~ Firefox ~

- Gregori Andreivitch -

Firefox is a ruthless Russian cyborg assassin and government operative.

During the fall of the Soviet Union, Firefox was sent out by Valentin Shatalov of SMERSH to crackdown on the USSR’s mutant resistance movement. He killed dozens of mutants and tortured many more. Of particular note was the de-handing and subsequent brutal interrogation of Concussion. Firefox was later hypnotised by Blind Faith and forced to inform the media about the Soviet program of mutant genocide.

These days, Firefox undertakes specialist assignments from a variety of old Soviet hardliners and various members of the Russian Mafia (Russkaya Mafiya).

Fighting
Incredible
(40).
Health
110.

Agility
Remarkable
(30).

Strength
Excellent
(20).
Karma
50.

Endurance
Excellent
(20).

Reason
Good
(10).
Resources
Good.

Intuition
Remarkable
(30).

Psyche
Good
(10).
Popularity
-13.

Bionic Arm ~ Firefox’s artificial limb has Remarkable material strength and is protected with Excellent body armour. He can exert Incredible strength with his bionic right arm. The whole thing is covered with a bioplastic covering of Typical material strength that mimics the appearance and feel of real human skin. This covering can even regrow if damaged, given sufficient time.

His bionic hand is a Medical Modular Cyberhand, and appears perfectly normal to cursory examination. It contains various retractable and concealed instruments (mono-scalpel, air-hypo, dermal stapler, probe, ampoules of tissue foam and bone glue, and even a tiny canister of spray skin).

There is a static energy weapon concealed in the arm, known on the street as a Blitzkrieg Arc-Thrower. It inflicts Excellent Electrical damage and Good Stunning with a 1 area range.

Firefox's main weapon is his Norseman Hyper-Velocity Cannon. This too is concealed within his bionic arm. A derivative of Soviet railgun researches, it uses standard and easy to find BBs as ammunition. These are magnetically fired at over 1600 metres per second. In the Earth’s atmosphere, air friction causes the projectile to vaporise after only a second, limiting its range to some 40 areas. The BBs inflict Monstrous Shooting damage. Firefox can fire his Norseman Hyper-Velocity Cannon twice per round. The ammo hopper holds over a hundred BBs. All of Firefox’s bionics and weapons are powered by a Molecular Distortion Battery.

Bionic Eye ~ Firefox's enhanced right eye provides him with Telescopic Vision (DT-17 at Feeble), Thermal Vision (DT-18 at Incredible), and Ultraviolet Vision (DT-21 at Incredible). An orientation system with GPS has been tied into Firefox’s enhanced vision. He can pinpoint his location with Unearthly accuracy and can view highly detailed digital maps at will.

Boosted Reflexes 3 ~ Electro-chemical treatments have enhanced Firefox’s reaction speed to superhuman levels. He gains +3 on Initiative and +3 CS on all Multiple Attack tests.

Orthoskin 3 ~ Firefox’s hide has been bolstered with genetically engineered organic materials. This provides him with Excellent protection against physical attacks and Typical protection against energy attacks.

Symbiotes 1 ~ Firefox has limited regenerative powers, derived from genetically engineered organic nano-systems implanted throughout his body. He recovers 1 Health every 5 Rounds.

Quirks ~ Fighting Logistics, Alertness, Cyber-Immunity, High Stress Capacity, Sanity, Attitude, Personal Code (‘When I'm paid, I always follow my job through.’), Rudeness, Enemy (Russian Mutant Underground), Unattractiveness (-1CS).

Talents ~ Marksman, Martial Arts A & B, Military, Detective/Espionage, First Aid, Repair/Tinkering, Streetsmarts, Trivia (Explosives), Languages (Russian, Bulgarian, Czech, English, Italian).

Contacts ~ Incredible Street, Excellent Law Enforcement, Excellent Criminal, Good Military, Good Espionage, Typical Journalism. Firefox has extensive contacts within the Russian railway service and is a friend of Vladimir Ivanovich Koskov (Railwayman and Black Marketeer).

