
BEGINNING: 
Something's wrong, friend. 
 
The year is 2014. This is supposed to be half-way into your journey, provided you didn't take any... 
unusual combinations. It would be an amusing combination, but that is not the point of this 
intervention. Your journey has been interrupted between your standard time period of ten years 
because this world is not the same as it once was. Its history, its people, even the very nature of reality 
itself has been changing and called into question. Yet, maybe it was always this way, and it took this 
intervention to show you the pattern. But sudden discoveries and unearthing of artifacts have been 
happening at an alarming rate. 
 
Even the average Enhanced Being must adapt, or risk a death of ignorance. 
 
Should you accept these gifts, you will be able to adapt. 
 
You gain an additional 1000CP to be used in this section. 
 
 

STORY: 
You should know this world by now. Marvel's Cinematic Universe. You have lived in it for a few years, 
give or take. Yet you are on the cusp of the world taking a drastic turn and becoming more turbulent as 
new elements reveal themselves and old elements show their true colors. Governments and 
organizations will find their place on the ash heap as HYDRA seeks to take what is theirs, heroes will rise 
and fall, and the people will be unsure of what is happening around them anymore as Avengers try 
valiantly to protect the world. They will try to keep the world from changing too much for the sake of its 
people. 
 
Many of those people will die, or worse. 
 
You will have the potential to change all of this, or let it come to pass as you see fit. There are infinite 
possibilities on the horizon, infinite paths you may take to secure your place in this world. Yet know with 
those possibilities, there are also dangers that lurk and lie in wait. This year is the year that marks the 
beginning of a new world, like a bud blooming and unfolding... to reveal its true nature to any who are 
willing to see it. You will also be staying an additional five years, to leave in the year 2024. 
 
 

LOCATION: 
This part of the decision process would normally be used, but it is a formality that will not be 
entertained at this point in time. You have been busy, and to uproot you from anything you might have 
been doing at the moment would be an unwelcome gesture. Think of it as spending the time on more 
important decisions. 
 
 
 
 
 
 



IDENTITY: 
As the world changes, so must its people. For you it is somewhat easier, being able to change into 
another 'background' as you see fit, like changing into clothes that you feel comfortable in. It might be 
confusing to those around you if you suddenly display new skills out of the blue, but they will need to 
adapt as you do. Yet there is something to be said about consistency. Should you stay in the 
background you chose before, you will gain an additional 200CP to use in this setting as you see fit. 
 
-Drop-In (Free): 
+Your memories are still your own, with no other memories influencing you 
-You still have no connections or allies save the ones you have made yourself 
It has been an eventful ride for you, but the ride is not over yet. Events will continue to unfold and upset 
the natural balance of the world. Chaos will unfold. Chaos is also something you're familiar with, for a 
wild card in the right place is enough to change the flow of things. 
 
-Tech Expert (Free): 
+Your intellect and understanding of technology has served you well in the long run 
-There are some things science cannot explain on its own 
The world has advanced, and so has your understanding of it. Technologies and enhancements have had 
a profound effect on your career and what you could accomplish in the grand scheme of things. 
However, you know it is not enough. You know you need to continue forward, to go beyond bleeding 
edge in order to keep up with what the world throws at you. Your understanding will show you the way. 
 
-Operative (Free): 
+The turbulent nature of the world has given you many opportunities to improve and keep a job 
-It has become very difficult to figure out who you can trust nowadays 
There are heroes who fight in daylight, and scientists who seek to keep the world a bright place. You 
know that you cannot join them there often, and must work in the shadows to preserve what light 
remains. Deception and trickery are rampant behind the scenes, and you have begun to realize that 
there is not always a man behind the curtain. It is up to you to do what others cannot. 
 
-Tac/Comm (Free): 
+You've had plenty of experience in your position to become an authority figure of respect 
-Your subordinates may not always be what they seem in times like these 
You've had surprises before, but not like this. Something is wrong in the world, like a cancer that you 
never noticed until now. A cancer that will throw the world into chaos once it is revealed. In times like 
these you must prove to be more than a leader of men if you wish to keep others safe. You must prove 
to be a leader of ideals and strength, if the Earth is to have an example it can follow. 
 
