment of tense silence, and that’s when the Lizard-Men arrive!  
There are twice as many Lizard-Men as there are heroes, and they 
pounce upon their unsuspecting victims as if they have landed an 
ambush (although normal Prescience rules apply.)  

Lizard-Men:  ABILITIES: Int: 1, Str: 3, Agi: 4, Spd: 2, Dur: 3; 
ACTIONS: Close Combat: 3 (Agility Bonus); MODIFIERS: Claws 
(+2), Mental Defense (+2);  BEHAVIOR:  Mindless destruction.
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Play out the battle as if it were entirely real.  Once all (or at 
least one half) of the Lizard-Men lie defeated, the heroes gradually 
shake off the effects of the hallucinogenic mist.  (Alternatively, an 
unaffected teammate might arrive at this moment, and you can role 
play the character snapping his allies to their senses.)  They now 
realize that not only were the Lizard-Men all in their minds, but 
they were, in fact, the extra members of the Los Adrillones gang!  

The ‘Llones tell their story: Their floater had managed to 
hook them up with a dealer that could score them some of the 
wicked new weapons that have been flooding the streets.  But as 
powerful as the equipment proved to be, some of the pieces 
seemed . . . “stupid.” In particular, a weird fishbowl helmet with its 
Freaky Spray.  The ‘Llones wanted something more powerful, and 
they managed to track down the dealer to ESU.  It seems there was 
going to be a brand-new “Sixer” weapon that would be available 
soon, and the ‘Llones wanted to be the first to gain a bit of an edge.  
However, when they crashed the ESU, they were confronted by a 
doctor and some security guards who were investigating the 
weapons creation.  When the ‘Llones fought back, something went 
wrong with the Freaky Spray, and the doctor turned into some 
Lizard-guy!  Things went a little black after that, until they shook 
off the illusions at the same time as the heroes.  “Uh, did he just 
say, ‘some Lizard-guy?’”

The Mysterio-spray may have diluted, but one of its effects 
remains unleashed--  Dr. Curt Connors, who hoped to crash the 
Sixer weapons creation, has been unwittingly transformed into his 
alter-ego, the Lizard. They don’t have long to wait, for once the 
gangsters have told their story to the heroes, the Lizard attacks the 
scene!  The Lizard will have already have three alligators under his 
control, although he can have more or fewer according to the 
number of players.  The Lizard is intent on protecting what he sees 
as his “territory” and will want to kill all intruders, including the 
heroes and any Los Adrillones members.  The gangsters won’t 

fight back, so  the heroes must protect the gang members while 
subduing the Lizard.  Once the Lizard is reduced to zero stones of 
Health, he reverts to Curt Connors.

Connors will confirm that his Lizard alter-ego was unleashed in 
reaction to the hallucinogenic spray.  He also shares how he stumbled 
across information on his computer that suggests someone has been 
trying to access his files in hopes of replicating a variation of his 
Lizard-serum.  He shows footage of a recent break-in, but the security 
tapes were nearly destroyed, and the results are blurry, scratched, and 
full of static, with a jerky black-and-white grain that would be present 
under the best of circumstances. If the heroes place a number of 
stones into Intelligence to study the tapes, they will discover an 
overweight man with strange goggles (players may guess correctly 
that it’s Dr. Octopus) and a skinny, hunched man with a winged 
costume (the Vulture.)  The heroes should catch that the Sinister Six 
is somehow involved.  But observant players may note that the Lizard 
was never a member of the Sinister Six, and that there is a larger 
scheme at work.  

Scene 3:
If supervillains are developing mass-produced weapons based on 
their powers, what better way to discover their plans than to go where 
the supervillains go-- the infamous supervillain hang-out, The Bar 
With No Name.  The heroes may get this tip from the gang members, 
who may mention that Dr. Octopus was seen there recently, or from 
Dr. Connors, who in his alter ego is a supervillain, after all.  
Alternatively, the heroes might have to come up with this information 
on their own, using their own skills and abilities.  Almost any Action 
will succeed as the players begin hunting villains.  Encourage 
creative use of Hunting/Tracking, Black Ops, and Concentration.  
Social Skills would be useful, too, especially if the hero has a history 
of criminal contacts. 
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Once the players find themselves outside The Bar With No 
Name, it should be clear that this will not be a simple matter of 
trouncing the villain in a Mighty Marvel Slugfest.  Instead, the 
players are going to have to rely on their role-playing skills to 
maneuver through this potentially explosive minefield.  You should 
discourage the players from simply crashing the Bar, to go in with 
both guns blazing, as it were.  The heroes will naturally have a 
“bad feeling” about doing so.  In the words of one of the 
characters’ respected contact:  “Inside that Bar is a legion of 
deranged and tortured souls, each more maniacal than the next.  
The people at that Bar trade psychotic schemes like others trade 
phone numbers.  Sure, you could take down one, maybe two bad 
guys, before breaking a sweat.  But while your back is turned, you 
got THIRTY more where that came from!  Even Stilt-Man can land 
that one-in-a-million punch when he’s just one in million.”  

