
This � rst issue of Due Vigilance brings you a team of supernatural 
super villains, ready to strike fear into the hearts of your players. 
Bound together by greed and darker urges, the Oktobermen are 
mystic mercenaries eager to take on the ugliest jobs for the right 
price. Springheel Jack leads his team to achieve his ultimate goal: 
to become a crown prince of Hell! These seven unholy villains will 
challenge the mettle of your players. Be warned! They are fear-
some foes indeed.

Adding to the terror are the Devilish Duo of Smoke and Mirrors: 
two killers driven by di� erent needs but entangled by fate. One 
is an immortal assassin who can only be seen in re� ections, 
and the other is a ghost who sees the world through the 
twisted view of her painful past. With origins dating back 
to before the Second World War, they can be a threat and a 
mystery on their own… but adding them to the roster of 
The Oktobermen can make the team even more danger-
ous than before!

For this compilation of Night-
marish Ne’er-do-wells, every 
night is Halloween!
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The Oktobermen
Background

Group Background

The Oktobermen are a group of mystical mercenaries, villains, and killers 
gathered together by the half-demon known as Springheel Jack. The group 
works on contract for anyone who can meet its price. The exact payment var-
ies based on the job and the resources of the client. Souls are Jack’s preferred 
currency, but anything that will increase the power or in� uence of his team 
will be considered. At times the group has also operated independently, of-
ten in pursuit of some mystical artifact or other source of arcane power. Jack 
has promised each member of the group power and pro� t in exchange for 
loyal service when he claims his demonic birthright (see Springheel Jack). 
He’s also wise enough to dole out current luxuries, pleasurable diversions, 
and bene� ts to keep everyone happy until that day arrives. 

The group has been active for roughly three years, though some members 
have been active independently for much longer. The Floating Skull and 
Jack in particular have been around since the 1800s, and have been oper-
ating in the mystical community from that time forward. L’Enfant Terrible 
is the newest addition to the group, joining in the last year or so, though 
his crimes and undiscovered atrocities date back several years prior. It is 
rumored Springheel Jack formed similar groups in the past, but he’s never 
done more than slyly hint at this possibility.

In the short time they have been active, the Oktobermen have collected an 
impressive record of accomplishments. They have wiped out sorcerer cabals, 
stolen powerful artifacts, and even captured mystical heroes at the behest of 
their clients. They are known to many in the mystical community, particularly 
among those who tra�  ck with dark magic. They have even worked for the 
Unseelie Court of the Faerie, with Sister Sanguine acting as their envoy.

The members of the Oktobermen are best described as a dysfunctional fam-
ily crossed with a band of rogues. Many of the members don’t particularly 
like each other, but they share bonds created by past success, strength in 
numbers, and similar interests and abilities. Springheel Jack is the undis-
puted leader due to his skill at playing members against each other and 
his potent superhuman powers. The Floating Skull acts as an advisor and 
strategist, though Bookbinder often � lls this role as well.

Team Dynamic
“Dysfunctional but e� ective” are the watchwords for the Oktobermen. 
Springheel Jack gathered the members for their power and dark nature, not 
their people skills.  To keep the group together, he must engage in a delicate 
balancing act of intimidation, deception, and seduction. The group’s general 
feelings for on another are included on the following relationship chart and 
further explanation is included afterwards.
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Bookbinder
Bookbinder is the most reluctant villain of the Oktobermen, but she’s still 
loyal and enthusiastic. She shies away from “really sick stuff” and leaves that 
to L’Enfant Terrible and Hexenwulf, who both frighten her somewhat. She 
finds the Floating Skull intriguing for his vast array of knowledge, and the 
two work well together. She correctly thinks Sister Sanguine is crazy, and is 
annoyed whenever Springheel Jack’s attentions shift to her. 

The Floating Skull
The Floating Skull recognizes Springheel Jack’s ambition and power and it 
terrifies him. He recognizes how crazy L’Enfant Terrible and Sister Sanguine 
are but generally enjoys watching them work. Hexenwulf and he share a 
similarly morose and cruel sense of humor. He delights in making Book-
binder uncomfortable, but respects her knowledge and abilities.

Hexenwulf
Hexenwulf accepts that Springheel Jack is his physical better and leader. 
However, he would be the first to attempt to depose him should he show 
weakness. He respects the Floating Skull’s twisted sense of humor and pow-
er. He finds both Sister Sanguine and L’Enfant Terrible somewhat unsettling 
but recognizes their effectiveness as teammates. He lusts after Bookbinder 
and often makes crude advances towards her, often referencing Little Red 
Riding Hood and similar stories.

L’Enfant Terrible
L’Enfant Terrible likes Springheel Jack and sees him as a sort of role model, 
though he sometimes doesn’t understand the half-demon’s sense of honor. 
He thinks of Hexenwulf more as the group’s pet than a member, but de-
lights in watching the man-wolf hunt and kill. Similarly he treats The Float-
ing Skull like a fun toy and enjoys that this occasionally annoys him. His 
prepubescent half-formed desires and evil nature make him want to “play” 
with Bookbinder, but he understands this would result in Springheel Jack 
expelling him from the group or worse. Sister Sanguine is his favorite and 
he views her as a big sister or surrogate mother who would never tell him to 
stop playing the way he loves.

Sister Sanguine
Sister Sanguine enjoys serving Springheel Jack, finding him delightfully 
inhuman and attractive. She dislikes Bookbinder’s attitude and tendency 
to avoid slaughter and torment. Floating Skull and Hexenwulf amuse her, 
though she feels no strong ties to them. L’Enfant Terrible triggers a twisted 
maternal instinct within her and she praises his evil games and nurtures his 
dark impulses.

Springheel Jack
Springheel Jack respects his team for the dangerous batch of killers and 
disturbed individuals they are. He enjoys romantic liaisons with Sister San-
guine and Bookbinder, but enjoys using their jealousy with each other to 
control them even more. He respects the Floating Skull’s intelligence and 
occult abilities, but doesn’t trust him. He understands he can control Hex-
enwulf and L’Enfant Terrible as long as he provides them with sport and 
reminds them occasionally of his own power and deviousness.

Team Tactics

The Oktobermen fight dirty. Much of the team is limited in their ability to 
win a stand-up brawl but can employ deception and misdirection to great 
advantage. Bookbinder, The Floating Skull, and L’Enfant Terrible are potent 
threats, but all need to be protected from the punishing melee attacks and 
potent ranged combat abilities of many supers to use their powers. Hexen-
wulf and Sister Sanguine are tough frontline types with some impressive 
abilities. Springheel Jack is easily capable of engaging many opponents, 
though he prefers to reduce a foe’s effectiveness before engaging them. 
Some common tactics for the group are listed below. In addition, the Okto-
bermen are not above taking hostages, endangering innocents, and doing 
whatever else necessary to give them an edge. Some, like L’Enfant Terrible, 
even prefer to do so.

Witch Hunt
Given his resistance to magic, Hexenwulf is often sent to attack any foes 
with magical powers. When possible, he prefers to strike from ambush, but 
will charge in if necessary. When this occurs, Sister Sanguine often takes a 
more defensive role, protecting Bookbinder and L’Enfant Terrible. The lat-
ter also tends to use Mr. Bear as a shield. The Floating Skull will hang back 
and curse foes while Springheel Jack will often move to engage foes more 
directly as a distraction.

Little Boy Lost
L’Enfant Terrible is often used by the group to lure in foes and distract them. 
The child will use his potent Deception and Persuasion skills as well as ad-
vantages like Daze and Fascinate to allow his team to catch foes unaware. 
Bookbinder can use her Reality Edits power if necessary to force re-rolls or 
grant Luck for important rolls to trick, deceive, and distract opponents.

Story Time
When the Oktobermen seek to quickly remove a foe from combat, they of-
ten rely on Bookbinder’s ability to trap people inside stories. Hexenwulf or 
Springheel Jack will move to defend her when she does this, and all the rest 
of the team will attempt to stop any attacks on the villainess while she is 
using her powers.

Give ‘Em Hell
Springheel Jack usually avoids using his Go to Hell power in combat most 
times because of its rather nasty side effect (see Springheel Jack). However, 
the power works more effectively if the target is restrained or otherwise dis-
tracted in such a way that reduces their Dodge. If one of the other Oktober-
men can manage this, Jack will risk the attack if a foe is dangerous enough. 
If the attempt fails and he is instead sent to Hell himself, the team will usu-
ally retreat.  The team will also use this tactic to get opponents to back off or 
release captured Oktobermen, as Jack can reverse the effect and return the 
hellbound target if desired.

Background
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Both. Neither. Take your pick.

The Library exists to hoard, store, and protect occult knowledge. They 
prefer not to take sides in mystical confl icts and believe they are saving 
such knowledge for use at some future time of great need. Problem is, 
the Council of High Librarians don’t really agree on what that time is, and 
they’ve passed up assisting with various mystical calamities to date.

They also tend to think the best place for ancient texts and rare rituals 
is with them, making them potential problems for mystical heroes who 
think they should be able to keep their copy of the Ancient Hyborean Sor-
cerer Scrolls or whatever.

The Library consists of Librarians of various ranks, Clerks, and Collections 
Agents. Librarians run the library and manage the collections. Many of 
them are potent mages or mystical creatures. Clerks are a mix of mundane 
and magical types who support and bodyguard the Librarians. Collections 
Agents are elite agents who track down materials for collections. 

More information about the Library may appear in a future product, but, 
in the meantime, GMs can easily use various archetypes from the Mutants 
and Masterminds Hero’s Handbook to represent diff erent Library members 
(or create their own).

bookbinder PL11
Background
Once, Emily Bradford was one of the most promising members the secret order of historians and mystics 

known as the Library. The Library recorded and collected the secret histories of the world, 
catalogued forbidden tomes, and kept all kinds of occult knowledge safe and hidden. 
Emily was a rising star of the organization. She was bright, talented, and ambitious. 

Unfortunately, she was also easily bored and rebellious, which lead her to defy Library 
rules. Delving into arts forbidden by her superiors, she mastered bookbinding: the art 

of trapping a subject inside a book’s narrative. When a senior Library offi  cial discovered 
her indiscretion she panicked, trapped him inside a copy of Bram Stoker’s Dracula, 

gathered up whatever occult tomes she could, and ran. 

The Library hunted Emily, determined to capture and punish her for her violation of their 
laws. The longer Emily stayed a fugitive, the worse it got. To date, she is responsible 
for the deaths of three Library agents during encounters with them. It was during one 
such incident that she came to the attention of Springheel Jack, who rescued her from a 

Library “collection team”. Appreciative of Emily’s power and feminine charms, he off ered 
her a place with the Oktobermen. Drawn to the half-demon’s charm, wit, and dangerous 

nature, the young woman accepted and joined the group as Bookbinder, mistress of literary magic.