MA-9 Vikhr Submachinegun ~ Firefox is armed with a rugged Russian firearm, that he uses for general shooting work. It inflicts 50 points of Shooting damage and effects everyone in the target area. It has a range of 7 areas. The weapon fires bursts and has Good material strength. Firefox always carries 3 clips of explosive ammo. Each holds sufficient rounds for 7 bursts.

Grenades ~ Firefox always has several grenades handy. He usually packs a collection of Fragmentary, Smoke, Tear Gas, and Flash. His throwing range is 3 areas or 5 areas using his bionic arm.

Commando Knives ~ Firefox packs 3 commando knives. He can inflict Excellent Edged damage with them, either thrown or in slugfest. Each has a material strength of Excellent and a thrown range of 3 areas. If using his bionic arm, Firefox has a 5 area throwing range.

Vehicles ~ Firefox has ready access to used and non-descript sedans, vans, motorcycles, pickup trucks, snowmobiles, private planes, traffic copters, ultra-lights, and speedboats. All of Russian manufacture and several years old. All of these vehicles have had the engines blueprinted and thus gain +1CS Speed.

Psi-Scream Device ~ This is an anti-mutant terrorist device that is tripped when a character in the same area as the device uses any mental power. It amplifies the use of any psychic energy used near it a hundredfold and instantly feeds it back to its source. Treat this as a Monstrous level mental attack against the user. If successful, it causes Incredible damage and the character must make a Psyche FEAT roll or be stunned for 1-10 hours. The device is the size of a wallet and is good for one use.

Null-Psych Beta-Wave Emitter ~ A fairly pricey item, usually only found in the hands of governments or very rich individuals who must have their privacy. This portable emitter throws a barrage of beta waves that resemble radio static for anyone trying to use mental powers on anything within 10 feet of the emitter. The emitter is small enough that it can be clipped to someone's belt. All mental powers in use in the 10 foot radius or that are targeting anything in the 10 foot radius are reduced by 40 points (eg: Amazing intensity becomes Good).

Psi-Scrambler Wave Generator ~ Using the same technology as the smaller Null-Psych emitter, this backpack or vehicle mounted device spews a cone shaped barrage of high-frequency beta waves at Amazing intensity. The range is a cone 100' long that is 50' wide at it's terminus. The beta waves fill the mind of anyone with Mental powers with the loudest radio static you could imagine. The victim must make a Psyche check each round to be able to concentrate on anything. If they are able to take an action, they may use any Mental powers that still operate after a 50 point reduction.

~ Russian Mafia ~

Although very Russian, Yuri Viktorovich Bout has and open and friendly face. He moves with an easy grace and is quite athletic without being overly muscular. His raven black hair and moustache are neatly trimmed. His deep grey-green eyes are always bright and alert. He is always fresh and composed. Yuri is the illegitimate son of arms dealer Viktor Bout and Fantasia. He is acknowledged by his parents, although Fantasia has always been cool and aloof. Bout is friendly and treats Yuri as something of a favoured nephew. From his mother, Yuri has inherited a touch of vila (fairy or nymph) blood.

Yuri was an acceptable student in his younger years under the strict Soviet Union system. Within the official educational system he completed all the compulsory studies and even attended one of the ubiquitous Tekhnikum. It was here that he gained his computing skills. Besides this official education, Yuri was trained in various languages by a succession of private tutors. During his childhood and teenage years he was constantly exposed to the shady criminal side of life. He spent a day or two every month with his father and met his mother once or twice a year. He lived with various associates of his father, petty criminals and transport workers in the main. It was a very social and rollicking time, filled with people from every walk of life and always on the move.

Yuri makes his money through black marketeering and information brokering. He is particularly known out on the mean streets for identity manipulation and dealing in luxury goods.

Yuri uses two custom cars, a GAZ 12 ZIM and a GAZ M20 Pobeda, that combine the best features of a sports car and a security limo. He wears dark green Bauhaus suits with House of Dunhill accessories.
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Good
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Quirks ~ Ambidexterity, Natural Talent (Criminology), Alertness, High Stress Capacity, Magical Potential, Sanity, Attractiveness (+1CS), Charmed, Likeability (+2CS), Luckiness, Reputation (+1CS).