 It’s up to the heroes on how to get inside.  They can try to 
infiltrate in a civilian guise, or they can even try to impersonate a 
supervillain of their choosing!  If they wait outside the Bar long 
enough, they might witness a group of villains equal to their 
number about to enter--  an obvious chance to capture and steal 
these villain’s identities.  This doesn’t have to lead to a battle that 
has to be played out.  Simply allow the ambush to succeed in order 
to move the story along. 

Inside, numerous costumed characters fill the place.  You can 
name drop some of your and your players favorite villains.  Most 
of the supervillains featured in the profiles of the Marvel Universe 
Roleplaying Game books are available, if only for set dressing.  
Notably absent, of course, are the Sinister Six members (and the 
Green Goblin.)    

Have the heroes weave in and out of conversations.  What do 
supervillains talk about in their time off?  The players can catch 
snippets of conversations such as so-and-so’s latest haul, the 
performance of so-and-so’s hi-tech armor, the near-capture of so-
and-so.  Once the players try to steer conversation to the “Sixer” 
weapons smuggling, they will need to win a Social Skills action 
versus a Difficulty 4/Resistance 9.  As GM, you can offer 
Situational Modifiers, including for convincingly role-played 
arguments.  Note that the Resistance can be overcome by 
combining the effects of talking to more than one person.  In other 
words, the players don’t have to talk to the same person over and 
over.  Ultimately, the heroes will learn of a connection to a Maggia 
front, a corporate office.  One of the criminals will bend his head 
low and whisper that you didn’t hear it from him, but the weapons 
weren’t sold by no Dr. Octopus.  No one knows who’s making 
them, but the weapons supply is headed up by the Maggia--  by 
Hammerhead’s men.  The same Maggia boss operating out of a 
certain penthouse in Midtown.   

MISSION 2:
Primary Objective: Track down and confront the weapon 
suppliers.
Secondary Objective: Defeat Carnage/Venom.
Bonus Objective:  Avoid bad press!

Scene 1:
(Refer to Hammerhead’s Penthouse Area Map)

It will be early morning by the time the players make their way to 
Hammerhead’s penthouse.  It should be fairly easy to make their 
way to the penthouse area of the building--  have the players 
describe their plan of attack. The most obvious entrance will be by 

way of the rooftop, although the players may have to make their way 
up from the lobby if no one has any superpowers or equipment to 
help them.  Make it as easy as possible for the players to succeed at 
their infiltration.  For example, the players may expect to encounter 
alarm systems, and you will allow any stones allotted to be a 
successful Action.  If the players encounter guards in the lobby, allow 
any bluff to be successful.  

This is important because if the players noticeably break into 
what is considered to be a respectable residential building, it could 
jeopardize their reputations.  On one hand, obviously, the players are 
meant to be placed in the middle of action as soon as possible.  On 
the other hand, they must be careful to do so in a heroic manner or 
risk having this situation come back and hurt them!  This will be 
made more important later in the Mission.

Regardless of the player’s plan of “attack,” they will end up in 
the entry hall of Hammerhead’s penthouse.  The quietness of this 
scene will be disrupted suddenly once the heroes make their way 
through the center of the expansive penthouse hallway.  Suddenly, the 
columns along the walls open up, exposing the Maggia’s high-tech 
bodyguards, the Dreadnought robots.  There will be one Dreadnought 
per hero, although you may adjust that number by one or two 
depending on how tough you want to make it for the players.  The 
Dreadnoughts are playing for keeps—after all, they are just doing 
what they are programmed to do.  That said, they will each pick out 
one hero and not deviate from single-mindedly attacking him or her.  
In other words, they won’t team up on their opponents, split stones 
for multiple targets, or switch targets during the battle.  This could 
work to the heroes’ advantage if they catch on to this, and they 
themselves start switching or teaming up on opponents.   

Dreadnought Robots:  ABILITIES: Int: 0, Str: 4, Agi: 2, Spd: 2, 
Dur: 5; ACTIONS: Close Combat: 3 (Strength Bonus), Ranged 
Combat: 3; Gamma Ray Blast: 4; Freon Gas Spray: 3 (stones vs. Dur. 
to freeze/entrap); MODIFIERS: Armor Electrification (+2), Spiked 
Knuckles (+1 to Close or Ranged Combat), Flamethrower (+2), 
Toughness (+5, no 2x Damage), Mental Defense (+8); BEHAVIOR:  
Destroy intruder.

If the battle goes on for over ten Panels (and especially if the 
players are having an unenjoyably hard time) you can have 
Hammerhead show up with an entourage of Maggia bodyguards and 
dramatically order the Dreadnoughts to stand down.  But in general, 
the battle should end in one of two ways-- one, the heroes can defeat 
the robots; two, the robots can clobber the heroes.  If it is the latter, 
describe how the heroes succumb to the blackness of 
unconsciousness.  When they wake up, they will be trussed up in 
chairs and prepared for the audience with Hammerhead.  Instead, if 
the heroes defeated the robots, they will scarcely have a moment to 
catch a breath when Hammerhead enters.

Whenever Hammerhead arrives on the scene, he will burst 
through the double doors that lead into the room, flanked with 
Maggia goons. However, this entrance might have been more 
powerful if Hammerhead had time to change out of his pajamas!   
Hammerhead is a commanding, powerful figure despite his pinstriped 
red robes.  The way he moves, the way he scowls at the heroes, the 
way he uses his thick New York accent-- all of Hammerhead shows 
that he is used to imposing respect.  He will immediately demand to 
know what is going on and who are “all dese mooks.”  