Personality
Bookbinder is an extremely smart young woman whose ambitions and desire for excitement outweigh her common 
sense. She is attracted to dangerous men, forbidden lore, and similarly risky pursuits. She also honestly loves books, 
learning, and the accumulation of knowledge; she just got bored with sitting in dark old buildings cataloging scrolls and 
texts. Emily is by far the least violent or wicked of the Oktobermen. She wants thrills and fun, not murder and mayhem. 

In fact, many of her fellow teammates creep her out or worry her.  Still, she sticks with them out of attraction to their 
leader, the protection they provide her from the Library, and the dark thrills they give her.

Powers & Abilities
Bookbinder is trained in literary magic, including the forbidden art of bookbinding. This means she can use books and the 

written word for a number of magical eff ects. She can trap a target inside a book’s story, summon characters from history 
or fi ction to aid her, make minor “edits” to reality, and see into the future or past using books as a medium.  She is also an 

extremely talented researcher and librarian.

Bookbinder’s powers are potent, but they require immense concentration (the Distracting Flaw) and precise focus 
(Activation Check Flaw). Bookbinder’s Skill Mastery (Expertise: Literature) allows her to activate most of her pow-

SO ARE THE LIBRARY GOOD GUYS OR BAD GUYS?

bookbinder PL11bookbinder PL11

SO ARE THE LIBRARY GOOD GUYS OR BAD GUYS?



STRENGTH

0

Initiative +1
Grab, +2 (DC Spec 10)
Movement: Movement Attack 11 (DC Will 21)
Nullify: Nullify 11 (DC Will 21)
Throw, +1 (DC 15)
Unarmed, +2 (DC 15)

OFFENSE

Bookbinding
Movement: Movement Attack 11 (Linked; Dimensional: Literary Realms 

2: group, 50 lbs., Extra Ranks 9, DC 21; Attack: Will, Increased Range 2: 
perception, Reversible; Limited: Requires book to act as portal to realm, 
Quirk: Target may escape by resolving story somehow.)

Nullify: Nullify 11 (Linked; Counters: All non-genre appropriate powers, DC 
21; Broad, Increased Duration 3: continuous, Increased Range: percep-
tion; Limited: Target must be successfully trapped in book, Quirk: Target 
immediately regains powers if he returns from other dimension)

Mystic Linguist: Comprehend 3 (Languages - Read All, Languages - Speak 
All, Languages - Understand All)

Read Between the Lines
Comprehend: Comprehend 2 (Objects; Limited: Books only)
Senses: Senses 8 (Postcognition, Precognition; Limited: Requires appro-

priate book)
Speed-Reading: Quickness 3 (Perform routine tasks in -3 time ranks; Lim-

ited to One Task: Reading Only)
Story Magic (Array)

•Get Lost in Good Book: Teleport 13 (Carry 6 tons; Accurate, Change Direc-
tion, Change Velocity, Dimensional 2: group - Literary Realms, Extended: 
8000 miles in 2 move actions, Increased Mass 8; Check Required 5: DC 15 - 
Expertise: Literature, Limited to Extended, Medium: Books, Quirk: Vasting 
different types of books might delay arrival at destination)

•Reality Edits: Luck Control 15 (Bestow Luck, Extra Ranks 11, Force a Re-roll, 
Negate Luck, Spend on Other, Advantages: Beginner’s Luck, Inspire 5, Luck 
5; Affects Insubstantial 2: full rank; Check Required 5: DC 15 - Expertise: 
Literature, Distracting, Limited: Requires Writing Materials)

•Summon Storybook Character: Summon 9 (Active, Heroic, Type (Broad): 
Characters from books; Check Required 10: DC 20 - Expertise: Literature, 
Distracting, Limited: Requires book to summon particular character)  

POWERS

Dodge	 12	 Fortitude	 7
Parry	 8	 Toughness	 2
Will	 11		

DEFENSE

Abilities 32 + Powers 137 + Advantages 10 + Skills 22 (44 ranks) + Defenses 
29 = 230

POWER POINTS

“I’m not sure about this...”: Of all the Oktoberman, Bookbinder is the least 
enthusiastic about truly evil actions such as murder, demonic rituals, and 
the like. She is unlikely to turn on the group directly, but might hinder 
them in small ways if her conscience comes into play.

Enemy: Bookbinder is hunted by the Library, an order of mystics who collect 
and catalog hidden histories, ancient rituals, and other such knowledge. 
Many members are skilled mages, some using magic similar to hers.

Motivation: Thrills: Bookbinder loves excitement, danger, and thrills. She 
loves her books and studying but can be distracted from them rather easily 
with the promise of thrilling adventures or dangerous liasons.

COMPLICATIONS

Cell Phone (Smartphone), E-Book Device 1

EQUIPMENT

Assessment, Attractive, Beginner’s Luck, Eidetic Memory, Equipment 1, In-
spire 5, Jack-of-all-trades, Luck 5, Ritualist, Set-up, Skill Mastery: Expertise: 
Literature, Ultimate Effort: Well-Informed Checks, Well-informed

ADVANTAGES

Deception 6 (+8), Expertise: History 6 (+10), Expertise: Literature 11 (+15), 
Expertise: Magic 3 (+7), Insight 2 (+6), Investigation 5 (+9), Perception 1 
(+5), Persuasion 6 (+8), Sleight of Hand 1 (+2), Technology 1 (+5), Treat-
ment 1 (+5), Vehicles 1 (+2)

SKILLS

FIGHTING

2
AGILITY

1
AWARENESS

4
STAMINA

2
INTELLECT

4
DEXTERITY

1
PRESENCE

2

Oktobermen
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ers reliably despite this, but she must still roll to bring her full power to bear 
on a target. As her physical abilities are largely unimpressive, she is particu-
larly vulnerable when using her magic.
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Background
Professor Edmund Teasbury was one of the pioneers of Victorian occult 
studies. A member of the Hermetic Order of the Golden Dawn, Teasbury 
rubbed shoulders which the likes of Arthur Machen, William Butler Yeats, 
and the infamous Aleister Crowley. However, while his fellows were more 
interested in theoretical discussions and the occasional small ritual, Teas-
bury had greater ambitions. He began to experiment with necromancy and 
demonology, believing that through these dark arts he would discover and 
eventually master the true nature of reality. He even gathered a small group 
of admirers and followers, mostly bored young nobles and students. These 
naïve young patrons and adherents supported Teasbury as he delved even 
further into the more sinister occult disciplines.

As Teasbury’s knowledge waxed, his sanity waned. The dark whispers he 
heard during his communications with the realms beyond traditional reality 
changed him, as did the forbidden secrets he found in ancient tomes. Victo-
rian morals gave way to decadence, debauchery, and cruel disregard for the 
lives and well-being of others. His occult knowledge grew, and he was ru-
mored to know 666 dreadful curses that could decay flesh, poison the blood, 
or even turn nature against his victims. He eventually became a suspect in a 
number of ritual killings but, before he could be charged, Teasbury ended up 
a victim himself, ripped apart in his study by some unknown assailant. For 
Edmund Teasbury, however, death was only the beginning.

Teasbury’s spirit lived on, bonded to his decapitated head and, later, his 
fleshless skull. Though perturbed that an aborted attempt at demon sum-
moning had cost him his body and mortal life, he adapted quickly. He be-
came the companion and advisor to the bastard demon prince Springheel 
Jack, and the two have been causing havoc together since the turn of the 
20th Century. Jack has promised Teasbury a powerful and immortal body 
when he ascends to claim his father’s kingdom in Hell and, lacking a better 
offer, Teasbury is content to patiently assist the villain on his quest.

Personality
Years as a disembodied head have done little for Edmund Teasbury’s per-
sonality. He is callous, cruel, and finds far too much humor in human misery. 
He fears little except Springheel Jack and other such powerful demons– a 
feeling spawned from his terrible mortal death and intimate knowledge of 
Jack’s true nature.

Powers & Abilities
The Floating Skull is a disembodied animated skull. He is a skilled occultist, 
mostly immortal, can sense magic and levitate himself. However, the Skull’s 
most potent and impressive ability is his knowledge of 666 dreadful curses. 
With these he can harm or kill most people, though he can never use the 
same curse on a target more than once. 

The Floating Skull PL12
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666 Curses: Variable 8 (Action 3: reaction; Limited: Can only use one curse at 
a time on a single target, Quirk: Cannot use the same curse on the same 
person more than once)

Animated Skull
	 Protection: Protection 4 (+4 Toughness)

Shrinking: Shrinking 8 (-2 STR, -4 Intimidate, +8 Stealth, +4 active de-
fenses, -2 size categories, -1 speed ranks; Innate; Permanent)

Levitation: Flight 3 (Speed: 16 miles/hour, 250 feet/round)
Magical Senses: Senses 4 (Awareness: Magic, Darkvision, Radius: Magic 

Awareness)
Undead
	 Immortality: Immortality 5 (Return after 1 day)
	 Immunity: Immunity 32 (Critical Hits, Fortitude Effects)
	 Regeneration: Regeneration 2 (Every 5 rounds)

Sample Curses for Variable Power
Curse of Icarus (Powers: Nullify Flight: Nullify 10)
Curse of Phobos (Powers: Cause Fear: Affliction 12)
Curse of Stone (Powers: Petrification: Affliction 12)
Curse of the Fire Demon (Powers: Spontaneous Combustion: Damage 8)
Curse of the Storm Demon (Powers: Lightning Strike: Damage 12)
Curse of Weakness (Powers: Drain Strength: Progressive Weaken 7)

POWERS

Initiative +2
Cause Fear: Affliction 12 (DC Will 22)
Drain Strength: Progressive Weaken 7 (DC Will 17)
Grab, -2 (DC Spec 10)
Lightning Strike: Damage 12 (DC 27)
Nullify Flight: Nullify 10 (DC Will 20)
Petrification: Affliction 12 (DC Will 22)
Spontaneous Combustion: Damage 8 (DC 23)
Throw, +0 (DC 15)
Unarmed, -2 (DC 15)

OFFENSE

Dodge	 15	 Fortitude	 Immune
Parry	 13	 Toughness	 7/4*
Will	 12	 *Defensive Roll

DEFENSE

Abilities 0 + Powers 146 + Advantages 10 + Skills 11 (22 ranks) + Defenses 
28 = 195

POWER POINTS

Disembodied: As an animated skull, The Floating Skull cannot manipulate 
objects or interact in most ways with the world as normal people would.

