
 

The Exemplar Avengers demonstrate a range of alternative concepts that can take the templates of the 

Avengers and make different characters out of the same basic power sets as Marvel versions. 

 

Shell Shock ............ Armor Expert 

She owned an energy conglomerate, and 

specialized in deep-sea drilling. Her company 

found something down there that inspired her to 

weaponize technology previously used for deep-

sea activity. She doesn’t like to talk about it.  

 

Constellation …Cosmic Channeler 

He was an astronaut working on a solar collector 

project when sabotage bathed him in cosmic 

rays. 

 

Ilimitado ............. Gamma Monster 

He was a luchador working with a mad scientist 

to increase his physical might incrementally. 

When he was rich and famous enough, he told 

the scientist he was retiring; the scientist tried to 

kill him with a super-overdose, but changed him 

instead. The resulting rampage wrecked the lab 

and killed the scientist, and he cannot return to 

South America, where he is wanted by the law. 

 

The Faceless ...... Mystery Warrior 

She was born to wealthy parents, and they 

turned their company into a tech company and 

became fantastically wealthy. As a teen, she 

discovered their dark secret, and dealt with the 

threat they posed. She spent twenty years 

preparing herself, using her fortune, to protect 

the world from related threats. 

 

Digger ................ Sizemorph Expert 

His wife is an archeologist, and he is a scientist; 

he developed his sizemorph abilities initially for 

archeology. He can move masses of earth, but 

also get into tiny enclosed spaces without 

damaging them. He is motivated to adventure by 

what he found. 

 

Zip ................. Sizemorph Skirmisher 

She was Digger’s mistress during a difficult part 

of his marriage; she blackmailed him for access 

to the technology, and was going to become a 

criminal, but her affection for him drew her to 

heroics instead. 

 

Athena ......................... Sniper Scout 

She is a highly-paid mercenary problem solver 

who defeated SHIELD with far inferior forces in 

numerous engagements. She countered the 

bounty they put on her head with an offer to 

work for them, if the price is right. Her insight, 

training, stealth, and confidence let her punch 

way above her weight. 

 

Selkie .......................... Super Soldier 

She was a decorated Navy SEAL before joining 

SHIELD’s super soldier project. 

 

Agent Seven ................... Super Spy 

On loan from the British Empire, he is their 

most highly trained secret agent. He came to 

SHIELD’s attention by repeatedly thwarting the 

plans of evil super-powered masterminds 

planning terrorist attacks. 

 

Dreamtime ............... Thunder God 

He was an Australian Aborigine line-walker 

shaman, his weapon an enchanted boomerang. 

He draws strength from the Dreamtime, which 

gained massive power after the mishap on 

Mount Uluru, Ayers Rock. 

 

  



 
Avengers are well suited to monster-of-the-week first responder style games, like one-shots. When 

linking sessions together to form a bigger story, it can be very rewarding to have a master menace threat 

in the background. The master menace threat spawns other threats, but is also part of the reason the heroes 

chose to be heroic in the first place. Here are some examples of how to build a master menace into a 

campaign, from start to finish. 

 

Every character need not have a direct tie, but for this demonstration, every character will. The grand 

conclusion need not be the end of the campaign (don’t wait too long to get it in play!) but it can serve as a 

unifying theme, and motivate bad guys to attempt plans that the heroes can thwart. 

 
Cthulu Mythos 
 

Overview. As cosmic alignment hurls the world closer to potential obliteration by impossible god-like 

monsters, cults and monsters step up their game. This acceleration of entropic action has triggered a 

number of heroes to take notice and intervene. 

 

 Shell Shock. She encountered Deep One cities and learned of R’lyeh and Cthulu dreaming. 

 Constellation. He was infused with the power of a gatekeeper by Yog Sothoth. 

 Ilimitado. The scientist was a mask of Nyarlathotep creating an agent of chaos. 

 The Faceless. Her parents turned out to be Mi-Go puppets; they died when she was ten. 

 Digger. His wife’s findings pointed to Mythos truths, and a cult of Cthulu killed her for it. 

 Zip. Her Weakness is that she is from Innsmouth, and will inevitably become a Deep One. 

 Athena. She has dealt with Shub Niggaruth cults, and their Dark Young; SHIELD recruited her when 

she told them who the cult moles in SHIELD were. 

 Selkie. She was recruited as a survivor of an aircraft carrier overrun by Deep Ones and their 

monsters, and her will to get revenge helped her survive the mutation. 