The players have a variety of ways to negotiate with 
Hammerhead.  This is another role-playing moment as the heroes try 
to leverage some information out of the Maggia.  They can use any 
relevant Social Skills specialties (or other skills at the GM’s 
discretion) during the confrontation, and particularly good role-
playing might earn them a Situational Modifier.  Do the heroes take 
the high road, demanding answers, or might they try “making an offer 
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they can’t refuse,” pretending to want in on the Maggia’s weapons 
racket?   But they should be careful— Hammerhead is not one to 
be bullied. Any explicit threats will earn the players a +1 to +2 to 
the Difficulty.  And, obviously, this all depends on how the battle 
ended with the Dreadnoughts.  Threatening Hammerhead while 
being trussed up after a defeat will not be the best tactic. 

During the conversation, Hammerhead will reveal that he 
was given prototype weapons by Sandman, Kraven, and the 
Vulture.  However, the word on the street is that three different 
prototypes were given to a rival organization--  no less than the 
Kingpin’s, if the rumors are to be believed.  These weapons proved 
to be cheap to produce and tremendously effective, creating a 
skyrocketing demand while flooding the city with the product.  
The three villains have even promised to return with prototypes of 
new weapons in the future.  However, Hammerhead is upset that 
he doesn’t seem to have an exclusive on these weapons.  He knows 
the weapons do little more than create a cancer as flunkies on all 
levels are relying on this weaponry and picking each other off in 
droves.  He is an old-fashioned man with old-fashioned values, 
after all, and he wants to see this “Sixer” scheme stopped as much 
as the heroes, but he doesn’t want to abandon the arms entirely and 
have his organization left at a disadvantage.  He gives the heroes 
the location of where the Kingpin is supposedly having a “power 
meeting” today.  “But, of course, you didn’t hear dat from me!”  

Scene 2:
At high noon, the Kingpin will be playing chess with a fellow 
influential businessman at a posh restaurant in Chase-Manhattan 
Plaza. This power meeting is so powerful, in fact, that the entire 

restaurant and surrounding area has been bought out to provide 
maximum security and seclusion.   The meeting takes place in the 
open, but secluded, air of a quiet patio, enclosed from the rest of the 
upper-level Plaza.  The Kingpin is flanked by two bodyguards, and 
the businessman is flanked by three.  (Overzealous players might leap 
to the conclusion that the Kingpin with six people around him might 
equal the Kingpin plus the Sinister Six!  Mention that the guards are 
shadowy figures and some wear heavy coats and low-brim hats—that 
should help the conclusion!) This meeting is so powerful, in fact, that 
the entire restaurant and surrounding area has been bought out to 
provide maximum security and seclusion. The lunch takes place in 
the open, but secluded, air of a quiet patio, enclosed from the rest of 
the upper-level Plaza by various long cement planters and stanchions. 

The players might choose to enter the scene in various ways, 
but the most dramatic of all will be a sudden attack from above.  The 
guards will make an attempt to defend their employers, of course, but 
it’s really just for storytelling.  Any attack will be waved away by the 
Kingpin after the first Panel.  The Kingpin will be ready and anxious 
to talk with the players without having to resort to violence.  He will 
dismiss everyone else from the scene so he can focus on the players. 

“I see,” the Kingpin will acknowledge once he hears what the 
heroes have come for.  He will not offer any information regarding 
any questions the players might have. After all, information comes 
with a price. Or as a prize. With a sudden smile, the Kingpin will 
offer to give the answers the heroes seek if one of them can best him 
in a one-on-one duel at chess.  No powers, no weapons, no help from 
teammates, just the two characters using their mental acuity. The 
players have no choice but to agree.

The chess game is Difficulty 3, Resistance of 9. Both the 
Kingpin and the player will play stones, and whoever completes the 
Resistance first will be the winner.  The Kingpin will use his Social 
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Skills of 7 plus the Socialite specialty, and the player is free to use 
Intelligence or a Social Skills Action as well.  Related Social Skills 
specialties such as High Culture or Jet-Set Culture are appropriate, 
as well as any others that the GM may allow, as long as the player 
sticks with just one specialty during the contest.  

Note that the rest of the players can’t interfere. This includes 
lending stones through Actions such as Leadership. Particularly 
sneaky players may try to use Telepathy or Magic. This should be 
tricky, however, not just because it makes things easier for the 
players! Remember, the Kingpin has the information the characters 
need, and he won’t give it up until Mission 3.  The crimelord is no 
pushover, either. He may be familiar with the characters’ powers 
and expressly forbid them from use during the contest, on the 
penalty of forfeit. He will certainly be on his guard and have a 
Situational Modifier for any such attacks during this scene.  But 
even after all this, if some players manage to read his mind, they 
might find themselves only pick up surface thoughts about chess 
moves, learning nothing of the information that Kingpin will be 
planning on giving to them.

If the hero loses the chess match, the Kingpin will laugh 
heartily. He will consider the “price” of the hero’s dignity as 
adequate payment for the information. If the Kingpin loses, he 
will . . . also laugh heartily.  He will concede that he is not often 
beaten, and this worthy task deserves a worthy reward.  