COMPLICATIONS

Defensive Roll 3, Evasion, Languages 3 (English, German, Greek, Latin), Ritu-
alist, Set-up, Taunt

ADVANTAGES

Deception 5 (+7), Expertise: Criminal 3 (+7), Expertise: Magic 3 (+7), Insight 
1 (+5), Intimidation 3 (+1), Investigation 1 (+5), Perception 4 (+8), Stealth 
2 (+12)

SKILLS

Oktobermen
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Background
Johann Eisenbacher learned to hunt as soon as he was big enough to hold 
a rifl e. His father, a wealthy shipping magnate, loved the sport and took 
Johann with him on trips to Africa, India, and other exotic locales. Johann 
shot his fi rst bear at age nine, his fi rst tiger at twelve, and his fi rst man at 
fourteen. The last kill had been a homeless man his father arranged to have 
released into the wild to show his son “the true thrill of the hunt.” 

That day started a lifelong obsession within young Johann. The hunting 
and killing of another human made him feel powerful.  He felt it when he 
stalked and killed the fi rst woman who rejected him, and again when he 
arranged to have his father die in a hunting accident so he could claim his 
inheritance.  However, when a lucky blow from one of the victims of these 
hunts crippled his leg, Johann feared he would never feel this thrill again. 
He employed hired thugs and turned to torturing victims as a way to revive 
the feeling, but it wasn’t the same.  A pale shadow of the hunter and killer 
he once was, Johann contemplated ending his own life. 

Johann’s second chance came in Serbia, during a half-hearted torture ses-
sion with a gypsy woman. The gypsy saw the darkness and desire in Johann, 
and off ered him a chance to become “the greatest hunter in the world” in ex-
change for her own life. On a whim, Johann accepted. The gypsy showed Jo-
hann how to prepare an animal skin with special oils and herbs, claiming it 
would allow Johann to take the shape of the beast and use its power to stalk, 
hunt, and kill. Amused but unbelieving, Johann stabbed the gypsy to death. 

Then, as a joke, he wrapped himself in the skin and muttered the incan-
tation the gypsy claimed would trigger the 

transformation. After moments of bone-twisting, fl esh-ripping pain, Jo-
hann found himself transformed into a giant wolf with the mind of a man. 
He growled an apology to the gypsy woman’s corpse before testing his new 
powers on the woman’s clan. There were no survivors.

Springheel Jack found Johann shortly afterwards in Eastern Europe, stalking 
policemen, mercenaries, and off -duty military men for sport. After beating 
Johann senseless when the hunter foolishly attacked him, he off ered the 
hunter bigger prey. Since then Johann has served the Oktobermen as Hex-
enwulf, their chief enforcer and assassin.

Personality
Hexenwulf is a sociopathic thrill-junkie who sees himself as the ultimate 
predator. What he wants, he takes. He tends to focus on his animal desires: 
sex, food, and feelings of dominance. He recognizes Springheel Jack as his 
better, but he constantly bristles under the half-demon’s leadership.

Powers & Abilities
Hexenwulf can transform into a giant wolf using a specially treated animal 
skin. In this form, he is stronger, faster, resistant to magic and most conven-
tional weapons, and deadly. He also has the heightened senses of a wolf 
while maintaining much of his human intellect. In either form, he is a skilled 
tracker and huntsman.
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Enchanted Hide
Immunity: Immunity 10 (Damage Effect: Bullets, Damage Effect: Blades; 

Limited - Half Effect)
Immunity: Immunity 2 (Critical Hits)
Impervious Defense: Impervious Toughness 6

Giant Wolf
Bite: Strength-based Damage 2 (DC 23; Penetrating 4)
Growth: Growth 3 (+3 STR, +3 STA, +1 Intimidate, -3 Stealth, -1 active 

defenses; Permanent)
Leaping: Leaping 2 (Leap 30 feet at 8 miles/hour)
Movement: Movement 1 (Sure-footed 1)
Senses: Senses 5 (Acute: Smell, Analytical: Smell, Extended: Hearing 1: 

x10, Low-light Vision, Tracking: Smell 1: -1 speed rank)
Speed: Speed 4 (Speed: 30 miles/hour, 500 feet/round)
Thick Fur: Feature 1

Mystical Resistance: Immunity 20 (Very Common Descriptor: Magic; Lim-
ited - Half Effect)

POWERS

Initiative +8
Bite: Strength-based Damage 2, +12 (DC 23)
Grab, +8 (DC Spec 16)
Throw, -2 (DC 21)
Unarmed, +8 (DC 21)

OFFENSE

Dodge	 12	 Fortitude		  12
Parry	 12	 Toughness		  8/6*
Will	 8	 *Defensive Roll

DEFENSE

Abilities 34 + Powers 49 + Advantages 21 + Skills 17 (34 ranks) + Defenses 
29 = 150

POWER POINTS

Animal Form: As a giant wolf, Hexenwulf cannot easily manipulate objects 
or work devices he can’t operate with his paws or mouth. He also cannot 
speak. He can still make Grab attacks either with his mouth or by pinning 
a foe beneath him.

Animalistic: While maintaining most of his human mind while transformed, 
Hexenwulf is still very much ruled by animal instincts such as hunger, ter-
ritoriality, and a desire to prove his dominance of opponents.

Vulnerability: Hexenwulf’s Enchanted Hide does not work against attacks 
by silver, enchanted, or holy items.

COMPLICATIONS

STR 1, STA 2, AGL 2, DEX 2, FGT 4, INT 2, AWE 1, PRE 0
Powers: Enchanted Animal Skin: Morph 1 (Removable, +20 Deception 
checks to disguise; Single form; Metamorph). 
Equipment: Cane (Club), Heavy Pistol. 
Advantages: Benefit, Wealth 2 (indepently wealthy), Equipment 2, Im-
proved Initiative, Languages 1 (English, German), Teamwork, Tracking. 
Skills: Athletics 2 (+3), Close Combat: Unarmed 2 (+6), Deception 4 (+4), 
Expertise: Business 2 (+4), Expertise: Hunting 2 (+4), Expertise: Magic 4 
(+6), Insight 3 (+4), Intimidation 2 (+2), Investigation 2 (+4), Perception 3 
(+4), Ranged Combat: Guns 6 (+8), Stealth 2 (+4), Vehicles 2 (+4).
Offense: Initiative +6, Cane, +4 (DC 18), Grab, +4 (DC Spec 11), Heavy Pis-
tol, +8 (DC 19), Throw, +2 (DC 16), Unarmed, +6 (DC 16).
Defense: Dodge 9, Parry 9, Fortitude 5, Toughness 2, Will 7.
Power Points: Abilities 28 + Powers 5 + Advantages 8 + Skills 18 (36 ranks) 
+ Defenses 21 = 80. 
Complications: Disability: Hexenwulf has a severe limp in his human form.  
His speed is -1 and, unless he uses a cane, walking is severely uncomfortable 
for him. Power Loss: If Hexenwulf’s enchanted wolf skin is laced with salt, 
burned, or blessed by a holy man, it is destroyed.  He can create another by 
the next full moon, but cannot transform until he does.

HEXENWULF (Human Form) PL6

All-out Attack, Close Attack 4, Daze (Intimidation), Defensive Roll 2, Fascinate 
(Intimidation), Great Endurance, Improved Critical 3: Bite, Improved Initia-
tive, Improved Trip, Languages 1 (English, German), Move-by Action, Power 
Attack, Skill Mastery: Perception, Startle, Takedown

ADVANTAGES

Acrobatics 2 (+6), Athletics 3 (+9), Close Combat: Bite 4 (+8), Expertise: 
Magic 3 (+4), Insight 2 (+5), Intimidation 7 (+9), Perception 6 (+9), Stealth 
7 (+8)

SKILLS

Oktobermen
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Characters



L’enfant terrible PL9
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FAMILY MATTERS
If a GM wishes, some members of L’Enfant Terrible’s family could have 

survived his evil schemes. Perhaps his father survived his prison attack or his 
mother survives in a coma somewhere.  Perhaps only one of his siblings was 
killed and the other survives in foster care.  It’s also possible that family mem-
bers of L’Enfant’s other victims have been investigating the child’s crimes and 
have fi gured out the angel-faced young man is a monster in disguise.

These individuals could provide insight into the child’s depravity. If this oc-
curs, PCs could gain bonuses to resist the villain’s Interaction skill-related 
Advantages or fi nd ways to use L’Enfant’s nature against him.

Background
Children aren’t born bad—It takes a variety of life experiences, tragic circumstances, and other factors to turn an innocent 
babe into a sadistic, black-hearted murderer. Tristan Lestrange is the exception. Born into a loving, privileged family but with 

a soul devoid of goodness and light, the child has spent his ten years of life becoming an ever-increasing source of darkness 
and evil in the world.

Tristan murdered his two younger siblings when he was four, framing his parents for the crime. Shortly after, his 
mother killed herself from the grief and stress of the criminal investigation. He later paid to have his father 

knifed to death in a prison shower. After his parents’ deaths, Tristan was placed in the custody of his 
uncle Sebastien. The man tried to reach out to the child and help him. Tristan rewarded this kind-
ness by torturing the good man and breaking his mind until he was little more than an animal.  
Renaming Sebastien “Mr. Bear”, Tristan dressed the older man in a teddy bear costume and now 
keeps him as a pet.

Tristan spent the next few years training and refi ning his wicked nature. He learned to use his 
child-like appearance to lure people in and convince them to drop their guard. He has killed, tor-
tured, and engaged in countless cruelties in an eff ort to discover which acts of depravity excite and 
interest him. His crimes are countless and his victims number in the dozens, if not the hundreds. 
Eventually, he grew bored and began traveling in search of ”playmates.”

Unlike most of the Oktobermen, Tristan wasn’t sought out and recruited; he simply arrived one 
night. While Hexenwulf, Springheel Jack, and Sister Sanguine were battling a cabal of sorcerers the 
group had been contracted to eliminate, Tristan distracted the sorcerers with childlike cries of false 
alarm and anguish, thus helping the villains easily defeat their foes. Springheel Jack watched with 
detached fascination and bemusement as Tristan proceeded to mentally and physically torment a 
mortally wounded sorcerer.  No off er of recruitment was extended or accepted—Tristan simply 

tagged along with the group since that night. The Floating Skull claims the child’s inner darkness drew him to Jack and 
the others; whatever the reason, Tristan joined the Oktobermen as L’Enfant Terrible.

Personality
L’Enfant Terrible is pure evil. He is selfi sh, cruel, heartless, and manipulative. There is no hidden spark of goodness 
within him—he is an anomaly of fate. His dark nature never abates or softens, it simply becomes more refi ned and 
cultivated as he grows older and more experienced.

