
~ Teenage Mutant Ninja Turtles ~

Mojo’s latest mad media scheme has been to recreate the Teenage Mutant Ninja Turtles and let them loose in a gritty and realistic New York City of the 1980s. He first created the Doc Feral genetic construct, more of a test case than as anything else. Then came Splinter, the four kickarse turtles, and finally Berserk Badger. More traditional cloning produced the Shredder, April, and Casey.



Leonardo - The de facto leader of the Turtles, Leonardo is courageous, decisive, and a disciplined student of martial arts. As a strict adherent to Bushido, he has a very strong sense of honour and justice. He wears a blue mask and wields a pair of katana. He is named after Leonardo da Vinci.

Raphael - The team "anti-hero", Raphael has an aggressive nature and seldom hesitates to throw the first punch. His personality can be alternately fierce, sarcastic, and full of angst. He wears a red mask and wields a pair of sai. He is named after Raphael Sanzio.

Michelangelo - The easy-going and free-spirited Michelangelo provides much of the comic relief. While he loves to read comics and eat pizza, this Turtle also has an adventurous side. He wears an orange mask and wields the nunchaku. He is named after Michelangelo Buonarroti.

Donatello - The brilliant scientist, inventor, and technology geek, Donatello has a reputation as something of a smart aleck. He is perhaps the most non-violent Turtle, preferring to use his intellect to solve conflicts. He wears a purple mask and wields the bo. He is named after Donato di Niccolò di Betto Bardi.

Splinter - The Turtles' sensei and adoptive father, Splinter is a mutant rat who learned the ways of Ninjitsu from his own master, Hamato Yoshi. Splinter's name is a reference to Stick, the man who mentored Daredevil.

April O'Neil - Originally a lab assistant to Baxter Stockman, April is the plucky human companion of the Turtles. She embarks on many of the Turtles' adventures and aids them by doing the work that the Turtles cannot do in public.

Casey Jones - A masked vigilante and friend of Raphael's who fell in with the group during their initial run from New York. Afterward, he became just another member of the family.

Shredder - Villainous Master Ninja Oroku Saki. The arch-enemy of Splinter and the Turtles. Commands the evil Foot Ninja Clan. Shredder wears a suit of armour covered with sharp blades.




Mojo currently employs a corrupted Daredevil clone as the Shredder (Saki).

Shredder Armour ~ Saki habitually wears the advanced custom crafted Shredder armour. This advanced silvery hyper-steel alloy armour has Monstrous material strength. It provides Incredible protection from physical attacks and Excellent protection from energy attacks. The armour incorporates a deadly array of blades and spikes into it’s very structure. These run to shoulder razors, hand spikes, forearms and calf blades, knee spikes and foot blades. Even the helm is reinforced with blades and spikes. Saki can inflict Incredible Edged Attack damage with any attack he makes. A trained martial artist can by-pass the protection afforded by the Shredder armour on a Red Feat, if they so desire. But this takes the place of the usual Red Feat special effect.

Yacht ~ Saki lives aboard a luxury hydrofoil yacht moored at Pier 72 in the Hudson River, right by 32nd Street. This yacht is furnished in smoked glass, polished brass and black leather. Translucent blue-grey acoustic tiles shroud the walls and ceilings. The combination lounge / study is the centrepiece of the design and features various noteworthy historical pieces from Japanese history. A pleasant jumble of books occupies one wall, featuring works by Lafcadio Hearn, Ihara Saikaku, Miyamoto Musashi and Masaaki Hatsumi.



Mojo has had a clone of Topaz the Empath deployed in the role of April O'Neil.

Terrace House ~ April maintains a Brownstone in Chelsea. She has a small antique and herbal remedy shop on the ground floor. She lives on the upper floors. The basement is used for storage and as an impromptu spare room. The ground floor shop combines a Good Office Package with an Excellent Trophy Room Package. The first floor combines a Remarkable Living Room Package with a Remarkable Kitchen Package. The attic is April’s bedroom. Aside from various boxes, crates and shipping supplies. The basement has an old oak desk, a vinyl office chair on casters, a threadbare sofa, some battered easy chairs, a scuffed dining table, badly in need of a polish, and four rickety upright formal chairs.



Mojo has had a clone of Zaran the Mercenary deployed in the role of Casey Jones.

Weapons ~ Casey always carries a selection of common sporting equipment that can be readily used as melee weapons. He employs them with Incredible Fighting and Agility, and can inflict up to Remarkable Edged or Blunt Throwing damage.

Costume ~ When out and about fighting crime as a wild vigilante, Casey garbs himself in army surplus and sports wear with some light plastic armour (football pads and the like). He usually conceals his features with a hockey mask.