Before he relinquishes the information, the Kingpin offers 
the heroes a place at his table, and he will even offer to pay for 
lunch for any hero who wishes to eat. This is one of the top 
restaurants in New York, so chances are the heroes may never have 
even dreamed they would be able to eat here. Find out what your 
players are salivating for, or add some gourmet ideas to the set 
dressing.  

The Kingpin’s story will be somewhat similar to 
Hammerhead’s.  He was given prototype weapons by Doctor 
Octopus, Electro, and Mysterio.  The Kingpin thought the three 
were merely trying to raise some quick cash by providing cheap 
knock-offs of their signature equipment. Once other “Sixer” 
weapons started appearing (and in the hands of Kingpin’s rivals, no 
less,) the Kingpin began to grow concerned. The weapons were too 
easily mass-produced, and the gang rivalry may overwhelm both 
gangs at once. Unlike Hammerhead, however, the Kingpin is ready 
to dive into the production of these weapons, as he hopes to gain 
the upper hand by diversifying his weapons array as soon as 
possible. In fact, Doctor Octopus has offered him a taste of the new 
weaponry tonight. The Kingpin gloats--  he tells the heroes where 
his warehouse is, boasting in full confidence that they will prove to 
be worthy “targets” to test his new weapons. 

Scene 3:
(Refer to Kingpin’s Warehouse Area Map)

It’s best to wait for nightfall to investigate the Kingpin’s 
warehouse. Not only is the area less crowded and virtually 
abandoned, but it creates a much nicer environment to describe to 
the players! The warehouse is located on the Brooklyn waterfront, 
and it’s typical of The Mog—old, worn, and lying sad in the 
darkness.  As with Hammerhead’s penthouse, it should be fairly 
easy for the heroes to infiltrate the location. Besides, the Kingpin 
already knows they are coming!  Whether coming in from the 
rooftops, the side or rear entrances, or even simply walking up to 
the front door—the heroes should know this was easy. Perhaps 
“too easy!”

Once inside, the lights will suddenly turn on, illuminating the 
warehouse as if it were day.  The interior is a mixture of storage 

and high-tech laboratory.  Most noticeable, however, are the two 
containment tubes in the center of the area.  Inside one, Carnage.  In 
the other, Venom.  The two villains seem asleep, inert.  A picture of a 
strange new weapon revolves on a display in between the 
containment devices.  A button lights up suggestively—the players 
must press the button to continue to research the new weapon.  (This 
becomes important in Mission 3.)  Apparently, the new weapon is 
some kind of gyrojet pistol--  a gun that fires small projectiles 
containing a variation of the alien symbiote.  The substance will then 
envelope its victim and entrap and/or smother him.  Behind the 
heroes, rows and rows of crates are stacked on wide shelves, reaching 
to the ceiling.  If those crates are loaded with “Sixer” weapons, the 
Kingpin would be sitting on a stockpile large enough to build his own 
super-army!

As if that weren’t ominous enough, a soft tapping sounds on the 
glass of the containment tube. Carnage and Venom are awake!  The 
two villains talk to each other, agreeing that it would behoove them to 
team up, just as long as it takes to get out of their imprisonment . . . 
and to kill the heroes.  With that, they start pounding on the glass.  
Before the heroes have time to react, the villains burst loose! The 
heroes must subdue both Venom and Carnage, who have been cooped 
up too long to see anything but red!

During the battle, Venom and Carnage will pull no stops to hurt 
the characters.  These two characters should give a group of four to 
five heroes a good run for their money, and they are not afraid to split 
stones for multiple attacks.  If you think that the villains need a bit 
more of an “edge,” you can have Venom discover an early prototype 
of the symbiote ammo on a nearby table, throwing them at the heroes 
and entangling/smothering one or two heroes. The villains can 
similarly use their environment to their advantage.  Either might find 
stray cables and use them to electrify his opponent (treat as the 
Electrification Modifier for powered armor at +4).  Another might 
use a computer bay or lab table as a thrown weapon (Weight 2.)  If 
either one is reduced to 2 white stones, he will retreat only as far as 
the racks of crates in the far half of the warehouse.  From there, he 
will launch sneak attacks from above and/or from between the crates 
and shelves.  Those huge crates make good Weight 4 ranged 
weapons, when thrown!  If the villains defeat the heroes, they will 
quickly escape the scene, parting ways.  Once the heroes defeat one 
of the villains, the other will turn tail and escape.  The players have 
one Panel to subdue him; otherwise, the villain dashes off through the 
upper windows of the warehouse.  
       Immediately after the villain goes down, the heroes will hear 
police sirens and see the signals lights flashing into the scene.  The 
heroes barely have time to breathe over their fallen foe (and maybe 
glimpse the other villain slipping out of the warehouse) when the 
police burst into the warehouse’s front doors. The heroes should 
immediately recognize the high-tech weaponry and distinctive 
insignia of New York’s Code: Blue. The officers will bark at the 
heroes to stand down, stay where they are, and that they are under 
arrest! The Code: Blue officers will escort the heroes to their van, 
where they will be taken to their special holding facility while their 
charges are booked.  On their way to the van, the heroes will notice 
the Kingpin, who is among the crowd of several senior officers, 
obviously talking to them about the recent “break in.” The Kingpin 
will smile knowingly, tipping his cane to the heroes as they pass.