 Agent Seven. He gutted a Deep One colony in the rotten core of Shanghei and traced its influence 

back to a couple fishing towns in southern England; now he’s assigned to root out more, globally. 

 Dreamtime. Ambitious sorcerers summoned Hastur to Ayers Rock, transforming (and weirding) the 

Dreamtime. The process triggered great powers in a shaman, to take back the world’s dreamspace. 

 

Adventures. 

 Suss out a Deep One cult in the slums of New York, and track contact back to an undersea city off the 

east coast; attack it, dealing with masses of Deep Ones and Cthuloid monsters. 

 SHIELD has a secret research site working on harnessing powers of Yog Sothoth for teleportation; it 

all goes wrong, and the Avengers have to bust in and close a portal to the Abyss. 

 SHIELD is tracking a number of mythos wizards who gather to conduct a ceremony to reach out to 

the King in Yellow; they must be stopped, but they have summoned monsters for defense. 

 

Plots. 

 Moles in SHIELD keep putting the Avengers in harm’s way, and trying to discredit SHIELD. Root 

them out before they can have SHIELD forces outlawed and on the run, and Avengers out of action. 

 Cults are trying to wake and summon and create monsters that thin the protective barriers of the 

world. Stop the monsters they summon, and deal with the cultists trying to wreck everything. 

 Battles take place in dreams as well as in the waking world; with the influence of Cthulu dreaming, as 

well as a tinge of Hastur making dreams more potent, some of this struggle is abstract and surreal! 



 

Grand Conclusion. Cthulu cultists plan to lure the Helicarrier over where R’lyeh will manifest, and then 

destroy it so all aboard are sacrifices. This will accelerate the arrival of the haunted isle, and sacrificing 

powerful beings like the Avengers before the door will help crack it open to release Cthulu. One or more 

of the Avengers are suborned by the cult to facilitate this process! 

 

Tips. Play up the ways their powers make the characters themselves alien and otherworldly to human 

experience. Pick a central flavor of mythos monsters, but enjoy bringing in the occasional outlier for fun. 

Draw crisp lines between the normal world and the surreal occult world underneath it that peeks out. 

 
Skrull Invasion 
 

Overview: The Skrull Empire plans to take over Earth and use it as a colony complete with indigenous 

slave labor. They are cowardly, but skilled with scientific monster-building. SHIELD was formed by 

forward-thinking politicians and soldiers who saw a need to quietly counter the threat. 

 

 Shell Shock. She discovers her technology is derived from her mentor’s study of alien tech. 

 Constellation. Origin is a lie; he was an experiment to copy Skrull power infusion techniques. 

 Ilimitado. The scientist was a Skrull toying with the locals, thinking to make them better slaves. 

 The Faceless. Her parents were high-ranking Skrull infiltrators; they died when she was ten. 

 Digger. His wife’s findings pointed to repeated Skrull visits; the Skrulls killed her for it. 

 Zip. She was a Skrull agent and didn’t even know who her bosses were. 

 Athena. She has dealt with Skrulls and their monsters; SHIELD recruited her when she told them 

who the Skrull moles in SHIELD were. 

 Selkie. She was created by Skrull scientists infiltrating SHIELD, toying with locals. She still does not 

know why the scientists that made her were shot down by SHIELD investigators after being identified 

by Athena’s work. 

 Agent Seven. He dealt with Skrull infiltrators in the Commonwealth, but discovered the conspiracy 

was much bigger and the world is running out of time. His expertise and experience will help 

SHIELD and the Avengers prepare to counter the Skrull threat in time. 

 Dreamtime. A Skrull ship crashed into Ayers Rock and its experimental drives ruptured, confusing 

timespace into itself and flooding the metaphysical dimension of the Dreamlands with great power. 

 

Adventures.  

 Something powerful is stalking and killing SHIELD scientists, and there are only three left who were 

on the project that seems to have attracted the assassin’s attention; it is a super Skrull! 

 The Avengers are outlawed by joint action of SHIELD and the USA; resist arrest, and nail the Skrull 

infiltrators that arranged for them to be outlawed. 

 A Skrull ship crashes and there are eyewitnesses. Is it better to try and unmask the Skrull threat 

publically, or to wage war against them in private? And what can be recovered from the wreckage 

before Skrull sympathizers get there? 

 

Plots. 