Though evil to the core, L’Enfant is still a child. He loves to play, likes to be praised, and enjoys having some leader-
ship or structure.  The problem is that given his nature, even these childlike 
impulses take a dark and deadly turn. 

Powers & Abilities
L’Enfant Terrible was born with a soul of pure and unadulterated evil. This 
bizarre occurrence gives the boy power and focus beyond his years. He is still 
just a child, but one possessing a madman’s strength, a dictator’s cunning, 
and a serial killer’s instincts.  He is already a master at deception, manipula-
tion, and misdirection. He is also skilled with his “toys”, a collection of de-
vices he uses to torture and kill his victims. 

L’Enfant is attended by “Mr. Bear”—his broken and mad uncle Sebastien, 
who now follows the child as a mute monster in a twisted teddy bear suit. 
Should anything happen to Sebastien, the boy will make another Mr. Bear 
by fi nding some other poor soul and breaking his body and mind.

L’enfant terrible PL9L’enfant terrible PL9

FAMILY MATTERS

tagged along with the group since that night. The Floating Skull claims the child’s inner darkness drew him to Jack and 
the others; whatever the reason, Tristan joined the Oktobermen as L’Enfant Terrible.

Personality
L’Enfant Terrible is pure evil. He is selfi sh, cruel, heartless, and manipulative. There is no hidden spark of goodness 
within him—he is an anomaly of fate. His dark nature never abates or softens, it simply becomes more refi ned and 
cultivated as he grows older and more experienced.

Though evil to the core, L’Enfant is still a child. He loves to play, likes to be praised, and enjoys having some leader-



STRENGTH

0
FIGHTING

4
AGILITY

4
AWARENESS

1
STAMINA

2
INTELLECT

1
DEXTERITY

3
PRESENCE

1

Child: Shrinking 4 (-1 STR, -2 Intimidate, +4 Stealth, +2 active defenses, -1 
size category; Innate; Permanent)

Devil’s Own Luck: Enhanced Trait 10 (Traits: Dodge +2 (+14), Parry +2 
(+14), Advantages: Defensive Roll 2, Luck 4; Innate)

Empty Inside
Immunity: Immunity 5 (Emotion Effects)
Immunity: Immunity 6 (Interaction Skills, Sleep; Limited - Half Effect)

Infinite Darkness Within
Enhanced Trait: Enhanced Trait 14 (Traits: Deception +5 (+14), Intimi-

dation +5 (+6), Advantages: Assessment, Close Attack 4, Extraordinary 
Effort, Improvised Weapon 2, Power Attack; Innate)

Inherently Evil: Feature 1
Mask of Innocence

Concealment: Concealment 1 (Other Sense: Mystical Detection; Permanent)
Enhanced Trait: Enhanced Trait 14 (Traits: Deception +5 (+14), Per-

suasion +5 (+9), Advantages: Daze (Deception), Daze (Intimidation), 
Fascinate (Deception), Fascinate (Persuasion), Redirect, Set-up 2, Skill 
Mastery: Deception, Skill Mastery: Persuasion)

POWERS

Initiative +4
Grab, +8 (DC Spec 13)
Marbles: Cumulative Cloud Area Affliction 6 (DC Dog/Fort/Will 16)
Mr. Nighty-Nighty: Cumulative Affliction 6, +12 (DC Dog/Fort/Will 16)
Popgun: Damage 3, +12 (DC 18)
Power Tools: Damage 6, +12 (DC 21)
Razors: Strength-based Damage 1, +12 (DC 16)
Throw, +5 (DC 15)
Unarmed, +8 (DC 15)

OFFENSE

Dodge	 14/12	 Fortitude		  6
Parry	 14/12	 Toughness		  4/2
Will	 11	

DEFENSE

Abilities 34 + Powers 60 + Advantages 22 + Skills 17 (34 ranks) + Defenses 
26 = 159

POWER POINTS

STR 4, STA 4, AGL 2, DEX -1, FGT 5, INT -1, AWE -1, PRE -1
Equipment: Padded Costume [Claws: Strength-based Damage 1, DC 20, Ad-
vantages: Improved Critical; Protection: Protection 3, +3 Toughness].
Advantages: All-out Attack, Close Attack 3, Equipment 1, Improved Critical: 
Claws: Strength-based Damage 1, Improved Hold, Interpose, Power Attack.
Skills: Athletics 3 (+7), Close Combat: Claws 3 (+8), Close Combat: Grab 4 
(+9), Intimidation 5 (+4), Perception 2 (+1), Stealth 1 (+3).
Offense: Initiative +2, Claws: Strength-based Damage 1, +11 (DC 20), Grab, 
+12 (DC Spec 14), Throw, -1 (DC 19), Unarmed, +8 (DC 19).
Defense: Dodge 9, Parry 9, Fortitude 10, Toughness 7, Will 4.
Power Points: Abilities 22 + Powers 0 + Advantages 8 + Skills 9 (18 ranks) 
+ Defenses 22 = 61.

MR. BEAR PL8

Restraints
Toys (Array)

•Marbles: Cumulative Cloud Area Affliction 6 (1st degree: Hindered, 2nd 
degree: Prone, DC 16; Alternate Resistance (Dodge), Cloud Area: 15 feet 
radius sphere, Cumulative; Limited: Only covers ground, Limited Degree)

•Mr. Nighty-Nighty: Cumulative Affliction 6 (1st degree: Fatigued, 2nd de-
gree: Exhausted, 3rd degree: Asleep, DC 16; Alternate Resistance (Dodge), 
Cumulative; Limited: Any Impervious Toughness prevents attack)

•Popgun: Damage 3 (DC 18; Reach (melee) 4: 20 ft.; Unreliable (5 uses))
•Power Tools: Damage 6 (DC 21)
•Razors: Strength-based Damage 1 (DC 16, Advantages: Improved Critical 2)
•Yo-Yo (Advantages: Chokehold, Grabbing Finesse, Improved Disarm, Im-

proved Trip; Reach (melee): 5 ft.)  

EQUIPMENT

Assessment, Benefit, Wealth 2 (indepently wealthy), Chokehold, Close At-
tack 4, Daze (Deception), Daze (Intimidation), Defensive Attack, Defensive 
Roll 2, Eidetic Memory, Equipment 3, Extraordinary Effort, Fascinate (Decep-
tion), Fascinate (Persuasion), Favored Foe: Those Who Like Children, Grabbing 
Finesse, Improved Critical 2: Razors: Strength-based Damage 1, Improved 
Disarm, Improved Trip, Improvised Weapon 2, Languages 1 (English, French), 
Luck 4, Power Attack, Redirect, Set-up 2, Sidekick 12, Skill Mastery: Decep-
tion, Skill Mastery: Persuasion

ADVANTAGES

Acrobatics 1 (+5), Athletics 2 (+2), Close Combat: Toys 4 (+8), Deception 3 
(+14/+4), Expertise: Magic 1 (+2), Insight 3 (+4), Intimidation 2 (+6/+1), 
Perception 4 (+5), Persuasion 3 (+9/+4), Ranged Combat: Throwing 2 (+5), 
Sleight of Hand 2 (+5), Stealth 5 (+13), Treatment 2 (+3)

SKILLS

Oktobermen
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Sister Sanguine PL10
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THE FAERIE AND THE 
UNSEELIE COURT

Sister Sanguine’s faerie masters are left intentionally vague. They are the 
stuff  of the worst fairy tales, beings meant to frighten and terrify. The Unsee-
lie Court’s exact hierarchy and organization are not detailed, allowing GMs 
to use the court as they see fi t. Though most real world myths about the 
Unseelie and the Faerie are European in origin, it is assumed here these crea-
tures exist in out of the way places all over the world. If a GM wishes to use 
Sister Sanguine but doesn’t want to tie her origins to such creatures, assume 
instead that she was transformed by dark forgotten eldritch gods, evil spirits, 
demons, or even some bizarre sort of vampire.

Background
Maria Iordanescu was called to serve God at a young age. She went to Mass regularly, worked at the church 
run soup kitchens after school, and entered a convent at eighteen to begin her training as a nun. She took her 
vows a year later and served faithfully until an act of hubris changed her life forever.

Sister Maria was doing missionary work in a remote village in South America when it started. The locals 
came for medicines and food but refused to stay for services. They claimed it would anger “The Ones 
Who Live Behind the Trees” and warned the missionaries against trespassing upon the ancient spirits’ 

holy grounds. Scoffi  ng at the superstitions of the locals and confi dent in her beliefs, Sister 
Maria went into the forest. When she came upon the ancient mounds and 
the crude shrines the natives had made, she prayed, hoping to cleanse the 
forest and prove to the local people the power of her religion. She then 

returned to the village, confi dent in her righteousness and the protection 
of her faith. She was wrong. 

It began with the dreams—Sister Maria had terrible dreams of strange beasts 
and bizarre beings chasing and tormenting her. At fi rst she dismissed these are mere 

nightmares. Then came the voices— whispers in her ear in strange tongues. Visions quickly 
followed the voices, and strange bleeding wounds came sometime after. By then, she was unable 

to hide these torments from the other missionaries and, after much deliberation, a priest was 
called to perform an exorcism.

The exorcism of Sister Maria Iordanescu took four days. She cried out to things hidden from 
the exorcist and others in attendance. She screamed and bled from mysterious wounds. The 
pain and madness she felt grew worse. The voices grew stronger. Eventually, shadowy fi g-
ures appeared to her and off ered her release if she would reject her vows and serve them. 
Half mad and in agony, she accepted. Her new masters slew the priest and dragged Sister 

Maria into the forest. There they changed her, granting her powers and making her their 
emissary. She learned “The Ones Who Live Behind the Trees” were faerie, alien mystical 
beings who had dwelled along humanity since its inception. In particular, they were 
members of the Unseelie Court, a collection of dark faerie and creatures of pain, blood, 
and deadly caprice. She would serve them as Sister Sanguine, a bloody reminder of 
how they fear no gods or mortal religions.

Sister Sanguine joined the Oktobermen as a liaison to the Unseelie Court when 
Springheel Jack agreed to help them deal with a renegade faerie who had left 
the court to dwell among humans as a costumed hero. Jack was so impressed 
with the young woman’s abilities and vicious nature that he took one hundred 
seasons of her service as payment for his contract.

Personality
Sister Sanguine’s mind was thoroughly broken by her Unseelie masters. She 
revels in violence, blood, and excess. She particularly delights in activities which 
would have horrifi ed poor devout Sister Maria. She has a cruel sense of humor 
and enjoys toying with opponents, something that at times works to her detri-
ment.