Talents ~ Law Enforcement, Business/Finance, Criminology, Psychiatry, Computers, Leadership, Streetsmarts, Languages (Russian, English, French, German). He has a rough touristy grasp of Spanish and Italian.

Contacts ~ Excellent Business World, Excellent Criminal, Excellent Political (Russia), Good Law Enforcement, Good Espionage, Good Street, Typical Journalism, Typical Archaeology.

Natalya, Olga, and Tetyana are three slim and pretty Moscow girls with soft rounded bottoms and large pendulous melon breasts. Their dark hair falls just below their shapely shoulders and their dark eyes are lively.

The girls are all mutants, although of fairly minor power. Yuri brought them together and has trained them to be a highly effective covert ops and espionage team.

Natalya has Remarkable Displacement. She can use her Displacement power to Self Teleport up to 4 Areas away. Natalya has mastered Teleportals too. With this power stunt, she can open temporary ‘holes’ or portals in space, connecting two different points in the same dimension. If an object passes into one of these portals, it instantly passes out the other portal, wherever the other portal may be. She can also use Teleportals to perform slicing attacks. Natalya can inflict Remarkable Edged Throwing damage with a range of up to 4 Areas.

Olga has Remarkable Phasing. She can walk on air while phased, ascending and descending as if climbing invisible stairways. She can affecting up to two other beings and render them phased, this requires the holding of hands. Electrical devices can be scrambled and shorted out by a touch while phased.

Tetyana has Remarkable Invisibility (Telepathic). As an established power stunt she has gained Remarkable Mental Invisibility. She can render herself partially invisible, thus appearing as such things as a disembodied hand or floating severed head. She can extend her power to render an object within 8 areas telepathically invisible.

The girls wear black Cybertronic power suits with Cydwoq accessories.
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Quirks ~ Natural Talent (Criminology), Static, Attractiveness (+1CS).

Talents ~ Law, Criminology, First Aid, Streetsmarts.

Contacts ~ Remarkable Criminal, Good Law Enforcement, Good Street.

Tall and muscular with strong Slavic features and a sturdy cropped beard, Nikolai looks like a typical Russian foundry man or miner. He is however a stone cold killer. He tends to acts as Yuri’s driver, although he’s equally good at roughing up people.

Recently, Nikolai underwent a Delos version of the augmentation process.

Fighting
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Quirks ~ Fighting Logistics, Rapid Healing, Sturdiness.

Talents ~ Martial Arts B & E, Driving (as Pilot, but for Cars), Repair / Tinkering.
Contacts ~ Good Criminal, Good Street, Typical Law Enforcement.

Watch ~ This rugged Russian wristwatch is armoured (Typical Body Armour) and water resistant (Good Resistance Against Weather). It provides all the normal functions of a high end digital watch. It has an additional feature however, by pressing a concealed stud an electro-magnetic force field is activated. This skin tight energy field has Good intensity and lasts for sixty seconds or some 10 combat rounds before the high-density battery array is drained.

Gloves ~ Nikolai wears tight-fitting black gloves made of a specialised polymer or memory plastic called ‘Implast’. These gloves become rigid in response to any kinetic impact, and loosen up again immediately thereafter. The effect is that Nikolai inflicts Monstrous damage with punching style attacks. When rigid, his Agility for using his hands is reduced to Feeble. This penalty lessens by 1CS at the beginning of each combat round as the gloves soften again. So that in four rounds he’s back to his normal Agility for hand actions. The gloves provide Typical Body Armour to the hands while soft and Incredible Body Armour while rigid.

Costume ~ Nikolai wears Imperial suits in black with Michele Flein accessories.

Yegor is a muscular young man with thick moustache and light beard below wire-rimmed glasses and short yet wavy hair. His hair and eyes are of the same deep chestnut brown hue. He thinks of himself as a martial arts master and cunning body guard.

Recently, Yegor underwent a Delos version of the augmentation process.
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Quirks ~ Rapid Healing, Sensory Increase (Hearing), Sturdiness.

Talents ~ Martial Arts A & E, Acrobatics, Tumbling.