 

SKILLS AND ABILITIES: 
In these turbulent times, those who cannot adapt to the world changing around them will not last long. 
But you have been in this world for some time, and understand what it takes in order to adapt. You have 
taken steps to ensure that even if you do not thrive, you can at least survive to continue the journey and 
see it through to its end. You have used the tools at your disposal quite well, yet there is something to 
be said about collecting a new set of tools to further help you in your journeys. Hopefully, they will be to 
your liking. 
 



-You're Welcome, By The Way (Free): You might have noticed that as time went on, a lot of the people 
here have become... snarky, for a lack of better words. Snippy, bantering, sarcastic, call it whatever you 
want because they'll call it whatever they want as well. The point is they're not the only ones now. That 
is, they don't have a monopoly on sounding high and mighty. Mainly because you can keep up with 
them. Tony Stark's sharp tongue will have competition, the Avengers' humor will have another player, I 
think you're getting the drift. It doesn't always have to be active, but you can sound like such a 
magnificent bastard. Why wouldn't you want to do it all the time? 
 
-Ooh, Shiny (100CP) (Free: Drop-In): As this world changes and reveals more of itself to its people, they 
will find wonders and lost relics that were underneath their feet this entire time. They will be amazed at 
how something so small could leave such an impact if used properly. They'll also be amazed at how you 
keep getting tipped off on where to find them. You seem to have something of a knack for where to find 
things of interest or shady events that are occurring. Gun deals? You've got an idea for where they 
would be happening. Ancient temple? Well if you were a betting kind of person, chances are it'd be 
somewhere in that canyon... 
 
-Put this in Check (200CP) (50% off: Drop-In): There are far too many people who decide that their way is 
the right way. Too many people who believe that their side is the right side, and that anyone else is not 
seeing the bigger picture. Fortunately you know not only how common sense factors into the situation, 
but also just what to say to at least get the words to their head. Ranting about Accords that force all 
Enhanced Beings to register could be stopped by you pointing out the ramifications, and while they may 
not necessarily stop and do what you say every time, they will at least acknowledge the validity of that 
common sense. At least, it'll be a nice way to prove you're right after everything's gone to shit. 
 
-So I Heard... (400CP) (50% off: Drop-In): So at this wine store, cousin Pablo was talking about how he 
was talking to that hot waitress down at the Chili restaurant, and she was saying how she used to be a 
housecleaner. She used to date this shot caller from across the bay, who knows the dude she was 
cleaning for. Now this shot caller and Pablo are on the same softball team, and the shot caller was 
saying how he knows of a way that you can collect tips and insider information through a long and 
complex chain of rumortalking and gossip. He insists it will be completely legit, the information's always 
gonna be useful to an objective of yours in some way and untraceable to your rivals. Don't give me that 
look, this is good stuff! 
 
-Can't Do It (600CP) (50% off: Drop-In): Nope. That's it. Fuck this. This isn't your fight. You know better 
than to get involved in this, and you will have no part. So long as you declare to one side or another that 
you are not getting yourself involved in the upcoming battle, both sides will begrudgingly respect your 
wishes and opt you as someone who is not to be harmed or helped regardless of past actions. For all 
intents and purposes, you will be a true neutral in the battle. If you were sneaky about it you could 
watch, but the important thing is no one will aim for you or involve you deliberately. Should you try to 
break your word and involve yourself anyway, just be warned that it's free game as far as they're 
concerned. 
 
-For the Camera (100CP) (Free: Tech Expert): Smile and wave, just like they want you to. In this day and 
age it's not enough to simply know what you're talking about or to be rich, you also need to be 
presentable. Fortunate then, that you know just how to do that. Good public speaking skills, knowing 
just what to wear, even some quick impromptu hair styling to touch yourself up just right. People love 
putting a face to actions and events, so put the best one out there. 



