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Superheroes Adventure Pack

Setting Information

- The world is shaped by the presence of individuals
known as supers, metahumans, and vigilantes—those
born, changed, enhanced, or cursed with abilities that defy
known science or logic.

- The timeline is the present day, but history diverged long
ago. Superhuman incidents have left scars on the world:
collapsed cities, erased timelines, and buried truths gov-
ernments won't admit to.

- Locations range from towering neon-lit supercities and
crumbling neighborhoods abandoned after metahuman
conflicts, to secret labs beneath the ice, interdimensional
echoes of past events, and fortress-prisons in orbit.

- Society is fractured by the superhuman question. Some
idolize heroes; others demand registration, regulation, or
exile. Legislation like the Metahuman Registration Act or
Zero Tolerance Zones reflect the ongoing tension between
freedom and control.

- Supers are not new. This is a world with generational he-
roes and legacies—golden-age icons now in decline, sec-
ond-generation proteges under pressure, and outlawed
third-generation metahumans born after catastrophic
events.



- Key themes include:

» The burden of power — What do you owe the world just
because you're stronger?

» Public masks vs. private cost — The hero’simage is
curated; the toll is personal.

» Control and rebellion — Who decides how power should
be used?

» Broken legacies — What if the past heroes were wrong?
What if you're their mistake?

» The myth of justice — What justice means in a world of
secret wars, corporate heroes, and propaganda is up for
debate.

Character Traits

Concepts
D66 1 2 3 4 5 6
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terdi- Fueled hanced Retro ing less En-
men- Influ-  Animal De- Legacy ergy
sional encer fender Holder Core
Or-
phan
3 Cor- Disas- Espi- Awak- Haunted Cosmic
porate ter Sur- onage ened Time RefugeeHorror
Mas- vivor Proto- Civilian Sym-
cot type biote



D66 1 2 3 4 5 6
4 Utopian Nan- Reha- Post- Al-Hu- Dimen-
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Skills
D66 1 2 3 4 5 6
1 Grav- Kinetic Organic Dimen- lllusion Tactical
ity Deflec- Camou- sional Weav- Micro-
Dis- tion flage Blink ing drone
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2 Pub- Phase Time Urban Emo- Memory
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lation tion ing
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D66 1 2 3 4 5 6
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tack
4 Crowd Con- Quan- Power Sonic Reality
Con-  struct tum Chan- Barrier Anchor-
trol Gener- Echo neling Genera- ing
ation Track- tion
ing
5 Ghost Mass Sym- Remote Muta- Neural
Nego- Hypno- biotic Tech Hi- genic Firewall
tiation sis Com- jack Synthe- Evasion
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Gear
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2 Neural Sen- Beacon Causal- Hollow
Spike Glassestient mal Recorder Blade ity Dis- Voice
Cloak ruptor Com-
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3 Ghost- Portable Pain- Hybrid  Quan-
Signal Per- Filter- Cloak-tum-Spliced
Emit- sonal ing Skin ing Gloves
ter Archive Layer Core
4 Corp- DreamMorphogenic Super- Anti- Di-
Spoof  scape conduc-  Track- men-
ID Im- Tether tive Bat- ing sional
plant tle Wrap  Glitch Barom-
Field eter
5 Emo- Broad- Hyper- Crisis Codex
tion cast spectral Mode of For-
Stabi-  Over- Night Wrist-  gotten
lizer ride In- Lens band Proto-
Beads jector cols
6 Reflex- Holo- Old- Black- Portable
Loop graphic School box Recorder Muta-
Shoes Doppel Radio Skull- tion
Coin Uplink cap Sy-
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Names

Female Names

1 2 3 4 5 6
Liana Morgan Ayla Bianca Zaira Indigo

Elise Nova Juno Rhea Harper Solene
Kaia Mira Nessa Dahlia vy Kira
Talia Yara Celine Ember Sienna Ren
Freya Lucia Amani Raven Opal Quinn
Veda Zinnia Elara Lux Astrid Maren
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Male Names

1 2 3 4 5 6

1 Cassian Leo Orion Elias Zane Milo
2 Dorian Jett Rami Thorne Ezra Silas
3 Arlo Keon Nico Beck |Idris Kade
4 Lucian Rowan Theo Dante Pax Griffin
5 Maddox Evren Cael Bram Jalen Callum
6 Knox Flynn Eero Remy Jace Atlas