The heroes will probably be weak from their battle already, but 
if they still want to resist, the Code: Blue officer will say he “just 
wants to talk” and will ask for their cooperation. The odds are 
definitely not in the heroes’ favor, since they don’t know about the 
number of officers still waiting outside the building. Even so, if the 
heroes try to fight their way out or to use a travel power to escape, 
several Code: Blue snipers will fire tranquilizer darts at the heroes, 
taking them out and they will wake up in the next scene, but not 
before they notice the Kingpin’s smiling face as they are carried off.
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MISSION 3:
Primary Objective: Uncover the ultimate villain behind it all.
Secondary Objective: Defeat all the supervillains
Bonus Objective: Clear their names!

Scene 1:
Lt. Marc Stone, leader of the Code: Blue team, will apologize to 
the heroes as they are put into the headquarters’ holding facility 
(or, if they were rendered unconscious and transported against their 
will, he will apologize as they come to within the cell.)  “Look, 
this is just until we can sort some things out.”  He remarks how the 
heroes have helped his team and the city more often than not, even 
if they weren’t aware of their influence.  “You guys will be outta 
here soon, if I have anything to say about it.  Just be patient for a 
little while.  You know how it is.”  He will caution, however, that 
the heroes must not, under any circumstances, cause any 
disturbances during their “visit.”

Throughout the booking experience, the players have 
opportunities to interact with the Code: Blue officers.  This might 
be the first opportunity the heroes have had to experience the other 
end of the justice system. Some officers will be openly belligerent 
to the heroes, upset at their vigilante lifestyle.  Others will be 
genuinely sorry that the heroes may be victims here.  Still others 
will be star-struck, gushing embarrassingly at finally being able to 

meet their favorite hero!  Separate the heroes and have different types 
of officers interacting with each group. For example, a sympathetic 
officer could strike up a real heart-to-heart with Spider-Man, while 
the gushing, star-struck officer would be a funny match with the 
Punisher.

As per procedure, all of the heroes’ equipment have been 
confiscated.  That means any armor, weapons, or other devices have 
been removed from play temporarily.  Obviously, the police won’t let 
a character take a sword or a gun into the holding cell, and this rule 
extends to any such items from Spider-Man’s web shooters to Moon 
Knight’s cape to any powered armor heroes.  In fact, although the 
heroes have been extended the courtesy of being able to retain their 
masks, they have been asked to remove their gloves and boots, since 
many villains have control circuitry hidden inside.  Those with masks 
look somewhat silly in their prison-issued complimentary uniform. 

The Holding Facility is open only at the west wall, which 
consists of nothing but iron bars, a section of which is a sliding door 
entrance/exit.  This particular Facility has been outfitted with special 
energy-sapping devices to inhibit the use of superhuman abilities.  All 
superhuman Actions/Modifiers will be reduced to 0, and the player 
cannot use such Actions (although “normal” Actions such as Close 
Combat and Social Skills will remain unaffected.)  Any Ability over 
level three will drop to level three, and any Ability at three will drop 
to two. (If any Ability is at two or one, there is no change.)  
Determine ahead of time exactly how the power inhibitors effect each 
hero.

In the Facility there is at least one prisoner per player plus two 
or three others.  Most of the prisoners will ignore the heroes, but soon 
a group of three will be bold enough to confront one of them.  The 
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prisoners, members of the gang the heroes busted at the beginning 
of the adventure, hold a grudge, and they aren’t going to stand for 
it!  The criminals begin verbally assault the heroes.  They think the 
hero is responsible for their life of crime, they claim to have been 
physically hurt after being accosted by the hero.  What’s worse, 
they hold the heroes responsible for now leaving their homes and 
families unprotected by the inevitable gang retaliation.  

The confrontation may end physically, despite the warning of 
Lt. Mark Stone. The moment any blows are thrown, the combat 
will end as soon as it begins. Players won’t have to spend any 
stones, as  Code: Blue officers will suddenly burst onto the scene.  
The officers will separate the combatants, ordering the heroes to be 
removed. In fact, they will next be brought before the judge for 
their arraignment.  

Scene 2:
The courthouse is packed with spectators. Fans of super-

heroes sit side-by-side with anti-vigilante watchdog groups. The 
crowd is buzzing with excitement, and all of the major newspapers 
and television news programs are represented, most of them 
talking at once. Also among the crowd-- the Kingpin, seated 
slightly behind the prosecutor’s table.  There may even be a couple 
of guest appearances by costumed heroes who are listed in the 
Profiles section, such as Luke Cage and Iron Fist, if they are not 
characters already used by the players.  

The heroes are brought before Judge Spenser Watson 
(incidentally, the uncle of Mary Jane.)  They are asked to sit at the 
defense table and they will be represented by Foggy Nelson.  After 
the docket is read, Foggy asks immediately for a sidebar with the 
judge.  Foggy, the DA, and the judge confer for several minutes in 
an obviously heated discussion.  When finished, Foggy returns to 
the table.  Judge Watson announces that “this is highly unusual, but 
it seems we live in unusual times.  The defense’s motion to allow 
the accused to speak on their behalf is granted.”  (Obviously, this is 
Marvel Comics rule of law, which may differ slightly from the real 
world.  At least the twisting of the “usual” rules of order will act in 
the player’s favor.)  