 Skrulls don’t just replace people; they also arrange for blackmail, kidnapping, and other coercive 

methods. Skrulls may control people they do not replace, so trust no one! 

 SHIELD is in a quiet arms race with the Skrulls; SHIELD builds better sensors to detect them, the 

Skrulls respond with better counter-measures. 

 The Skrulls use their influence to start wars and disintegrate trust wherever possible, making the 

Earth too fragmented to resist them when the time comes. A step towards unity is a blow to the Skrull 

cause. 



 

Grand Conclusion. The Skrulls plan to provoke a nuclear exchange, then halt it, and descend to Earth as 

benevolent peacekeepers (until they have the leash and whip firmly in place.) To make sure this goes 

smoothly, they must infiltrate many key positions to assure all goes well in their takeover. 

 

Tips. Capture the Cold War feel of tribal “us vs. them” and fear of the other. Aim for the paranoia of not 

knowing who to trust; who is not what they seem, and why. Maybe they are aliens, maybe they are 

traitors, and maybe they are victims, but they can’t be trusted. Use the variety of monster-making 

possibilities to trot out some entertaining punching bags for the Avengers. 

 
Arms Race 
 

Overview. More and better technology is rolling out every day, and conventional military and law 

enforcement cannot keep up. The Avengers are a stop-gap in the arms race. ARC Reactor technology is 

changing everything too fast. The DM should be prepared to escalate tech as the campaign goes on. 

 

 Shell Shock. Her proprietary technology was stolen and used for evil, she must recover it all. 

 Constellation. He channels energy at a cellular level, surviving an ARC explosion. 

 Ilimitado. Hates all technology, wants to be a barbarian king. 

 The Faceless. Suspicious of the dehumanizing greed of the technology, still a mystic. 

 Digger. He wants to change what “human” means and internalize more tools. 

 Zip. She considers herself evolved beyond human law. 

 Athena. A tech super-user who joined SHIELD for the promise of cybernetic implants. 

 Selkie. Footsoldier of the future, prepared to take on mechs single-handedly. 

 Agent Seven. Determined to prove that humans use technology, not the other way around. 

 Dreamtime. Possibly reality’s immune system striking back against the new tech wave. He was once 

a scientist studying sub-quantum theory, looking for unification between energy manipulation and 

myth. Apparently he found it. 

 

Adventures. 

 The Avengers are attacked with prototype robots and mech in tandem as a field test. 

 Stane Inc. comes out with giant robots for military use and policing, but they have a sabotaged glitch 

that triggers a rampage and traditional law enforcement cannot stop them. 

 HYDRA attacks the UN while world leaders are meeting, and SHIELD must fend them off before 

they kidnap or kill many high-profile politicians. 

 

Plots. 

 HYDRA and AIM continue their arms race with SHIELD and each other, stealing secrets and 

reverse-engineering destroyed weapons and trotting out untested prototypes. 

 Dr. Doom builds armor and robotic weaponry and becomes a conqueror in Eastern Europe. 

 The definition of “human” comes under fire and high-tech characters feel the dehumanizing strain of 

using their technology, how that sets them apart and changes their perceptions. 

 Prototypes used for crime; Crimson Dynamo, Doc Octopus, etc. 

 

Grand Conclusion. The rise of the artificial intelligence and automated warfare determines humans are 

problematic, and the genocidal AI tries to wipe the face of the Earth clean of life unless the Avengers can 

upload a virus and smash the hardware containing the AI core in time. 

 

Tips. Bring in cybernetics, and interface them with smart phones and other personal computing. Let 

enthusiastic early adopters drive home the alienating effects of integrated technology. On the one hand, 



make the mechs ever bigger and badder; on the other hand, make them ever smaller and faster. Let 

characters wrestle with the question of whether or not they are obsolete or relevant now. 

 
The Mutant Problem 
 

Overview. The “X Gene” is increasingly manifesting in teens, turning them into powerful mutants. How 

will the world react to an upsurge of mutation, and powerful energy-manipulating mutation at that? 

 

 Shell Shock. Humans must be given a fighting chance against mutants; she encountered a mutant 

who tried to take over her undersea habitat, and they were almost powerless against him. 

 Constellation. The energy mutated him; he’s a right proper mutant. He is defiantly in solidarity, even 

when pundits try to separate him because there was an accident, it wasn’t spontaneous. 