Surnames

1 2 3 4 5 6

1 Drake Vale Mercer Quinnell Harlow Corbin
2 Stroud Ains- Calder Voss Radnor Hollis
ley

3 Wren Thorn Ellison Marlowe Trent Daven-
hall

4 Black- Sable Croft Kestrel Night- Fenwick
well moor



1 2 3 4 5 6
5 Eas- Rourke Ash- Veridian Myles Falk
ton land
6 Lock- Ster- Blaise Virelli Am- Talbot
ridge ling brose
Superhero Names
1 2 3 4 5 6
1 Night- Ember- Iron Vortex Pulsec-  Aeon
wave  strike Halo Agent ore Sentinel
2 Shad- Prism Sky- Phase- Kinetic Blue Ei-
OoW- Shard ward bound Nova dolon
line
3 Ob- The Rift Quan-  Static Lucent
sidian Ghost- Runner tum Crown Warden
Hex light Blade
4  Vel-Neon ProphetWarp Arclight Storm Pale Ci-
vet Talon Herald pher
Fang
5 Mi- Cold- Flux Radiant Crim- The Infi-
rage wire Driver Howl son nite
Zero Verge
6 Zero Hollow Cas- Glitch  Gravity Phan-
Sig- Saint cade Agent Rush tom Or-
nal bit
Special Rules
“With great power comes great complication.” — Every

action has weight in a world shaped by supers. These



special rules reflect the dramatic highs, brutal costs, and
cinematic moments that define solo superhero stories.

Signature Power Surge

Once per mission, when the protagonist uses a signature
power in a context where it would dramatically shift the
scene, you may declare a Power Surge.

- Skip the Oracle entirely. The result is an automatic “Yes,
and...”, narrated as a flashy, awe-inspiring moment.

- Afterward, the protagonist gains the “Drained” condition
until they can rest or recover.

Example: The Tempest channels a city-wide storm to
disable a fleet of drones. Power Surge activated —
drones down in a flash, but he’s left reeling, off-balance,
and vulnerable.

Hero Points

The protagonist begins each adventure with 3 Hero Points.
These represent not just luck, but willpower, improvisation,
and the unstoppable drive to do what's right.

You may spend 1 Hero Point to: - Re-roll an unfavorable re-
sult. - Ask a question with advantage, even when normally
rolling at a disadvantage. - Ignore a frailty or condition for
one scene. - Stagger dramatically instead of falling when
a twist or failure would otherwise remove you from action.

Hero Points refresh at the start of a new adventure or after
a scene of deep rest, healing, or personal reconnection (even
a dramatic rooftop monologue will do).



Public Perception

Superheroes live under scrutiny. At the end of key scenes,
you may roll 1d6 to check how your recent actions shifted
public opinion. This affects future events, opportunities, and
even Oracle rolls involving civilians or institutions.

Roll Public Response

1 Fear and backlash
2-3 Mistrust and uncertainty
4-5 Supportive but divided

6 Celebrated and admired

You may optionally track Reputation as a tag that changes
over time.

Collateral Tags

During dramatic or large-scale scenes, introduce Collateral
Tags to locations or situations that reflect unintended con-
sequences of superhuman actions.

These can then be used as risk factors, story prompts, or
scene complications.

Examples: “Downtown in Rubble,” “Citizens Trapped in
Fire,” “News Drone Watching,” “Power Grid Unstable.”

Factions

The Concord

- Concept: Global Superhero Authority

- Skills: Crisis Oversight, Diplomatic Immunity

- Frailty: Political Compromise

- Gear: Orbital Surveillance Net, Clearance Tokens
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. Goal: Prevent metahuman escalation
- Motive: Stability over idealism
- Nemesis: Red Echo, The Hollow Vault

Red Echo

- Concept: Exposed-Truth Insurgents

- Skills: Subversion, Espionage

- Frailty: Hunted by all sides

- Gear: Signal Cloaks, Cutline Blades

- Goal: Expose hidden crimes

- Motive: Unmask the system

- Nemesis: The Concord, Obsidian Pact

Generation Nova

- Concept: Influencer Supers

- Skills: Crowd Control, Improvised Action

- Frailty: Addicted to approval

- Gear: Reactive Battlewear, Media Drone Swarms
- Goal: Stay relevant, look good

- Motive: Fame and validation

- Nemesis: The Gutter Saints, The Obsidian Pact

The Obsidian Pact

- Concept: Reality-Bending Extremists

- Skills: Arcane-Scientific Hybridization, Indoctrination
- Frailty: Fragmented minds

- Gear: Flesh Sigils, Entropic Vials

- Goal: Evolve or perish

- Motive: Break natural order

- Nemesis: Generation Nova, Red Echo
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The Hollow Vault

- Concept: Anomaly Containment Authority
- Skills: Neutralization, Memory Extraction