Powers & Abilities
As a human transformed by the faerie, Sister Sanguine is stronger, faster, and 
tougher than most normal humans. She has ceased to age and needs neither 

THE FAERIE AND THE 
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Blessings of the Fae
Immunity: Immunity 6 (Aging, Disease, Sleep, Starvation & Thirst, Suf-

focation (All))
Regeneration: Regeneration 1 (Every 10 rounds)

Blood Mastery (Array)
•Blood Barbs: Damage 8 (DC 23; Homing 2: 2 extra attempts, Increased 

Range: ranged, Multiattack)
•Blood Constructs: Create 8 (Volume: 250 cft., DC 18; Movable, Precise, 

Tether)
•Blood Mending: Healing 9 (Increased Range: ranged, Stabilize; Quirk 2: 

Only works on creatures with blood)
•Exsanguinate
    Affliction: Concentration Cumulative Affliction 6 (Linked; 1st degree: Fa-

tigued, 2nd degree: Exhausted, 3rd degree: Incapacitated, Resisted by: 
Fortitude, DC 16; Concentration, Cumulative, Increased Range: ranged; 
Quirk 2: Only works on creatures with blood)

   Weaken: Concentration Weaken 2 (Linked; Affects: Stamina, Resisted by: 
Fortitude, DC 12; Concentration, Increased Range: ranged; Quirk 2: Only 
works on creatures with blood)

Blood Sense: Senses 10 (Accurate: Detect Blood, Acute: Detect Blood, De-
tect: Blood 2: ranged, Penetrates Concealment: Detect Blood, Radius: 
Blood Sense)

Blood Weapons (Array)
•Blood Blades: Strength-based Damage 6 (DC 25, Advantages: Improved 

Critical 2; Feature: +2 to Disarm Checks, Split: 2 targets)
•Blood Claws: Strength-based Damage 4 (DC 23, Advantages: Improved 

Critical; Accurate: +2, Multiattack)
•Blood Scythe: Strength-based Damage 6 (DC 25, Advantages: Improved 

Critical 3; Reach (melee): 5 ft.)
•Blood Whip: Strength-based Damage 5 (DC 24, Advantages: Improved 

Disarm, Improved Trip; Reach (melee) 3: 15 ft.)
Read the Blood

Remote Sensing: Remote Sensing 8 (Affects: Visual Senses, Range: 1 
mile; Medium: Blood)

Senses: Senses 2 (Tracking: Blood Sense 2: full speed)

POWERS

Initiative +4
Affliction: Concentration Cumulative Affliction 6, +12 (DC Fort 16)
Blood Barbs: Damage 8, +12 (DC 23)
Blood Blades: Strength-based Damage 6, +10 (DC 25)
Blood Claws: Strength-based Damage 4, +12 (DC 23)
Blood Scythe: Strength-based Damage 6, +10 (DC 25)
Blood Whip: Strength-based Damage 5, +10 (DC 24)
Grab, +7 (DC Spec 14)
Throw, +4 (DC 19)
Unarmed, +7 (DC 19)
Weaken: Concentration Weaken 2, +12 (DC Fort 12)

OFFENSE

Dodge	 13	 Fortitude		  9
Parry	 13	 Toughness		  7
Will	 9		

DEFENSE

Abilities 60 + Powers 69 + Advantages 9 + Skills 20 (39 ranks) + Defenses 
24 = 182

POWER POINTS

Blood Dependency: Sister Sanguine needs blood to survive and to fuel her 
powers. She must absorb or consume the equivalent of the blood of a full 
grown human every three days or her Blood Mastery and Blood Weapons 
powers begin to fade at a rate of 1 rank per day. While she prefers human 
blood, the blood of animals will suffice.

Insanity: Sister Sanguine is profoundly unstable.  She suffers from irrational 
mood swings, sadistic urges, and occasional delusions.  She despises the 
trappings of mortal religions and delights in corrupting, killing, and tor-
menting the faithful.

Weakness: Though not a true faerie, Sister Sanguine is affected by cold iron. 
Her Toughness is treated as 2 from attacks by cold iron weapons, and the 
touch of that substance causes her blood constructs and blood weapons to 
collapse (though they can be reformed as normal).

COMPLICATIONS

All-out Attack, Attractive, Benefit (Unseelie Court Membership), Diehard, Im-
proved Critical 2 (Blood Blades), Improved Critical 3 (Blood Scythe), Improved 
Critical (Blood Claws), Improved Defense, Improved Disarm, Improved Trip, 
Languages 3 (English, Fae, Latin, Romanian, Turkish), Takedown

ADVANTAGES

Acrobatics 3 (+7), Athletics 3 (+7), Close Combat: Blood Weaponry 3 (+10), 
Expertise: The Fae 4 (+5), Expertise: Theology 4 (+5), Insight 2 (+4), Intimi-
dation 4 (+5), Perception 3 (+5), Ranged Combat: Blood Mastery 8 (+12), 
Stealth 3 (+7), Treatment 2 (+3)

SKILLS
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sleep nor sustenance. Her most potent powers come from her ability to con-
trol and manipulate blood—she can cause targets to bleed, make objects and 
weapons out of solidified blood, heal wounds, and detect blood at great dis-
tances. This last ability works even on the blood inside living beings.



Springheel Jack PL12
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Background
The half-demon known as Springheel Jack was born to a demon lord and a mortal 
woman in the early 19th Century. Growing quickly to adulthood, Jack wreaked havoc 

across Europe during the 1800s. He attacked travelers, set fi res, tormented holy 
men, and otherwise used his demonic abilities to cause no end of mis-

chief. He had no real goals or direction, but was content to act 
on his baser impulses. It is even rumored he dallied in 

the Whitechapel district of London in 1888, killing 
prostitutes and giving rise to the mystery of 

Jack the Ripper. This all changed when his 
Hell-spawned father was destroyed by 
a stalwart band of heroes while trying 
to literally bring hell to Earth on Janu-
ary 1, 1900.

After his father’s demise, Jack was 
informed that, as his sole surviving off -

spring, he stood to inherit his sire’s demonic 
holdings and power. There was, however, one catch. By infernal law, no bastard 
half-demon could assume the mantle of demon lord. To take his father’s place 
in the hierarchy of Hell, Springheel Jack would have to become a full demon.  
This could be achieved only by acquiring a tithe of 1,313 souls. Finally possess-
ing a lower purpose, Jack began a quest to become a true demon.

For over a century, Springheel Jack has sought to pay his way 
into Hell’s hierarchy. He has bartered services and acquired 

artifacts to trade for souls. He eventually founded the Ok-
tobermen to assist him, promising them great power 

when he descends to claim his infernal throne.  With 
such powerful allies, his goal looms ever closer.

The exact number of souls Springheel Jack has already acquired on his quest 
is deliberately left for individual GMs to decide. He might have a thousand 
souls left to collect, or he might need only a handful. The answer depends on 
whether you want to make Jack’s transformation into a full demon and Lord 
of Hell part of your campaign. The Oktobermen might battle the PCs end-
lessly and Jack never succeeds, or the group’s fi rst appearance might mark 
his fi nal eff orts to become a true demon.

If Springheel Jack ever does succeed in becoming a true Lord of Hell, he will 
gain numerous powers, including Immunity 30 (Fortitude), Flight, and Move-
ment 2 (Dimensional Travel: Infernal Realms). He will gain access to various 
demonic minions, Status 4 (Lord of Hell), and his Abilities and Powers will 
grow several ranks- at least enough to elevate him to PL14. Any Oktobermen 
who remain loyal to him will see similar enhancement, likely raising 1 PL on 
average and gaining various demonically themed powers.

HOW MANY SOULS?
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Demonic Powers (Array)
•Blue Hellfire Blast: Damage 11 (DC 26; Affects Insubstantial: half ranks, 

Increased Range: ranged, Incurable)
•Blue Hellfire Breath: Cone Area Damage 11 (DC 26; Affects Insubstan-

tial: half ranks, Cone Area: 60 feet cone, Incurable)
•Go to Hell: Movement Attack 15 (Dimensional: Infernal Realms 2: group, 

1600 lbs., Extra Ranks 13, DC 25; Accurate: +2, Attack: Dodge, Increased 
Mass 5, Reversible; Side Effect: on failure - If attack fails, Springheel Jack 
is transported to Hell and cannot leave until the next sundown)

Demonic Senses: Senses 8 (Darkvision, Detect: Innocence 2: ranged, 
Postcognition)

Immortal Half-Demon
Immortality: Immortality 5 (Return after 1 day)
Immunity: Immunity 12 (Aging, Life Support, Sleep)
Impervious Defense: Impervious Toughness 6
Protection: Protection 2 (+2 Toughness)
Regeneration: Regeneration 5 (Every 2 rounds)

Springheeled
Enhanced Trait: Enhanced Trait 3 (Advantages: Skill Mastery: Acrobatics, 

Skill Mastery: Athletics, Ultimate Effort: Athletics)
Leaping: Leaping 5 (Leap 250 feet at 60 miles/hour)
Movement: Movement 3 (Safe Fall, Sure-footed 2)
Speed: Speed 3 (Speed: 16 miles/hour, 250 feet/round)  

POWERS

Initiative +4
Blue Hellfire Blast: Damage 11, +13 (DC 26)
Blue Hellfire Breath: Cone Area Damage 11 (DC 26)
Go to Hell: Movement Attack 15, +9 (DC Dog 25)
Grab, +7 (DC Spec 19)
Throw, +6 (DC 24)
Unarmed, +15 (DC 24)

OFFENSE

Dodge	 14	 Fortitude		  7
Parry	 14	 Toughness		  9
Will	 12	

DEFENSE

Abilities 84 + Powers 86 + Advantages 22 + Skills 28 (56 ranks) + Defenses 
25 = 245

POWER POINTS

Honor: Springheel Jack always keeps his word, honors a contract, and repays 
any favors.  He will, of course, try to twist such agreements to his advan-
tage whenever possible.

Obsession: When Springheel Jack has collected 1,313 souls he may descend 
in the infernal ranks and become a full demon.  This will increase his power 
immensely and as such he is devoted to accomplishing this goal above all 
else.

Vulnerability: Springheel Jack is only considered to have Toughness, Forti-
tude, and Will Defenses of 4 to resist holy powers or attacks.