 Ilimitado. The scientist used energies that mutated him to reveal his inner character, and he doesn’t 

like it; he thinks all mutants are like him and should be used or stopped. 

 The Faceless. Her parents used their mutations to build an empire that was helpless before their 

intellect and mind control. She needs to atone for them. 

 Digger. His wife mutated, and he tried to help her, but she committed suicide. 

 Zip. She has mutant power envy, and compensates with Digger’s tech. 

 Athena. Is her mind more evolved, with the X-Gene involved? That’s classified. But she learns a lot 

about people by watching how much it bothers them not knowing. 

 Selkie. Is government-triggered mutation in a controlled environment more okay than spontaneous 

mutation?  

 Agent Seven. Mutants threaten government by humans. Preserve the status quo. That’s an order. 

 Dreamtime. This isn’t really mutation. It’s awakening. Mutants make their thoughts happen… 

 

Adventures. 

 A mutant more or less accidentally levels a small town, and the military can’t stop her. The Avengers 

are called into stop her at all costs, authorized to use lethal force. 

 A mutant appeals to the Avengers, babbling on about government labs and such—and offering up the 

location of a lab. It is heavily defended; what goes on in there? Is it really lab rat research on mutant 

powers, or is it a search for a cure? Or something else? 

 A group of mutants assault the Avengers at home to prove a point—that they are superior to 

humanity’s best meta protectors. 

 

Plots. 

 Should mutants have to register like weapons, or is it a basic human right to be an anonymous meta? 

 Human bigots band together and arm themselves with what tech they can to counter mutants. 

 Mutants unite behind a leader who promises them they can rule, they are above human law. 

 

Grand Conclusion. A mutant leader makes a move to strike at the human world and ascend as a mutant 

state. If successful, this massive statement/attack will polarize the issue from now on; choose sides or try 

to find a middle path with what allies have been built up on both sides. 

 

Tips. Loss of identity as powers change you and change how everyone sees you is scary. You might 

mutate a character unexpectedly! How much freedom do we give up for protection, and can government 

be trusted to regulate citizens? Can we be consistent in how we treat the people we like (with powers) and 

the people we don’t like (with powers)? 

  



 

The location of the Avengers base will have a big impact on the flavor of the game. Here are some 

possibilities. 

 
Avengers Mansion 
A big house in Manhattan, New York, with state-of-the-art facilities and constant repairs available. A 

combination pleasure palace, tactical center, and fortress. (Who foots the bill?) Even an underground 

hangar! 

 
SHIELD Helicarrier 
Billets aboard the massive aircraft-carrier-sized flying ship that serves as SHIELD’s command center. 

Well provisioned, well armed, and responsive to emergency situations worldwide. Become part of the 

Helicarrier defenses, and park all the quinjets here. 

 
Orbital Base 
Use teleporters and shuttlecraft to get back and forth from Earth. Fairly plush, decked out with state-of-

the-art technology, and armed to resist intrusion or attack. Far enough from Earth to severely limit who 

can attack the heroes at home. 

 
Hidden Mountain 
An old military base in a hollow mountain, refitted to serve as the Avengers secret (or not so secret) base. 

It may be some distance from population centers, but it draws the fights out to where there are light or 

non-existent civilian casualties. Maybe even mix them in with a fully functional active military base. 

 
Decentralized 
Meet in the home of one or more member, or in military bases, as appropriate. No shared space in 

common. Maybe take over some villain’s base when it’s cleared out? 

 

 

Here are some questions to think about, not just at character generation but as the game goes on. 

 

Are the player characters the entire team? Are there any NPC members? Does the team accept reserves? 

Has the team split into multiple sub-teams for greater coverage and to deal with personality clashes? Who 

funds the team? Who leads the team? Do the Avengers answer to the USA government, SHIELD, or 

themselves alone? Who vouches for them to grant them operational freedom? Do other countries see them 

as an international group, or as a USA group? How do they see themselves? 

 

What do they do with threats they subdue? Do they give them to SHIELD to imprison, or the USA 

government? Do they run a gaol service for the world, and how do they deal with criticism of that? What 

happens when their foes get lawyers and push back on due process after their defeat?  

 

How will legislators react to metas emerging? What laws will be battled in the courts and in the 

legislation?  

 

The game works best if they get stuff to hit and you play to their strengths, and also give them challenges 

they cannot punch that play to their weaknesses. This team has a place for both gods and spies. 