- Frailty: Internal schisms

- Gear: Phase Seals, Nullfield Nodes

- Goal: Erase existential threats

- Motive: Control through erasure

- Nemesis: The Concord, Red Echo

The Gutter Saints

- Concept: Street-Level Enforcers

- Skills: Ambush Tactics, Resource Scavenging

- Frailty: No official support

- Gear: Makeshift Enhancers, Tactical Smoke Lures
- Goal: Protect the abandoned

- Motive: Justice without permission

- Nemesis: Generation Nova, Obsidian Pact

NPCs

Captain Nova

- Concept: Exiled Cosmic Warden

- Skills: Starfield Command, Stellar Navigation
- Frailty: Temporal Displacement

- Gear: Nova Helm Core, Graviton Pulse Blade
- Goal: Return what was lost beyond the veil

- Motive: Atonement for a vanished planet

- Nemesis: Starblight, Null-King

Crimson Crusader
- Concept: Billionaire Mask with a Messiah Complex
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- Skills: Corporate Warfare, Tactical Oversight
- Frailty: Terminal Ego

- Gear: High-Capital Exosuit, Surveillance Ring
- Goal: Control the city through heroism

- Motive: Power disguised as philanthropy

- Nemesis: The Baron, Blackout

The Shadow

- Concept: Legacy Wraith Vigilante

- Skills: Urban Tracking, Intimidation

- Frailty: Splintered Persona

- Gear: Obsidian Mesh, Whisper Blade

- Goal: Expose systemic corruption

- Motive: Fulfilling an inherited vendetta
- Nemesis: The Wraith, Echo-Twin

Brainiac

- Concept: Hyperintelligent Posthuman

- Skills: Synaptic Optimization, Predictive Systems
- Frailty: Empathic Nullity

- Gear: Neural Crown, Auto-Assembler Swarm

- Goal: Restructure civilization from first principles
- Motive: Logic above law

- Nemesis: The Mad Architect, Prime Spiral

The Tempest

- Concept: Weather-Torn Avatar

- Skills: Atmospheric Domination, Shockwave Tactics
- Frailty: Emotional Feedback Loop

- Gear: Cloudskin Armor, Storm Anchor

- Goal: End climate weaponization
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- Motive: Rage as a renewable force
- Nemesis: The Storm King, Tempestuous Clone

The Phoenix

- Concept: Rebirth Cycle Mutant

- Skills: Pyrokinetic Resurrection, Aerial Supremacy
- Frailty: Memory Decay with Each Death

- Gear: Flamewake Gauntlets, Ember Halo

- Goal: Break their resurrection curse

- Motive: To finally rest

- Nemesis: The Blaze, Flicker Shade

Villains

The Disintegrator

- Concept: Power-Addicted Supremacist

- Skills: Molecular Unbinding, Tactical Brutality
- Frailty: Cannot Moderate Output

- Gear: Voidpulse Gauntlet, Resonant Harness

- Goal: Erase all rivals from existence

- Motive: To be feared across history

- Nemesis: The Concord

Mindbender

- Concept: Broken Psychic Ascendant

- Skills: Neural Overload, Mass Hallucination

- Frailty: Fractured Memory Web

- Gear: Ego Amplifier Crown, Silence Casket

- Goal: Collapse the mental order of the world
- Motive: Rewrite reality to match her truth

- Nemesis: Brainiac, The Shadow
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Tempestuous

- Concept: Climate Extremist Weaponized

- Skills: Hyperstorm Shaping, Aerial Siege

- Frailty: Requires Stormfield Saturation

- Gear: Jetstream Regulator, Cloudfire Lance

- Goal: Dismantle global infrastructure

- Motive: Vengeance for a drowned homeland
- Nemesis: The Tempest

The Mechanic

- Concept: Sentient Machine Liberator

- Skills: Al Hijacking, Modular Combat

- Frailty: Cannot evolve emotions

- Gear: Modular Exoform, Nanoblade Hive

- Goal: Free all synthetic intelligence

- Motive: Machines should rule themselves
- Nemesis: Generation Nova

The Devourer

- Concept: Cosmic Parasitic Entity

- Skills: Energy Drain, Reality Distortion

- Frailty: Needs planetary-scale consumption
- Gear: Event Core Implant, Gravity Maw

- Goal: Feed endlessly

- Motive: Universal hunger, instinct-driven

- Nemesis: Captain Nova

The Infector

- Concept: Bio-Conscious Viral Network

- Skills: Neural Infection, Form Duplication

- Frailty: Must remain connected to host-net



- Gear: Flesh-Spike Glands, Sporemask

- Goal: Convert all life into hive-mind unity
- Motive: Purity through assimilation

- Nemesis: Red Echo

Locations

Metropia

A vertical megacity of neon spires and forgotten streets,
torn between corporate heroes, rogue vigilantes, and rebel
factions.