The DA will repeat the charges against the heroes:  They are 
accused of breaking and entering, of reckless endangerment, of 
destruction of private and public property, and of vigilantism.  The 
DA will also ask that they be remanded without bail and be 
required to abandon their secret identities.  Because of Foggy’s 
legal maneuvering, each hero will be allowed to take the stand on 
their behalf.  But he won’t be able to prompt them.  The DA will 
be asking the hero to defend himself against one of the following 
directed questions, grilling the heroes one-by-one.  The GM should 
really grill the characters on their bad press to date.  Let this be a 
good opportunity for role-playing.  Have the players stand up when 
it is their turn to answer:

•Did you or did you not break into a warehouse located in 
Brooklyn?  Did you know at the time it was owned and 
operated by Fisk Enterprises? Who pressed a button allowing 
two notorious villains to wake up and escape? Please 
describe the condition of the warehouse after your encounter 
with these villains?  And despite your efforts of vigilantism, 
what happened to the villains?  So you admit to breaking and 
entering, operating as a vigilante, and causing destruction of 
private property?  (If the hero tries to implicate the Kingpin 
as an arms dealer, the DA will counter with the fact the 
heroes have no actual proof that Wilson Fisk had or would be 
selling these weapons or using them in criminal operations.) 

• Did you attempt to break up a gang fight last night?  Despite 
their efforts of vigilantism, how many gang members were 
actually captured? (The number should be at least 4, the two 
leaders, but this is less than five percent of the estimated 
number of gang members at the scene.)  Did you ensure they 
were actually placed into custody? (Because otherwise the 
players left the scene and just assumed the police showed up.)  
And what happened to the weapons? (Unless the heroes 
specifically destroyed the weapons, the DA will point out that 
they left known weapons on the street. If they confiscated the 
weapons, the DA will wonder why the heroes are stealing 
property.)

• Did you break in and enter Empire State University that same 
night? Didn’t you engage in combat with non-superhumans who 
were not armed? (The heroes thought they were engaging 
“Lizard-Men” at the time--  but the DA will suggest that the 
heroes were operating under the influence of mind-controlling 
substances.) Didn’t you consort with a known criminal, Dr. Curt 
Connors, a.k.a. the Lizard?  Didn’t you ask around for the so-
called Bar With No Name, a known meeting place of criminals?  
(If the heroes are getting out of these questions too easily, you 
can have the DA produce a photo of heroes entering the Bar 
With No Name.)

• Did you infiltrate the famous Hammerhead Building in 
Midtown?  Do you have an estimate of the monetary value your 
actions have cost the Hammerhead Building Home Owners 
Association?  (1.2 million dollars in damage to the building and 
to its “automated security devices.”)  Did you have any physical 
proof to connect Mr. Hammerhead to any type of arms dealing?  
(All the heroes have is their word that Hammerhead was telling 
the truth.)

• Is there anything else you would like to add to clarify this 
situation?

In addition to responding to these questions in-character, the 
players must allocate stones in a Social Skills Action to defend 
themselves (with an appropriate Situational Modifier given after their 
stirring defense.)  The Difficulty to confidently present their side of 
the story is not that high—Difficulty 4.  But the Resistance to 
persuade public opinion to their side is high—Resistance 7.  Each 
player must overcome the Difficulty during their time on the stand.  
The amount of red stones that surpass the Difficulty may be added to 
the Resistance, and the players can add such stones collectively as 
each take the stand.  

If the Resistance is overcome by the time the last player speaks 
his/her defense, the court will erupt in applause for our heroes.  Judge 
Watson, once he calls the room to order, will say that he is not 
convinced the heroes were acting maliciously, and that the 
prosecution has yet to offer conclusive proof that the heroes were not 
acting out of noble intentions.  He will dismiss the charges and the 
heroes are free to go.  If the Resistance is not overcome by the last 
player, the court will erupt in grumbling and muttering.  There will be 
an uncomfortable silence as the judge calls the room to order, and the 
players will notice the Kingpin leaning forward to talk to the DA.  
The DA will then stand up and announce that the defense’s alleged 
victim no longer wishes to press charges.  Judge Watson, somewhat 
relieved, will dismiss the case.

Whether or not the players required the Kingpin’s help, the 
Kingpin will approach the heroes immediately after the case is 
dismissed.  He will congratulate the heroes on their success.  He 
continues that he would love nothing more than to see the heroes 
taken away for months, if not years, by the New York justice system, 
but it has occurred to him that there is something more going on here 
than simple arms dealings.  After listening to the testimonies and 
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connecting the ideas, the Kingpin is convinced that there is a larger 
plot at work, trying to pit villain against villain, and heroes have 
somehow stumbled into it all.  There was supposed to be one last 
meeting between the Kingpin and Doctor Octopus, but the Kingpin 
has decided to be truant to this little meeting.  He drops a piece of 
paper as he turns to leave, his bodyguards in tow.  On the paper is a 
longitude and latitude number, plus a time later this evening. 