COMPLICATIONS

Agile Feint, Assessment, Benefit, Status: Bastard Prince of Hell, Defensive 
Attack, Evasion, Fearless, Hide in Plain Sight, Instant Up, Jack-of-all-trades, 
Languages 3 (English, French, Latin, Romanian, Russian), Leadership, Move-
by Action, Power Attack, Ranged Attack 4, Ritualist, Skill Mastery : Acrobatics, 
Skill Mastery: Athletics, Takedown, Ultimate Effort: Athletics, Well-informed

ADVANTAGES

Acrobatics 4 (+8), Athletics 5 (+14), Close Combat: Unarmed 8 (+15), Decep-
tion 5 (+10), Expertise: Criminal 5 (+9), Expertise: History 4 (+8), Expertise: 
Magic 4 (+8), Insight 2 (+6), Intimidation 3 (+8), Investigation 1 (+5), Per-
ception 3 (+7), Persuasion 1 (+6), Ranged Combat: Demonic Powers 7 (+9), 
Stealth 4 (+8)

SKILLS
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Personality
Once a wild and rebellious youth, Springheel Jack’s temperament has mel-
lowed with the ages, but not his wicked nature. Outwardly, he affects an air of 
sophistication and behaves in many ways as a honorable gentleman. Beneath 
this exterior lurks a dark heart, one determined to kill the last vestiges of his 
humanity for power and hungering for human souls. While often charming, 
witty, and engaging, he is truly a creature of evil desires and hellish ambition.

Powers & Abilities
Springheel Jack is a supernaturally strong, tough, and functionally immortal 
half-demon. He takes his name from his inhuman athletic prowess, which 
enables him to leap tall buildings and bound away in the blink of an eye. 
He can generate blue hellfire and even send targets to Hell, though if this 
power fails he will be sent there instead (until the next sunset). He has cen-
turies of experience in manipulation and deception.



Something Wicked This Way Comes

STR 0, STA 2, AGL 1, DEX 2, FGT 3, INT 2, AWE 2, PRE 3
Powers: Magic Powers (Array) •Illusions: Illusion 8 (Affects: Two Sense 
Types - Visual and Hearing, Area: 250 cft., DC 18; Independent; Distracting, 
Dyn. Alt.). •Levitate Object: Move Object 8 (6 tons, Dyn. Alt.), •Now You 
See Me...: Concealment 4 (All Visual Senses, Dyn. Alt.), •Vanish: Teleport 5 
(900 feet in a move action, carrying 100 lbs.; Accurate, Increased Mass, Dyn. 
Alt.), Magical Awareness: Senses 1 (Awareness: Magical), Misdirection: 
Enhanced Trait 8 (Traits: Dodge +4 (+12), Parry +4 (+12); Resistible: Will). 
Advantages: Attractive, Benefit, Status: Minor Celebrity, Fascinate (Exper-
tise), Languages 2 (Chinese (Mandarin), English, Latin), Ritualist, Skill Mas-
tery: Sleight of Hand.
Skills: Close Combat: Unarmed 1 (+4), Deception 3 (+6), Expertise (PRE): Per-
formance 5 (+8), Expertise: Magic 4 (+6), Insight 2 (+4), Perception 3 (+5), 
Persuasion 2 (+5), Ranged Combat: Magic 5 (+7), Sleight of Hand 5 (+7).
Offense: Initiative +1, Grab, +3 (DC Spec 10), Levitate Object: Move Object 8, 
+7 (DC 18), Throw, +2 (DC 15), Unarmed, +4 (DC 15).
Defense: Dodge 12/8, Parry 12/8, Fortitude 6, Toughness 2, Will 8.
Power Points: Abilities 30 + Powers 28 + Advantages 7 + Skills 15 (30 
ranks) + Defenses 22 = 102.

TABITHA TABOO PL8

STR 0, STA 1, AGL 0, DEX 1, FGT 1, INT 3, AWE 3, PRE 1
Powers: Magic Powers (Array) •Mystic Fire: Damage 6 (DC 21; Increased 
Range: ranged, Alt.) •Mystic Shield: Protection 6 (+6 Toughness; Impervi-
ous, Alt.), •Phantasmal Constructs: Illusion 6 (Affects: Two Sense Types - 
Visual and Hearing, Area: 60 cft., DC 16, Alt.), •Transmutation: Transform 
3 (Affects: Broad > Broad - Elements into other Elements, Transforms: 6 lbs., 
DC 13; Increased Duration: continuous; Tiring, Alt.), Magical Awareness: 
Senses 1 (Awareness: Magic).
Advantages: Connected, Languages 3 (Arabic, English, German, Greek, 
Latin), Luck 2, Ritualist.
Skills: Close Combat: Knives 2 (+3), Deception 3 (+4), Expertise: Magic 4 
(+7), Intimidation 1 (+2), Investigation 1 (+4), Perception 2 (+5), Ranged 
Combat: Magic 5 (+6), Stealth 2 (+2).
Offense: Initiative +0, Grab, +1 (DC Spec 10), Mystic Fire: Damage 6, +6 
(DC 21), Throw, +1 (DC 15), Transmutation: Transform 3, +1 (DC Dog 13), 
Unarmed, +1 (DC 15).
Defense: Dodge 5, Parry 5, Fortitude 4, Toughness 1, Will 8.
Power Points: Abilities 20 + Powers 16 + Advantages 7 + Skills 10 (20 
ranks) + Defenses 17 = 70.
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The following adventure seeds and plot ideas are only some of the ways to use 
the Oktobermen in a campaign. They are meant as a starting point and GMs are 
encouraged to come up with their own fiendish ways to use this group to menace 
their PCs.

That Old Black Magic
Graf Goethe, an occultist who sold his soul to Springheel Jack for revenge on a 
romantic rival, has come to the heroes asking for help. The Oktoberman have 
already killed his rival, and are now targeting the lover who spurned him. The 
woman is a young magician named Tabitha Taboo, who masks her magic as 
stage tricks and illusions. Graf wants the heroes to save Tabitha and defeat the 
Oktobermen. He hopes this will break the agreement so he can keep his soul. Will 
the heroes defeat the villains and save the girl? Can they keep Goethe from losing 
his soul and, really, do they even want to?

Me and My Shadow
The Oktobermen are out to steal a powerful artifact called the Mirror of Shadows. 
The Mirror is part of the estate of an eccentric collector of curiosities that recently 
passed away. This ancient relic can create twisted duplicates of all who look inside 
it. Springheel Jack plans to auction the Mirror off to the highest bidder at a secret 
meeting of various occult villains and supernatural baddies. Any heroes who at-
tempt to stop him risk facing the Oktobermen as well as their own dark twins.

The Mirror of Shadows creates mirror image duplicate of whoever looks at their 
own reflection in it (Dodge check to avoid, DC 20). This duplicate lasts until the 
next sunrise, and acts like a polar opposite version of the target. 

Baby, It’s Cold Outside
During one of the worst blizzards in history, the Oktobermen take over the town 

of Mountain Witch, Wyoming. This dying former mining town’s remaining resi-
dents are part of Springheel Jack’s latest scheme to fulfill his birthright. He has 
taken the children of the town hostage and plans to sell them back to them the 
town in exchange for their souls. A desperate call for help reaches the heroes, 
but can they arrive in time to save the children and their parent’s souls? Will this 
grand scheme be enough for Springheel Jack to complete his quota and become 
a full demon? Can they find an ally in the sometimes squeamish Bookbinder? 
And is this blizzard natural or does it have some darker source?

Witchcraft
The Oktobermen have taken a contract with a group of anti-magic fanatics called 
the Sons of Salem to wipe out several covens of mostly harmless witches, sorcer-
ers, and mystics around the world. Word of this pact has reached the ears of the 
mystical community and, through this, the heroes. The price for this commission 
has been set as a large cash payment combined with several potent artifacts col-
lected from previous victims of the fanatical faction. As a complication, the Sons 
of Salem don’t plan to honor their agreement any more than the Oktobermen 
plan on giving them any choice in the matter. Can the heroes save the innocent 
mystics and stop this modern day witch-hunt? Can they possibility reason with 
the Oktobermen and convince them this one time to think of the greater good of 
the mystical community? If the villains succeed, what sorts of powerful tools will 
they now have at their disposal, and will the heroes defend the Sons of Salem 
from them or leave them to their fate?

Treat the Sons of Salem as a collection of thugs, soldiers, militants, and similar 
archetypes from the Mutants and Mastermind’s Hero’s Handbook (p. 216-218). 
The group’s leader, Assurance Mather, is treated as a Crime Lord from the Hero’s 
Handbook (p. 217), except with Expertise: Theology in place of Expertise: Crimi-
nal and Status (Extremist Group Leader) in place of Status (Crime Lord).
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Smoke and Mirrors are a duo of supernatural killers who have as much in com-
mon with horror � lm antagonists as they do most super-villains.  A tormented 
spirit and an invisible-killer-who-serves-dark-powers, the pair inject a bit of 
mystical menace into a story.  The two are also rather unlikely lovers, adding a bit 
of complexity to their interactions not just with each other, but other characters 
as well.

The pair, born in the early 20th century, does not age and are hard to kill; this 
makes them suitable for use in a number of time periods. Though their tone is a 
bit dark for most Golden Age campaigns, they’d � t in � ne with some of the darker 
pulp-inspired stu� .

The duo is a potent threat and can even menace heroes above their Power Level 
who are not suited to � ghting invisible or incorporeal foes.   Capturing the villains 
is also quite challenging, and holding them would require extreme measures 
likely involving sorcery or super-science.  Much like the monsters in many horror 
stories, you might defeat Smoke and Mirrors… but they will be back.
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Smoke PL 10

Background
All Annabelle Hanger wanted was to be left alone. 

She’d left her abusive husband, whom she only 
married to appease her family, and found 

love in the arms of her childhood friend, 
Rose. Annabelle and Rose moved from 
the Georgia countryside to Atlanta, 
where they rented a small house on 
the city’s edge. They posed as cousins 
to avoid the prejudices of the time, got 
jobs, and began to build a life together. 
It was a simple but pleasant life, until 
Annabelle’s husband found them. 

Enraged at her leaving, and feeling 
emasculated by her new lover’s gen-

der and mixed racial background, 
he attacked Annabelle. Rose 

intervened, cutting him with 
a kitchen knife. Bleeding 
and cursing, Annabelle’s 
husband fled, but he didn’t 

stay gone.

Returning with his brothers, neigh-
bors, and other members of his “gentle-

men’s club”, all wearing white sheets 
and carrying torches, they stormed 

the little house. They tormented 
the women for hours before 

finally hanging Rose from 
the rafters, with Anna-
belle watching in hor-

ror. Then they barred the 
doors from the outside and 

let the whole place burn. Thus did 
Annabelle Hanger die.

Annabelle’s spirit, however, didn’t rest. Her painful, traumatic death 
made it impossible for her spirit to move on. Now a vengeful ghost, she 
lacked joy or peace but had something she lacked in life– power. Annabelle’s 
spirit tracked down her murderers and dealt with them one by one. Still un-
able to let go, she began to target any who reminded her of her tormen-

tors. She became known as “the Lonely Woman in the Smoke”, or often just 
“Smoke.”