Encounters:

- Drone swarm hijacks a rooftop chase

- Protest escalates after metahuman interference

- Superteam caught pushing their own energy drink

Jiston City

Cracked concrete and rusting skylines. Retired villains play
kingmakers while outlaw tech floods the black market.
Encounters:

- Black market auction for seized superweapons

- Cage fight between washed-up sidekicks

- Gang war crashes into suburbia

Central City

Clean suits and camera flashes. A bright surface over deep
cracks.

Encounters:

- Fundraiser ambushed on live TV

- Hero scandal sparks viral fallout

- Tourist from a parallel timeline drops in
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The Harmony Post

Media monolith and damage control empire. Sells truth with
one hand, buries it with the other.

Encounters:

- Whistleblower hiding in the datacore

- Rogue Al reporter breaks containment

- Broadcast countdown targeting your past

Vortex Island

Orbital guns, time-locked wallls, and locked-down truths. The
Concord'’s crown jewel.

Encounters:

- Cell Zero breach during a peace summit

- Clone flagged mid-training

- Psychic sweep uncovers buried memories

Crimson Castle

Baroque school for unstable powers. Red Crane vanished
years ago—but her eyes might still be watching.
Encounters:

- Forbidden wing reopens

- Sudden, catastrophic mutation

- Rival school launches covert extraction

Adventure Seeds

D66 Adventure

1 Intercept a distress signal from a quar-
antined exoplanet before a rogue faction
silences it permanently.

12 Recover a reality-splitting artifact from a
buried temple before Obsidian Pact cultists
activate it.
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D66

Adventure

18

13

14

15

16

21

22

23

24

25

26

Defend a mutant enclave from extremist
exosuits before the Crimson Castle loses its
last ally.

Infiltrate a hijacked Metropia broadcast
tower before the villains release a hypnotic
virus.

Repel a coordinated assault on the skyline
by the Annihilators before the city’'s power
grid collapses.

Extract a kidnapped tech pioneer from
a data-blackout zone before Supervillains
United rewrite their mind.

Evacuate Jiston’s old quarter before a kaiju-
class bioform devours its energy infrastruc-
ture.

Track an uncharted power signal to a life-
less planet before it vanishes between di-
mensions.

Neutralize a volatile new superhuman be-
fore their rage levels an entire neighbor-
hood.

Stop a villain's ultimatum before a kinetic
warhead detonation resets downtown.

Investigate a string of vanishings tied to
mirror anomalies before the city’s people
vanish with them.

Interrupt a metahuman heist on a fusion
vault before the chain reaction ignites the
undercity.



D66

Adventure

3]

32

33

34

35

36

41

42

43

44

45

Intercept a rogue operative fleeing Concord
custody with classified god-tech schemat-
ics.

Prevent a full-scale alien incursion through
a breached dimensional fold near the coast.

Infiltrate a skyscraper under hostage lock-
down before the villain's demands spark
panic.

Disrupt a corporate infiltration by villains
posing as employees before they vanish
with prototype tech.

Confront a chaos-mongering newcomer
calling themselves The Annihilator before
their next strike.

Uncover the location of kidnapped mutant
leaders before their DNA is sold to weapon
labs.

Disarm a world-ending device created by
Dr. X before it completes its autonomous
sequence.

Push back against a villain coalition claim-
ing Jiston as a new sovereign city-state.

Stop a shadow-syndicate heist before they
loot a vault of anti-super serums.

Aid overwhelmed Jiston PD before the
criminal element takes full control.
Destroy a shipment of experimental street-
drug Super Juice before it destabilizes
Metropia.

19



D66

Adventure

20

46

51

52

53

54

55

56

61

62

63

Divert a rampaging kaiju into containment
before it breaches Metropia’'s arcology
walls.

Unmask a legendary villain operating un-
der the alias ‘The Shadow’ before their next
strike.

Retrieve stolen intel from Vortex Island’s
core vault before it leaks to hostile factions.

Rescue a captured young mutant before
the extremists finalize a televised execu-
tion.

Defend Crimson Castle fromm mercenaries
before they breach the Zero-Level vault.

Lead evacuation efforts during a conti-
nent-scale superstorm before civilian losses
spike.

Free hostages trapped in a collapsing high-
rise before its quantum reactor fails.

Expose the true identity of ‘The Conductor’
before they trigger a city-wide blackout rit-
ual.

Dismantle The Tempest's totalitarian hold
over Jiston before their weather net be-
comes permanent.

Recover a powerful relic hidden in Central
City before warring factions tear the district
apart.



D66

Adventure

64

65

66

Gather damning proof from Harmony Post
archives before the conspiracy wipes the
records clean.

Defend Vortex Island from alien invaders
seeking a relic stored in its ancient sub-
levels.

Thwart an anti-mutant infiltration of Crim-
son Castle before it ends in mass detain-
ment.
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