-Money, Dear Boy (200CP) (50% off: Tech Expert): It's always fun to be able to make up new toys and 
equipment for you to show off with. After all, why make something if people won't eventually know that 
it was you who made it? Yet for all the acting of how your brilliance and inventions makes you better 
than most, it's not going to make you money. A good thing that you know how to do it, then. You can 
find buyers and niches in the marketplace, have the know-how to make a sales pitch, and even figure 
out how to water down your technology for... consumer use. If nobody's paying you, then you don't 
have the resources to impress them. 
 
-Enhancements (400CP) (50% off: Tech Expert): Sometimes, people need to be better. Maybe the 
situation is more than they can handle, maybe they're on Death's door and you need to cheat her out of 
her prize. The point is, they are inadequate right now and need to be better. You will make them better. 
Modular technology to create sophisticated power armor, powerful cybernetics to enhance their 
insides... the knowledge to create them is yours to do as you see fit. Your knowledge even encompasses 
the first steps needed to understand the various serums that are floating around the world, so that one 
day you can learn to replicate them... or alter them as needed. 
 
-Bring Out Veronica (600CP) (50% off: Tech Expert): There's always that escalating threat that seems to 
loom over your head. Always something trying to make sure that you can't rest, lest you be caught 
unprepared. It's a stressful line of thinking, but that stress will see you through this. Looming threats will 
spark your ingenuity and manufacturing speed tremendously, allowing you to repurpose or upgrade 
your technology in preparation for the battle. Powerful monster that can rip your normal armor apart? 
Make an armor for your armor in a fraction of the normal time, a Monsterbuster if you will. Torch is out 
and you need to burn a lock? You'd know how to quickly recalibrate your propulsion to act as a cutter 
right there. 
 
-Rules Lawyer (100CP) (Free: Operative): Political maneuvering can be a boon when you're the one 
doing it, and a complete bane when it's being used against you. It's kind of like the difference between 
being a smart-ass, and someone being a smart-ass to you. Everyone knows, however, that only the best 
smart-asses survive in this business. You're able to pick up laws and legal customs very quickly, and 
recall them the second you may need them. No legal document is too obscure for you to forget, and 
your ability to spin these legal rules will no doubt serve you well in getting out of trouble and infuriating 
your enemies. 
 
-Off the Grid (200CP) (50% off: Operative): In today's age with cameras and facial recognition and 
satellite surveillance in almost every corner of the world, you've gained an edge that most secret agents 
would kill for. You've gained a knack at staying off the grid more or less, knowing how to avoid 
electronic detection and how to get by so that you could go years without anyone realizing where 
you've been. Even better, when others are accessing your records or try to analyze your assets, they'll 
likely end up missing a thing or two. Like the company you bought, or the fact that equipment in the 
base you visited just happened to go missing... 
 
-Shadow of HYDRA (400CP) (50% off: Operative): When one head is cut off, two more shall take its place. 
The Hydra is the perfect creature to symbolize the spread of an organization, and how much one can 
become entrenched somewhere. The lesson of HYDRA is not lost on you, and your ability to infiltrate 
and hide yourself in enemy organizations is second to none. Deception, double-dealing, and feigned 
loyalty make you an excellent double agent, and should you start spreading your influence via the use of 
insider cells or groups within the organization... so long as they do what you say they will be as hidden 
and trusted as you are. Preparation is key, my friend. H̶a̶i̶l̶ ̶H̶y̶d̶r̶a̶.̶ 



-Team Player (600CP) (50% off: Operative): Everyone's always saying how the Avengers need to handle 
the top threats, how a simple human isn't enough to turn the tide. You know the truth. You know that 
what they say is BULLSHIT. Your mastery of combat involving momentum redirection, joint strikes, and 
timing your dodges has made it so you can punch above your weight limit on a pretty regular basis, 
allowing you to take on opponents which could normally overpower you with a decent chance. You will 
also find that the stronger your opponent is over you, the more nimble and faster you will become for 
that fight. Another thing is that the longer you fight, the more you'll note flaws and weaknesses in their 
combat style or equipment, allowing you to take the offensive and strike in order to take them down. 
See how they like being normal too. 
 