Contacts ~ Good Criminal, Good Street, Typical Law Enforcement.

Glasses ~ Although Yegor is always seen wearing his distinctive Art Deco wire-rimmed glasses, he doesn't really need them. The frames are African vibranium and the lenses are transparent aluminium. They provide him with Excellent protection against concussive attacks (such as Force attacks, sonic attacks, and shock waves from explosions). These types of attacks will not cause Slam or Stun results either.

Watch ~ This rugged Russian wristwatch is armoured (Typical Body Armour) and water resistant (Good Resistance Against Weather). It provides all the normal functions of a high end digital watch. It has an additional feature however, by pressing a concealed stud an electro-magnetic force field is activated. This skin tight energy field has Good intensity and lasts for sixty seconds or some 10 combat rounds before the high-density battery array is drained.

Costume ~ Yegor wears Imperial suits in black with Michele Flein accessories.

Aleksei Anatolovich Pushkin is an old army grunt and mutant. He was all but killed when separatist terrorists bombed his barracks. He suffered significant burns, both legs were shattered, penetrating fragments torn his right arm to shreds and punctured his right lung. He also suffered head injuries, internal bleeding, and spinal compression.

Rather than live the rest of his life as a piece of meat in a hospital bed, Aleksei contacted Yuri and made the black marketeer an offer. He’d serve as a loyal follower in return for having his body rebuilt.
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Teleportation ~ Aleksei can teleport with Amazing ability, but can only cover exactly 900 miles, nothing more and nothing less. He does not physically cross the intervening distance and is unaffected by all but the most powerful barriers. He can carry loads as if possessing Amazing Strength. Aleksei uses this ability to quickly move people and items from Yuri’s hotel holdings in Moscow to an old Abkhazian railway station that has recently been renovated into a mansion cum smuggling centre.

Cyborg ~ CyberArm (Right, Incredible Agility, Remarkable Strength, Excellent Body Armour, Silvery Chrome), CyberLegs (Both, Incredible Agility, Remarkable Strength, Remarkable Hyper-Running, Excellent Body Armour, Silvery Chrome), Bone Lacing (UltraPlastic), CyberOptics (Feeble Telescopic Vision, Incredible Thermal Vision, Incredible Ultraviolet Vision), CyberAudio (Remarkable Hyper-Hearing, Excellent Protected Hearing, Military Radio with Six Mile Range, Incredible Radio Scrambling/Descrambling), Olfactory Boost (Remarkable Hyper-Olfactory), Cerebral Booster I, Muscle Augmentation I, Orthoskin III (Excellent Body Armour).

Quirks ~ High Pain Threshold, Sturdiness, High Stress Capacity, Sensory Decrease (Touch @ -1CS), Rudeness, Disgusting Personal Habits (Uses Stray Cats for Target Practice).

Talents ~ Guns, Martial Arts A, Military, First Aid, Repair/Tinkering.

Contacts ~ Excellent Military, Good Criminal, Good Street, Good KGB.

Costume ~ Dark Grey Trenchcoat (Bioplast Sheeting Outer & Tripolymer Composite Lining), Dark Blue Jumpsuit (Unstable Molecules), Duranium Mesh Belt with Polyalloy Buckle, Masetto Pinamonte Boots.

Temir Bahytovich Aslanov is an older gentleman with strong Kazakh features. Dark hair slicked back from a high forehead. Thick loosely pointed beard, lightened with a little henna. Hooded introspective eyes.

Years ago, Temir was a Bishop within the Russian Orthodox Church, but that was before he was arrested by the State Police. He was systematically beaten and abused for months and finally avoided execution by the narrowest of margins. He was instead transferred to the bioweapons facility on Vozrozhdeniya Island as a test subject.

The various biological experiments and exposure to germ warfare agents activated Temir’s latent mutant abilities. After a handful years, he managed to escape during the collapse of the Soviet Union.

Temir wandered for a time and eventually became a youth worker at Ivanov’s Gym in Cherkasy. There he fell in with and befriended Anatoly Grigor’evich Pisarenko. After a time he met Yuri and the Russian Mafia.