Then she met Jeanette LaFontaine, a.k.a. Mirrors. Annabelle found a twisted con-
nection with the invisible killer, and Mirrors found someone who could see her for 
what she was and didn’t run away; the couple has been together ever since. For 
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Characters

STRENGTH

0

Initiative +1
Ghost Touch: Damage 10, +10 (DC Will 25)
Grab, +0 (DC Spec 10)
Spectral Fire: Damage 6 (DC 21)
Suffocation: Affliction 10 (DC Will 20)
Throw, +1 (DC 15)
Unarmed, +0 (DC 15)

OFFENSE

Floating: Flight 4 (Speed: 30 miles/hour, 500 feet/round; Continuous)
Ghost

Comprehend 1 (Spirits - Communicate)
Immunity 30 (Fortitude Effects)
Insubstantial 4 (Incorporeal; Innate; Permanent)
Protection 3 (+3 Toughness)
Regeneration 1 (Every 10 rounds)

Ghost Powers: Array (30 points)
• 	 Ghost Touch: Damage 10 (DC 25; Affects Corporeal 10, Alternate  

Resistance: Will)
• 	 Spectral Fire: Perception Range Damage 6 (DC 21; Affects Corporeal 6, 

Secondary Effect)
• 	 Suffocation: Perception Range Affliction 10 (Fatigued, Exhausted,  

Incapacitated; Resisted by Will, DC 20)
• 	 Vanish: Teleport 10 (4 miles in a move action, carrying 50 lbs.;  

Accurate, Extended: 1000 miles in 2 move actions; Medium: Smoke)
Perceives World As Reflection: Feature 1
Smoky Visage: Concealment 2 (Sense - Sight; Increased Duration:  

continuous; Partial)
Summon Smoke: Environment 6 (Heat, Visibility (-5), Radius: 900 feet)
Tied to the Mortal World: Immortality 7 (Return after 8 hours; Quirk:  

Cannot return until the next sunset)

POWERS

Dodge	 14	 Fortitude	 Immune
Parry	 12	 Toughness	 3
Will	 9		

DEFENSE

Abilities 6 + Powers 138 + Advantages 6 + Skills 19 (38 ranks) + Defenses 
31 = 200

POWER POINTS

Hatred: Cursed to relive the pain and terror of her death, Smoke hates any 
who remind her of her fate.  Chief among these are gangsters and bigots, 
though even physical similarities or personality quirks shared by her killers 
can set her off.

Relationship: Smoke loves Mirrors, one of the few people who does not flee 
in terror from her, and who reminds her of her mortal love.

Restless Spirit: Smoke died violently and continues to haunt the world as a 
vengeful wraith.  She cannot pass on to the next world unless she some-
how finds peace.  Note that avenging her death was not enough- some-
thing more is required.

COMPLICATIONSDaze (Intimidation), Fascinate (Intimidation), Fearless, Hide in Plain Sight, 
Move-by Action, Startle

ADVANTAGES

Close Combat: Ghost Touch 10 (+10), Expertise: Spirit World 6 (+8), Insight 1 
(+4), Intimidation 9 (+10), Perception 3 (+6), Stealth 9 (+10)

SKILLS

FIGHTING

0
AGILITY

1
AWARENESS

3
STAMINA

–
INTELLECT

2
DEXTERITY

1
PRESENCE

1

her part, Smoke doesn’t care about much except satisfying her endless desire for 
vengeance and staying close to her lover. 

Personality
Smoke was once a normal, if somewhat shy, woman. She simply wanted to live, 
love, and be left alone. When this proved impossible, as she died a painful and 
fiery death, Smoke’s spirit became bitter and spiteful. She is now filled with rage 
at her fate and directs these emotions haphazardly, targeting those who remind 
her of her killers, for reasons both logical (bigots, abusers of women, etc…) and 
arbitrary (hair color, style of dress, etc…). It is possible to reach out to Smoke 
and convince her to spare a chosen victim, but doing so requires appealing to 
her long buried humanity and runs the risk of making the appealing party her 
next target.

Smoke loves Mirrors deeply, though a large part of this is an echo of her feelings 
for her long-dead lover, Rose. She accompanies Mirrors not because she shares 
her lover’s goals or ambitions, but because she wants companionship and an 
outlet for her rage and hurt.

Powers & Abilities
Smoke is a restless spirit and as such is incorporeal and beyond most worldly con-
cerns. She is able to fly, turn smoky and hard to see, and possesses a number of 
supernatural powers relating to her untimely demise. She can coat an area with 
smoke and blistering heat, cause targets to suffocate or spontaneously combust, 
and otherwise inflict on others the painful fate that befell her. 



24

Mirrors PL11
Background
It’s never been good to be poor in New Orleans; this was as true for Jeanette La-
Fontaine at the turn of the 20th Century as it is today. Jeanette lived on the streets 
more often than not, stealing and selling whatever she could to survive, while 
watching as her few friends fell victim to killers, brothels, or simply disappeared.  
Jeanette avoided these fates, and told herself it was because she was stronger 
and smarter. After all, she fi gured, with the life she led it couldn’t be luck.

This all changed when Jeanette found it. Well, “found” is a generous word. She 
lifted it from an opium addict she discovered half-conscious in an alley. He was 
still mumbling about broken promises and how he’d been tricked when she took it 
and lit off . It was a strange thing; a box of mirrored panels trimmed with gold that 
moved and shifted. Jeanette fi gured it would bring a few bucks, maybe enough for 
a room for the week. She still isn’t sure why she started messing with it, but once 
she started she couldn’t stop. It wasn’t just a box, she realized, but a puzzle. 

It took her three days to fi nally fi gure it out. She was sleep deprived, hungry, and 
nearly dead from dehydration when the fi nal piece slipped into place and the 
voice from behind the mirrors whispered in her mind. It off ered power, pleasure, 
and safety in exchange for service to “the Unseen Gods”. Her mind still trapped in 
the shifting refl ections of the puzzle, Jeanette accepted.  The box vanished and 
Jeanette stood, transformed. That was the last anyone saw of Jeanette LaFon-
taine, at least directly. Now a being of sharp cruelties and dark edges, she became 
the invisible killer Mirrors. She murders to provide sacrifi ces to the Unseen Gods; 
she cares not for the purpose or end result of her actions.  

Mirrors found Smoke years later, while working as an assassin for the mob- a job 
that provided comfort for her and tribute for her masters. The ghost was the only 
being she’d met who could both see her and wasn’t repulsed or afraid. It might 
not have been true love, but it was enough for the lonely killer. The two have 
been together since.

Personality
If Mirrors was ever a good, selfl ess person, no one, including her, remembers 
when. At best she was callously self-suffi  cient, but even that was decades ago. 
Now she is a servant of forgotten gods content to kill for their mutual benefi t.  She 
often tries to profi t from her unholy mission but, when she slays, the unearthly 
pleasures dribbled into her mind by the Unseen Gods is often enough to spark a 
killing spree.

A sliver of Mirror’s humanity can be found in her desire to be seen. It is a key ele-
ment in her attraction to Smoke, and fuels a compulsion that gives her victims 
the slimmest of chances. This desire for connection, however, isn’t enough for 
redemption, and those trying will fi nd it easier to see the invisible killer herself 
than any spark of humanity inside her.

Powers & Abilities
Mirrors is no longer totally human, as the Unseen Gods she serves have given 
her a number of powerful blessings. She is physically superior to most humans 
and suff ers few human frailties. She is permanently invisible, though she can be 
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seen in reflective surfaces (even her footprints are invisible unless viewed in a 
mirror). As long as she is not seen, she can move incredibly quickly and heal ter-
rible wounds. She can even speak into a target’s mind, which she usually uses to 
better torment her victims. Mirrors is also a master knife fighter, and prefers to 
use such weapons over all others.

Background

STRENGTH

4

Initiative +18
Grab, +12 (DC Spec 14)
Knife, +17 (DC 20)
Mind Reading: Mind Reading 5 (DC Will 15)
Throw, +10 (DC 19)
Unarmed, +12 (DC 19)

OFFENSE

Blessings of the Unseen Gods: Array (10 points)
• 	 Dimensional Step: Teleport 7 (0.5 miles in a move action, carrying 50 

lbs.; Change Direction, Change Velocity, Turnabout; Limited: Not Usable 
When Seen)

• 	 Restore Vitality: Regeneration 10 (Every 1 round; Sustained; Limited: 
Not Usable When Seen)

• 	 Whispers Inside the Mind: Mental Communication1 (Sense Type:  
Mental; Subtle: encrypted); Mind Reading 5 (DC 15; Limited to Surface 
Thoughts)

Dance of Razors: Feature 3 (can multiattack and split knife attacks)
Direct Invisibility: Concealment 4 (All Visual Senses; Limited: Visible in Re-

flections, Permanent)
Eyes of the Unseen: Senses 6 (Sight Counters Illusion, Darkvision,  

Tracking: Visual 2: full speed)
Leave No Trace: Movement 1 (Trackless: Sight 1; Limited: Tracks show up 

in reflections)
Not Quite Human: Immunity 4 (Aging, Disease, Sleep, Starvation & Thirst); 

Feature 1 (considered to be a supernatural creature)

POWERS

Dodge	 14	 Fortitude	 10
Parry	 14	 Toughness	 7/4
Will	 9		

DEFENSE

Abilities 60 + Powers 31 + Advantages 31 + Skills 32 (63 ranks) + Defenses 
25 = 179

POWER POINTS

Compulsion: Mirrors has a subconscious desire to be seen, and will not strike 
down victims without giving them at least a glimpse of her in a mirror or 
some other reflective surface.

Dark Desires: Both out of personal desire and as a sacrifice to her strange 
alien gods, Mirrors is driven to stalk and kill victims.  

Relationship: Though twisted and evil, Mirrors loves Smoke.  The ghost is 
one of the few beings who can gaze upon the killer directly, and this con-
nection creates a sliver of warmth and humanity in her otherwise merci-
less heart

COMPLICATIONS

Knife

EQUIPMENT

Accurate Attack, All-out Attack, Close Attack 3, Defensive Roll 3, Equipment 
1, Evasion, Hide in Plain Sight, Improved Critical 4: Knives, Improved Initiative 
3, Improved Trip, Languages 2 (Elder Tongue, English, French), Move-by Ac-
tion, Power Attack, Precise Attack (Close, Concealment), Precise Attack (Close, 
Cover), Quick Draw, Skill Mastery: Stealth, Startle, Takedown 2, Trance

ADVANTAGES

Acrobatics 2 (+8), Athletics 2 (+6), Close Combat: Knives 5 (+14), Decep-
tion 8 (+8), Expertise: Magic 2 (+4), Expertise: Streetwise 6 (+8), Insight 1 
(+4), Intimidation 8 (+8), Investigation 3 (+5), Perception 5 (+8), Ranged 
Combat: Throwing 8 (+10), Sleight of Hand 3 (+5), Stealth 8 (+14), Treat-
ment 2 (+4)

SKILLS

FIGHTING

9
AGILITY

6
AWARENESS

3
STAMINA

4
INTELLECT

2
DEXTERITY

2
PRESENCE

0

The nature of Mirrors’s masters, the Unseen Gods, is left purposefully vague. 
They might be imprisoned demons, the trapped spirits of ancient necroman-
cers, forgotten gods of evil desiring to grow in prominence again, or eldritch 
horrors from beyond time and space. Whatever they are should serve indi-
vidual GMs needs in their campaigns.