-Players on the Board (100CP) (Free: Tac/Comm): There are days where people say you have trust issues. 
That you are too paranoid. Of course, all you have to do is point to the grubby little HYDRA agents trying 
to leech money off of you like a parasite for them to shut up and realize why you're like this. As you 
spend time with people, you'll notice their quirks and little things they say. Over time this adds up, and 
you'll be picking out who your subordinates are REALLY working for, separating true loyalty from the 
backstabbers. 
 
-Allies from the Back (200CP) (50% off: Tac/Comm): No one can stand on their own. Not even Mr. Stark 
with his fancy machines and his high-tech corporation. He has investors, he has backers that allow him 
to accomplish what he needs. Now, you know how to sniff out these backers, people with lots of money 
who share your vision and ideals. It may be private companies, or governments who happen to 'donate' 
on the side, but you can find them. ...and when you find them and show them what you're trying to do, 
it will be easy to secure backing for the sake of your organizations. After all, a friend in need is a friend 
indeed. 
 
-From the Ashes (400CP) (50% off: Tac/Comm): They say that an empire toppled by its enemies can rise 
again. But one which crumbles from within? That's dead... forever. Yet you have never been one for 
giving up so easily, have you? Dreams never die, and ideas are bulletproof. Even if your organization is 
dead and gone, burned away on all sides, so long as you and a few others remain then there is ample 
opportunity to rebuild and come back stronger. Secrecy will protect you, and hiding your actions will 
ensure a much greater chance of success. After all, even ash hides embers which can spark the flame 
once more. You need only to stoke the embers and give it time to restore your organization to its former 
glory. 
 
-Best of the Best (600CP) (50% off: Tac/Comm): An authoritative figure, a commander... is supposed to 
lead by example. If you can't even keep yourself safe, how is anyone else going to think it's worth saving 
your bacon? It's a lesson you and everyone must learn, and this has come to pass by how well you can 
teach others. Combat skills, espionage, diplomacy... these skills and more, you are able to teach your 
followers with near unnatural efficiency. They will learn in a fraction of the normal time, allowing you to 
turn weaklings with an ideal into disciplined subordinates that could take on elite forces with a speed 
that others might think is witchcraft. The only magical thing they'll find is your competence, and theirs. 
 
 
 
 
 
 



-Caging up with the Joneses (100CP): Sometimes you just want to tell someone to fuck off. What better 
way to get the point across than to show what happens to people who don't listen? Your strength is 
immense, able to bench press SUVs and demonstrate that pain upon those who would anger you. But 
why stop there? For an additional 100CP, you could increase that strength further, bench pressing an 
SUV which is on TOP of an APC. Of course, if you don't like having only strength... a final 100CP extra 
would see you having the durability to handle such vehicles crashing into you at freeway speeds, to say 
nothing of handling a six story building crashing down on you. Do you work out or something? 
 
-Like A Spider (100CP): Aren't you just a quick little bugger? I'm not sure if you were bitten by a 
radioactive gymnast or something, but your agility and reflexes are enough that you could dodge just 
about any punch a human could throw at you while in combat with three people at once. For an 
additional 100CP there was a LOT of radioactivity in that gymnast, because now it's enough that you 
could dodge bullets shot at you while even pulling off some of the martial art speeds seen in movies like 
the Matrix. Of course if this isn't enough, you can always throw in one final purchase of 100CP and just 
make it a freaky radioactive spider, to actually give you danger-sense precognition and the ability to 
crawl on walls. Just where did you go to get bitten like that?! 
 