Fighting
Typical
(6).
Health
96.

Agility
Excellent
(20).

Strength
Excellent
(20).
Karma
90.

Endurance
Amazing
(50).

Reason
Excellent
(20).
Resources
Good.

Intuition
Remarkable
(30).

Psyche
Incredible
(40).
Popularity
0.

Purge ~ Temir can metaphysically purge and cleanse his body of drugs, diseases, toxins, and the like. Whenever affected by such an agent, he must make a Psyche Feat against the intensity of the attack to resist it. If he fails, then an Endurance Feat must be made as normal.

Bio-Link ~ Temir can establish a link between his Health and another character's with Monstrous ability. This link allows Health to be transferred along it between two or more individuals. Temir can manipulate up to 75 Health points per combat round, but he cannot exceed anyone’s maximum Health using this power. He can automatically link with two individuals or three on a Green Power Feat. All the individuals in the link must be willing, otherwise no link can be established. Range is touch to establish. Temir can take Health from one person and give it to another or he can even give others some of his own Health.

Semi-Permanent Link - Temir has a special affinity for Tiger, they are good friends. He has a semi-permanent link with the wild brawler and can automatically establish a Bio-Link with him if he is within 75’. Thorough this special link, Temir can detect Tiger’s surface emotions and even send empathic messages.

Resurrection - Temir may form a Bio-Link with an individual who’s been dead for less than seven and a half minutes. If sufficient Health can be transfer to that individual to return them to positive Heath, they are then restored to life. Existing Endurance losses are not affected, although a new Feat against poison and/or disease is gained.

Dreams ~ Temir possesses significant psychic abilities. He has Incredible Postcognition and Excellent Precognition. These powers are not under his conscious control however and only manifest through dreams while he is sleeping.

Quirks ~ Alertness, Ally (Anatoly Grigor’evich Pisarenko), Cash Flow (+1CS, Silent Partner, Ivanov’s Gym), Honesty, Insomnia, Pacifism.

Talents ~ Journalism, Detective/Espionage, Archaeology, Occult Lore.

Contacts ~ Remarkable Medicine, Excellent Journalism, Good Mythology, Good Street, Typical Criminal, Typical Espionage, Poor Law Enforcement, Poor Russian Orthodox Church.

Costume ~ Black Michele Flein Frock Coat, Black Mishima Vest, Black Bauhaus Business Shirt, Black Imperial Tie with Small Red Crucifix Logo, Black ICON America Ostrich Leather Belt, Black Cybertronic Pants, Black Nuke AeroFloats.

Tiger is a tough and violent Central Asian gent, built with all the power and rugged strength of a steam locomotive. His broad features are dominated by murderous midnight black eyes. Thick black hair tumbles off his sturdy head and down to his broad shoulders. About his thick neck ride various charms and icons. He is a wild fighter and supremely streetwise.

Tiger tends to wear Eji of Japan Woollen Jumpers and Eji of Japan Designer Jeans with Tanaka Exec Silk Shirts. Over these he dons an ICON America Sting Ray Leather Long Duster, ICON America Sting Ray Leather Belt, and ICON America Sting Ray Leather Boots.
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Iron Will ~ This power absorbs any form of assault with Remarkable ability. After this 30 points, the damage or effect continues in reduced form. When released half of the damage/intensity absorbed is suffered as real physical damage. Tiger can control when to relax his control, either instantly or at some later time.

Psychokinesis ~ Tiger can control and manipulate materials by force of will with Incredible ability. He can boost his strength to Monstrous (80) and can toughen his bodily tissues to gain Incredible Body Armour.

Linguistics ~ Tiger has a mutant knack for languages. He can speak any and all languages he has been exposed to with Good ability. Currently this is limited to the languages of Mongolia, Central Asia, and Russia.

Quirks ~ Adrenal Surge, High Pain Threshold, Rapid Healing, Strong Bones (+2CS), Sturdiness.

Talents ~ Martial Arts A / C / E, Criminology, First Aid, Streetsmarts.

Contacts ~ Incredible Street, Remarkable Criminal, Good Law Enforcement.