 

Scene 3:
(Refer to OsCorp Cargo Ship map)

The good news is that the longitude and latitude of the villains’ 
meeting is easy enough to research.  The bad news is that it points 
to an offshore location four miles beyond Staten Island.  Somehow, 
the players must figure a way to get out there.  Characters with 
travel-related powers might not find this such a complicated issue.  
Others, with skills such as Inventing, might be able to kit-bash 
some transportation.  And if a character has a Wealth rating of 4, 
she most likely owns a private yacht already! The best bet, since 
most heroes don’t own private yachts, is to try to use their 
contacts.  This calls for a Social Skills action with a Difficulty of 4, 
so don’t forget to use those specialties.  Be sure to role-play the 
conversation, so the player can earn an appropriate Situational 
Modifier with a lively performance. 

Deep into the night, the heroes approach their destination— 
an old, weather-beaten cargo ship, slightly longer than a football 
field and wider than a four-lane highway.  It barely moves in the 
gently rolling waters, and all is silent save for a bell that 
rhythmically tolls after each wave. All is dark, as well.  In fact, 
when the heroes begin infiltrating the ship, it seems as if it has 

been abandoned. The only light comes from a wide opening (50 by 
25 feet) in the middle of the ship.  In the cargo hold stands Doctor 
Octopus, Vulture, Kraven the Hunter, Electro, Sandman, and 
Mysterio.  Hammerhead is also present.  Despite the heroes’ best 
attempts, they are late.  The meeting has already begun.

The villains stand in a vague circle with Doc Ock in the middle.  
Outside the circle, there are large cargo containers--  huge, metal 
rectangular boxes standing eight feet tall, 10 feet wide, and 30 feet 
long.  These are stacked irregularly, and they fade into the 
background.  The heroes must be at the opening to hear what is going 
on inside. The lights of the cargo hold blaze below, so there is little 
risk of being spotted if the villains casually look upward.

Octopus has obviously been talking about the arms deals with 
Hammerhead.  Hammerhead holds his own quite well against 
Octopus’ self-aggrandizing conversation.  Hammerhead will mention 
that he’s brought the payoff, opening a briefcase full of rare jewels.  
He also demands that, with the Kingpin’s absence, that he be granted 
exclusive ownership of all “Sixer” weaponry.  Doctor Octopus 
laughs.  With a tentacle, he snatches the briefcase away from 
Hammerhead.  With another, he pushes Hammerhead away.  One of 
the cargo containers opens its doors automatically and its illusory 
walls fade away, revealing a barred cell.  Hammerhead is locked 
inside!  Doc Ock sneers, “With your men completely dependent on 
our weaponry, it is I who shall be granted exclusive ownership of 
your entire organization!” 

The other villains look upset, taking offense at the “I” Octopus 
uses.  “Hey, wait a second. . .”  they will start to advance on him.  But 
Octopus, in all his confidence, simply lashes out with his arms once 
more.  In a flash, all the other villains are pushed backwards into cells 
similar to Hammerhead’s.  They are taken off guard, and the moment 
they recover, they find they cannot break free.  Doc Ock explains 
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that, after designing weapons based on their powers, it made it 
easier to develop technology to block those powers, as well.  Now 
they are trapped, and Doctor Octopus is poised to become the 
ultimate power in New York City!

But just as suddenly, an explosion rips through the top of the 
cargo ship, virtually in the midst of the heroes.  They are thrown 
violently down into the hold, landing hard on the floor around Doc 
Ock, who seems just as surprised as the players.  Looking up, the 
figure of another villain comes into focus from behind the glare of 
the lights.  It’s the Green Goblin!  “Not so fast!” he demands of 
Octopus, “You think you could have been a mastermind on such a 
level?  Your power is nothing compared to that of the Green 
Goblin!”  The Goblin explains how he was the true mastermind. 
He offers the Sinister Six a choice to join him as his lieutenants.  
Their first assignment?  To destroy the assorted heroes scattered on 
the floor!  “With this victory, nothing can stand in our way!” With 
a flick of a remote, the Green Goblin opens the doors of the cages, 
and the Sinister Six step forward!

It’s the battle royale!  The Sinister Six aren’t really interested 
in joining with the Green Goblin, not after they’ve been duped.  
They don’t care too much for Doctor Octopus, either, with his 
recent treachery.  But they’ve got a lot of pent up aggression and 
they’ve got a grudge against heroes, so they might as well try to 
defeat the players while they’re down.  As the GM, you can be sure 
to describe the villains’ attitudes as they pummel the heroes.  They 
know a good opportunity when they see one!

As for Doctor Octopus, he will furiously turn on the Green 
Goblin. These two will concentrate their attacks on one another— 
each convinced he is the rightful ruler of the city.  This largely 
removes them from the conflict so the players can concentrate on 
surviving the remaining members of the Sinister Six.  Just be sure 
to describe the various threats, curses, and explosions as these two 
weave around the scene, duking it out.