-Sensual Voice (200CP): Well hello there! Why don’t you have a seat, right down there. There we go, 
that’s a good little traveler. Impressive thing I have here, sure you can tell! See, people will hear you 
talk, they’ll hear you just prattling on like some crazy bloke, but they start wondering why they’re 
listening to you and everything you say or tell them to do. I mean, you could even say to go push your 
head through the wall and they’d d-WOAH WOAH NOT YOU. Don’t… okay let me explain. This power 
makes you emit a retro-virus. Invisible, no one sees it. But just get close to them, and once they’re 
infected you can start stringing them along. It’ll end once they do their task and you’re gone, or after 
twenty-four hours, but think about it! It’ll be loads of fun. Come on, give it a whirl. 
 
-Terrigenesis (300CP): Humans are not as you know them. Long ago an alien race called the Kree did 
experiments on the populace and seeded their genetics with a special sequence. These humans, when 
coming into contact with Terrigen Crystals and the mist they produce, will undergo a procedure where a 
goo-like substance envelops them in a stone cocoon, and emerge as an Inhuman. Inhumans, for a lack of 
better words, are those given superpowers and can potentially undergo physical mutations to assist 
them. They're still humans, just... more. Your knowledge of the Terrigen Mist and what it can do is great, 
allowing you to identify the sequence responsible for the Inhumans as well as eventually finding ways to 
guide the results of the transformation. Should you seek it, you can potentially start as an Inhuman 
yourself. Examples of abilities will be found in the notes. 
 
-Spirit of Vengeance (400CP): They say that the devil isn't real. That such superstitions are meant to 
scare the ignorant. Alas, the devil is real, and thanks to an incident which has left you empowered there 
will be Hell to pay. You have been imbued with a Spirit of Vengeance, and can transform into a hellish 
agent that punishes the wicked. You will possess great strength and durability, conjuration of powerful 
hellfire and the imbuing of that fire in objects to enhance them, and even the power to uncover 
someone's sins should you stare into a person's eyes. This incarnation of the Spirit does not possess the 
Penance Stare of its predecessor, but in exchange you will find you can affect and force intangible 
opponents to assume a corporeal form so that fire can cleanse the world of them. There is nowhere you 
can hide from Justice. 
 
 



-Pymtastic! (400CP): The life work of Hank Pym, and Cross Technologies has attempted to replicate it for 
some time. It has been cracked by another, however. It's been cracked by you. Subatomic particles of an 
extra dimensional nature, a single application of these particles are capable of shunting or adding mass 
and reducing or increasing scale of any form of matter. This means that they can compress physical 
forces around objects or organisms that they are applied to, as well as increasing density and strength of 
the subject, with additional particle applications only being needed if you want to change the object’s 
size again. However be warned, humans without the proper protection can suffer mental instability at 
best or being crushed into a protein goo at worse, while shrinking an item or person too small will see 
them banished to the Quantum Realm. This means you need regulation technology similar to the Ant-
Man suit to control the changes. On the plus side, your work with these particles allows you to upgrade 
technology by compartmentalizing and reducing the size of technology significantly while retaining its 
standard effectiveness. 
 
-Enlightenment* (400CP): The language of the Mystic Arts is as old as civilization, my friend. The 
sorcerers of antiquity called the usage of this language "spells", but if that word offends your modern 
sensibility, you can call it 'programs', the source code that shapes reality. Your eyes have been opened, a 
sight beyond your sight. With it, you may draw from the energies of the Multiverse itself to conjure 
spells, make magic! This magic is not like the energies of the Asgardians who treat it as another science. 
No, infinite possibilities exist if you allow yourself to see them, and you are taking the first steps towards 
those possibilities. It will be an arduous task to move past being a beginner, and no doubt you will be 
noticed as you pursue your studies. But you have opened your mind... and the wonders of magic will 
yours to explore. 
 
 
 
 
 
 

COMPANIONS: 
The world is becoming more dangerous with very passing month, and while those who brave the storm 
alone are to be noted, do not mistake their bravery for foolishness. Many will overestimate their ability 
stand against the dangers alone. Do not be one of them. Take a note from the strength of the Avengers, 
and let others be your strength as well. A group that stands strong together will be able to face the 
might of Infinity. 
 