The nature of Mirrors’s sacrifices is also left up in the air. The pain and death 
she inflicts might help the Unseen Gods come to our reality, might sustain and 
feed them, or might simply be because they enjoy causing pain and discord. 
The breadth and nature of these beings’ ambitions likely will be defined by 
how important such creatures are in a particular campaign setting. In any 
event, it won’t be anything good.

What are the Unseen Gods?
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Now You See Them
Mirrors has taken a contract on behalf of Smoke and her with a local mob (ideally 
one with some supernatural trappings or involvement). The target is a rival gang 
leader, Joey “Magic Man” Delvinio (an aging hood with a love of card tricks and 
prestidigitation), and his entire family. Can the heroes save Don Delvinio and his 
family? Can they convince the lifelong criminal to assist the authorities in return 
for his aid? How do you stop one killer you cannot see and another who’s already 
dead?

Sins of the Great Grandfather
Smoke has discovered that her husband’s family didn’t die out as she once be-
lieved. A distant descendant, totally ignorant of his ancestor’s crime, has been 
discovered. Smoke has come to town with Mirrors in tow seeking terrible ven-
geance.  Ideally, this person is someone important to one or more of the PCs. 
It might even be one of the PCs themselves! Fortunately, Smoke wants to tor-
ment the poor soul before she finishes him off–giving the victim time to real-
ize he’s being haunted and seek help. Can the heroes save Smoke’s victim before 
she destroys him? Can they somehow convince her to abandon her misguided 
vengeance? 

Hunt for the Red Rum Oktober
The heroes are contacted by a mysterious figure claiming to be a part of an an-
cient organization of mystics and monster hunters known as the Silver Circle.  The 
figure, calling himself Brother Argent, requests the heroes aid in capturing Smoke 

and Mirrors. Brother Argent believes the duo has important information on a 
dangerous cadre of mystical mercenaries, in particular their half-demon leader. 
Argent plans to capture and interrogate the pair to gain valuable intelligence on 
stopping them. Are the heroes up to the task? Does Brother Argent really want to 
stop this group of villains, or does he have other plans?

A Reflection of Revenge
A number of men are turning up dead recently, apparently all victims of the 
same killers. The victims all have a history of domestic violence, hate crimes, 
or both.  The victims have all died from multiple lacerations and blood loss, 
though most show signs of burns and asphyxiation as well.  Suspecting su-
pervillain involvement, the authorities have asked the PCs to help out on 
the case.

The killers are, of course, Smoke and Mirrors.  They’ve been targeting abus-
ers and bigots to satisfy both Smoke’s desire for vengeance and Mirror’s need 
for murder.  Can the heroes stop the pair from killing again?  Will the nature 
of the villains’ victims give them pause?  Will the community thank them, or 
mourn the loss of a brutal but final end to such loathsome individuals?

Smoke and Mirrors are designed to function as a duo of devilish, supernatural killers suitable for most time periods from the 1940s to the modern day. However, they can also 
function as extra members of the Oktobermen.  The third adventure hook, Hunt for the Red Rum Oktober, references the group, though in a general way so GMs could still use the 
hook even if they don’t use that particular group.

GMs seeking to add this duo to the Oktobermen have a few options for doing so, including:

1)	 Smoke and Mirrors are past members of the group now gone solo. These two help fill out earlier versions of the group as several members (particularly Bookbinder and L’Enfant 
Terrible) are recent additions.

2)	 Smoke and Mirrors are new members recruited to the team. They might be recent additions to the supernatural community, or old veterans brought into the fold. In either case, 
they can replace lost members of the group or be added to swell the Oktobermen’s ranks to eight (nine if you count Mr. Bear). 

3)	 A combination of the two options above, with Smoke and Mirrors being old members or allies who have joined the group’s current incarnation.

In any case, Smoke and Mirrors will likely fit in fairly well. The more ruthless members of the group, such as Sister Sanguine and Hexenwulf, will view Mirrors with a mix of cama-
raderie and rivalry. Smoke will likely find an uneasy kinship with the Floating Skull, though he’ll probably find her ghostly wrath tiresome. Mirrors might replace Sister Sanguine 
as L’Enfant Terrible’s favorite, with Smoke and her acting as twisted foster parents for the boy. Through it all, Springheel Jack won’t much care as long as they help him further his 
own goals (though he might be a bit concerned with the ultimate plans of Mirror’s inhuman masters).

Note: Using Smoke and Mirrors in the Oktobermen makes them considerably more dangerous, especially if you add them to the existing lineup. GMs adding an invisible killer and 
ghost who can easily affect the living while remaining incorporeal should consider what they’re putting their PCs up against. 

Smoke, Mirrors, and the Oktobermen
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OGL

OPEN GAME LICENSE  
Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who 
have contributed Open Game Content; (b)”Derivative Material” means copyrighted 
material including derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, upgrade, im-
provement, compilation, abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)”Open 
Game Content” means the game mechanic and includes the methods, procedures, 
processes and routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered 
by this License, including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” means product and 
product line names, logos and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic elements, dialogue, inci-
dents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, 
concepts, themes and graphic, photographic and other visual or audio representa-
tions; names and descriptions of characters, spells, enchantments, personalities, 
teams, personas, likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, logos, symbols, 
or graphic designs; and any other trademark or registered trademark clearly identi-
fied as Product identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify itself or its products 
or the associated products contributed to the Open Game License by the Contribu-
tor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content. (h) “You” 
or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of 
this License. You must affix such a notice to any Open Game Content that you Use. 
No terms may be added to or subtracted from this License except as described by 
the License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You indicate Your accep-
tance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license 
with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original mate-
rial as Open Game Content, You represent that Your Contributions are Your original 
creation and/or You have sufficient rights to grant the rights conveyed by this Li-
cense.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as 
an indication as to compatibility, except as expressly licensed in another, indepen-
dent Agreement with the owner of each element of that Product Identity. You agree 
not to indicate compatibility or co-adaptability with any Trademark or Registered 
Trademark in conjunction with a work containing Open Game Content except as 

expressly licensed in another, independent Agreement with the owner of such 
Trademark or Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product Identity. 
The owner of any Product Identity used in Open Game Content shall retain all rights, 
title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated ver-
sions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any ver-
sion of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of 
the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from 
the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of 
this License with respect to some or all of the Open Game Content due to statute, 
judicial order, or governmental regulation then You may not Use any Open Game 
Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with 
all terms herein and fail to cure such breach within 30 days of becoming aware of 
the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.

15 COPYRIGHT NOTICE

Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.

System Reference Document, Copyright 2000, Wizards of the Coast, Inc., Authors 
Jonathan Tweet, Monte Cook, Skip Williams, based on original material by E. Gary 
Gygax and Dave Arneson. 

Modern System Reference Document, Copyright 2002-2004, Wizards of the Coast, 
Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, Charles Ryan, Eric Cagle, David 
Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on ma-
terial by Jonathan Tweet, Monte Cook, Skip Williams, Richard Baker, Peter Adkison, 
Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker. 

Mutants & Masterminds, Copyright 2002, Green Ronin Publishing; Author Steve 
Kenson. 

Advanced Player’s Manual, Copyright 2005, Green Ronin Publishing: Author Skip 
Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians of Order, Inc.; Authors Stephen 
Kenson, Mark C. Mackinnon, Jeff Mackintosh, Jesse Scoble. 

Mutants & Masterminds, Second Edition, Copyright 2005, Green Ronin Publishing; 
Author Steve Kenson. 

DC Adventures Hero’s Handbook, Copyright 2010, Green Ronin Publishing; Author 
Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 2011, Green Ronin Publishing; 
Author Steve Kenson.

Due Vigilance Issue 1: The Oktobermen, Copyright 2011, Vigilance Press; Author Jack 
Norris.

Devilish Duos Issue 1: Smoke and Mirrors, Copyright 2011, Vigilance Press; Author 
Jack Norris.

Due Vigilance Issue 1: The Oktobermen Special Edition, Copyright 2012, Vigilance 
Press; Author Jack Norris. 
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Black Chapter
The Library is an ancient order dedicated to controlling arcane knowledge. 
They stand a constant vigil against forces they believe could rise up to de-
stroy the world without warning. To deal with these dangerous threats, 
they have created the Special Collections teams.  The most dangerous 
of these teams is Black Chapter.

Written by Jack Norris and featuring art by Denise Jones, 
Jesse Justice, and James Dawsey, Black Chapter brings 
a new organization to your Superhero Roleplaying 
game setting. Not only does it feature stats and 
art for the Black Chapter team, but the orga-
nizational structure for the Library itself as 
well as perks for membership (should your 
players wish to join their ranks). Of course, 
when dealing with monsters take care 
lest you become a monster yourself…

Black Chapter will arrive soon, for Print 
on Demand and PDF download! 

Due Vigilance Issue 2: Black Chapter 
is Copyright 2012 Vigilance Press. All 
rights reserved. 
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This � rst issue of Due Vigilance brings you a team of supernatural 
super villains, ready to strike fear into the hearts of your players. 
Bound together by greed and darker urges, the Oktobermen are 
mystic mercenaries eager to take on the ugliest jobs for the right 
price. Springheel Jack leads his team to achieve his ultimate goal: 
to become a crown prince of Hell! These seven unholy villains will 
challenge the mettle of your players. Be warned! They are fear-
some foes indeed.

Adding to the terror are the Devilish Duo of Smoke and Mirrors: 
two killers driven by di� erent needs but entangled by fate. One 
is an immortal assassin who can only be seen in re� ections, 
and the other is a ghost who sees the world through the 
twisted view of her painful past. With origins dating back 
to before the Second World War, they can be a threat and a 
mystery on their own… but adding them to the roster of 
The Oktobermen can make the team even more danger-
ous than before!

For this compilation of Night-
marish Ne’er-do-wells, every 
night is Halloween!
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AS NIGHT FALLS...

…THE OKTOBERMEN RISE!

with    Smoke and mirrors
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