One easy way to defeat the Six is to use the power-draining 
cells.  The doors of the cells remain open, and if a character calls 
his shots right, he can push his opponent into the containment unit.  
Once locked inside, the villain is rendered effectively powerless.  
Any of the cells will work with any of the villains, but it must be 
one villain per cell.  These “called” shots are harder to achieve (the 
GM may add a few stones to the Difficulty) and it will require the 
hero to succeed in a combat Action by  an amount of stones equal 
to his opponent’s Strength (if pushing him back in hand-to-hand 
combat) or Agility (if pushing him back with a ranged or area 
attack.)  The best bet is for heroes to combine their Actions with 
one another to be able to have enough stones to toss the villains 
inside.  If the heroes need help, Hammerhead will begin to call out 
some suggestions, adding to the players’ Actions by using stones 
from his Leadership. (Once again proving the adage: “the enemy 
of my enemy is my friend!”) 

Once the Sinister Six (er, Five) have been defeated, the 
heroes have to face down both Doctor Octopus and the Green 
Goblin!  The two villains pause in their private battle to regard the 
heroes.  Doc Ock sneers at the Goblin, taunting him that, for all his 
planning, his schemes are all crumbling before him.  Sending out a 
tentacle, he snatches the remote for the cages from the Goblin’s 
belt.  He presses it, unleashing all the Sinister Six members (if they 
had been captured by the heroes.)  Octopus apologizes, admitting 
that he was duped just as much as they, and they must escape to 
plan their revenge.  With another pair of tentacles, he peels off a 
huge piece of the side of the cargo ship.  A huge jet of water bursts 
forth, conveniently pushing over the Green Goblin and the heroes, 
sending them tumbling.  As water starts filling the ship, Doc Ock 
and the Sinister Six, with Hammerhead in tow, make their way out 
of the hold.  The heroes and the Goblin recover in time to see the 

cargo hold doors above them slam shut.  They are now trapped inside 
with the Goblin as the ship lurches, sinking! 

The cargo hold will completely fill with water in 15 Panels.  
During this time, the Green Goblin will continue to battle the heroes: 
“My scheme may have failed, but if anything, this night will be your 
last!”  The Goblin will use his glider to keep out of range of the close 
fighters, and he will use his bombs as much as possible due to their 
area effect.  Although he has been battling Doctor Octopus, use the 
Green Goblin’s full stats and arsenal to give the players (who may be 
weakened by the previous battle) a complete work-out.  If you need 
to give the players a bit of an edge, the Green Goblin may be battle-
weary, with fewer white stones of health and/or red stones of energy.  
Once 5 Panels have left, characters must battle along the tops of 
various containers— the water has risen too high!  Once 10 Panels 
have passed, the characters must spend at least 1 red stone of energy 
using their Strength to stay afloat.  

After 5 Panels or when the Goblin is reduced to one white stone 
of health (whichever comes first,) the Green Goblin will attempt to 
escape and leave the heroes behind.  The players will have one Panel 
to try to defeat the Goblin before he flies off.  If successful, he will 
use his strength to push open the cargo hold doors, breaking them 
free.  But as he leaves, he will slam them closed again, using his 
High-Voltage Gauntlets to weld the doors back into place. 

Once the Green Goblin leaves the scene, there will be four 
Panels left until the water fills the hold completely (unless the players 
managed to chase him off earlier.)  Breaking out of the cargo ship 
must be done within the remaining Panels or the characters risk 
drowning.  If the heroes can fly up to the cargo hold doors, they can 
push it open by overcoming a Difficulty of 5.  If they can’t fly, they 
can’t open the doors because there is no leverage.  Powers with an 
appropriate range might be helpful.  Ripping or blasting through the 
walls of the ship will be Difficulty 7.   If these options won’t work, 
the only thing the heroes can do is make a swim for it!  By beating 
against the force of the water pouring into the ship, they could swim 
through the hole and make it to the surface.  Swimming is a Strength 
action with Difficulty 2 but a Resistance of 8.  This might take a few 
Panels, but the players must succeed in the same number of Panels as 
their Durability or run out of breath.      

The players will make their way out of the ship to see the Green 
Goblin as a tiny speck against the night sky.  Their own transportation 
remains thankfully untouched, allowing the weary heroes a place to 
rest.  While making their way back, they rest knowing they helped 
put an end to the Goblin’s latest scheme and the streets can remain 
safe, for now.  

For further adventures, don’t let the players may not have much 
time to rest on their laurels. They may have stopped the “Sixer” arms 
deals, but there are still some of these weapons on the streets.  Maybe 
the heroes will want to start hunting down all traces of these Sinister-
Six replicas. There may even be other prototypes of weapons based 
on other Spidey-villains, too (Boomerang, Cyclone, and Mad Jack 
make good choices.)  Players will not only have to look out for “new” 
villains, but these modified weapons might inspire a new breed of 
street-level hero as well, perhaps some neophyte Marvel Knights who 
are likely to get in way over their heads!  In any of these events, the 
players’ heroes would also have to work to curb the public panic that 
would likely result, which might be an extension of the bad press they 
got during their day in court. After all, nothing looks better to the 
citizenry (and to the cops and DAs!) than keeping the streets safe.  
       And don’t forget-- the Kingpin may think the heroes owe him a 
big favor. Perhaps the Kingpin needs the heroes to fight Hammerhead 
on his behalf? Who knows what adventures that may lead to!  The 
heroes may have won, but the distant laughter of the Green Goblin 
reminds them that the villain is still out there, ready to menace the 
heroes another day, Good luck, and happy adventuring!
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