You may choose to have a single companion imported as the option for 'Dr. Elizabeth Murphy', 'Steve 
from Marketing', 'Albina the Blue Widow', 'Lieutenant Faheem', or 'Enlightened Teacher' instead of 
gaining a new companion. 
 
-Assemble! (100CP): They say no man is an island. This is a phrase that is supposed to mean that should 
he isolate himself, it would spell his doom as man is a social creature and should not push away his 
peers. Do not push them away, rather embrace them. You may pay 100CP to import up to four 
companions, with an extra 50CP for another two companions. You may pay another 50CP for a second 
additional pair, totaling up to eight companions overall that can be imported. Each of them will gain a 
free background and 500CP to spend on skills and abilities. 
 



-Dr. Elizabeth Murphy (200CP) (50% off: Drop-In): A college graduate of Irish descent, Elizabeth would 
normally charm people with her emerald green eyes and curly red hair, with a body that could get her in 
the modeling agency. So what's the issue? Well, she's kind of 'off'. She's also not actually a doctor. She's 
just one in training. ...not that kind of doctor, she's majoring in theoretical physics because she's 
convinced some alien from outside the universe is visiting. You'll be glad to show her one, right? This 
companion gains the freebies of the 'Drop-In' background along with 'Put This In Check', 'For The 
Camera', 'Rules Lawyer', 'Off The Grid', and 'Players on the Board'. 
 
-Steve from Marketing (200CP) (50% off: Tech Expert): Who's he? Uh... he's Steve. Yes, Steve. Look I 
know he doesn't look like much, but he's good. He's got a Master’s degree in marketing, but he has a 
really good eye for knowing where the profit will be. He also happens to know that you've got some 
exceptional things that would be... beneficial for the sake of profit. So he's asked if he could tag with you 
to help you live a life of luxury. Him too, of course. This companion gains the freebies of the 'Tech 
Expert' background along with 'Ooh, Shiny', 'Put This In Check', 'Money, Dear Boy', 'Rules Lawyer', and 
'Players on the Board'. 
 
-Albina the Blue Widow (200CP) (50% off: Operative): All shall fear the might of the Blue Wid-wait, 
what? Oh. That's because Natasha's the Black Widow, and wouldn't you know it? Red Widow was taken! 
That was embarrassing, you think that they would announce these things or register themselves. But 
she's trying to be an up and coming vigilante! I'm sure you'll be a fine role model for her to refine her 
trade. This companion comes with the freebies of the 'Operative' background as well as 'So I Heard' and 
'Shadows of HYDRA'.  
 
-Lieutenant Faheem (200CP) (50% off: Tac/Comm): A man who's been around since the Cold War, he 
doesn't really raise that much of a fuss. He prefers to just do his job, and do it effectively so he can go 
home and watch his soap operas. He's rather fond of them, so the better he does his job, the more likely 
he will be to make it home in time. His job happens to be internal security, which involves things like 
rooting out traitors. He'll do his best for you, as long as you provide the cable services. This companion 
comes with the freebies of the 'Tac/Comm' background, as well as 'Rules Lawyer', 'Off The Grid', 'Allies 
from the Back', and 'From The Ashes'. 
 
-Enlightened Teacher (300CP): You have traveled far, and she has been waiting for your arrival. It is a 
strange thing to be expecting someone who has come from another universe, but not entirely 
unexpected. After all, the Multiverse has much to offer. She sees your potential, and understands that 
you will go far as long as you are adequately... taught. Her first lessons will be harsh, but as your skill 
grows so will her affection for you. This companion will gain the perks 'Enlightened' and the first ranks of 
'Caging up with the Joneses ' and 'Like A Spider'. 
 
-Canon Companion Option (300CP): Had your eye on someone all along, have you? I don't blame you, 
there are many people in this world who are fascinating in their own right. For a paltry sum, you may 
select a canon character to take notice of you and seek to accompany you on your journey, for whatever 
reason it is they possess. Maybe you'll be part of a new incarnation of Avengers? 
 
 

ITEMS AND EQUIPMENT: 