Lair ~ Casey lives on the Lower West Side, in a one bedroom apartment on the top floor of a crumbling tenement. The place has a Good Kitchen package and a collection of seedy furniture cheaply brought at various Goodwill Stores. There is a TV, but it’s an ancient piece of vacuum tube engineering. The images it displays are not really colour, more sepia.




~ Doc Feral ~

Fighting	Good	(10).	Health	36.
Agility	Good	(10).
Strength	Typical	(6).	Karma	90.
Endurance	Good	(10).
Reason	Remarkable	(30).	Resources	Incredible.
Intuition	Remarkable	(30).
Psyche	Remarkable	(30).	Popularity	25.


Bio-Physical Mastery ~ Unknown to the world at large, Doc Feral has Shift-X biomorphic powers. Allowing him to manipulate and modify both living and dead life-forms at a whim. He can even use his powers upon himself. He has developed the following power stunts.

· Biophysical Control – Doc Feral can use five of the seven forms of biophysical control with Unearthly ability. He has mastered the forms of Regeneration, Revival, Decay, Disruption and Aging.
· Grafting – Doc Feral can employ all the capabilities of grafting with Monstrous ability.
· Neural Manipulation – Doc Feral can use two of the four forms of neural manipulation with Monstrous ability. He has mastered the forms of Paralysis and Exaggeration. He tends to employ the latter just as an attacking martial artist leaps.
· Sense Alteration – Doc Feral can employ all the capabilities of sense alteration with Monstrous ability.
· Plant Control – Doc Feral can employ all the capabilities of plant control with Amazing ability.
· Plant Growth – Doc Feral can employ all the capabilities of plant growth with Amazing ability.
· Emotion Control – Doc Feral can use two of the seven forms of emotion control with Incredible ability. He has mastered the forms of Loyalty and Pleasure.
· Anatomical Separation - Doc Feral can employ all the capabilities of anatomical separation with Incredible ability.
· Zombie Animation - Doc Feral can employ all the capabilities of zombie animation with Incredible ability.


Talents ~ Medicine (Harvard University), Law, Business/Finance Psychiatry, Biology, Genetics, Repair/Tinkering, Leadership, Languages (English, French German, Greek, Latin).


Contacts ~ Doc Feral is the major shareholder of Biospawn Industries. He has additional share portfolios in various shipping & transport, security, horticultural and medical concerns. He is well connected politically and has the ear of numerous senior law enforcement officers.




~ Splinter ~

Fighting	Remarkable	(30).	Health	66.
Agility	Excellent	(20).
Strength	Typical	(6).	Karma	125.
Endurance	Good	(10).
Reason	Excellent	(20).	Resources	Poor.
Intuition	Monstrous	(75).
Psyche	Remarkable	(30).	Popularity	0.


Rat Form ~ Splinter is an anthropomorphic mutant animal. In his case a rat. Splinter has Good senses of hearing, smell and taste. He has natural claws and fangs of Good material strength, which allow him to inflict Edged Attack damage.


Ninjitsu ~ Splinter’s shadow warrior abilities allow him to hide in shadows with Incredible ability and allow him to see at night (but not total darkness) with Remarkable ability. He can leap with Excellent ability.


Chi ~ Splinter can draw on the invisible force of the mind and body called Chi with Remarkable ability. He can utilise this force to accomplish a variety of Power Stunts.
· Splinter his a highly developed Chi Awareness. He can sense if another being is capable of actively using their Chi (unless masked). He can employ Environment Awareness with Typical ability and Energy Detection with Poor ability.
· Splinter can also go into a deep meditation at will. This calms the mind, allows one lost Endurance rank to be recovered every day and doubles normal daily healing rates. One hour of meditation is equal to two hours of sleep. To be effective, meditation must last for four hours. The meditation also provides Remarkable resistance to insanity and drugs. If under the effects of said, a new roll to recover is immediately gained.


Thought Suppression ~ More of a learned ability than a true super power, this allows Splinter to use his Psyche as a defence against detection by telepaths and mind-controllers. He also subtracts one from his initiative rolls (in addition to other modifiers) and can blindside people if he has initiative.


Talents ~ Martial Arts A & D, Mesmerism and Hypnosis, Occult Lore, First Aid, Trivia (Ninjitsu). Trivia (Teaching), Languages (Japanese & English).


Contacts ~ Splinter is the sensei to the Teenage Mutant Ninja Turtles. He has trained Berserk Badger in the basics of Ninjitsu. April O'Neil and Casey Jones are good friends.




~ Teenage Mutant Ninja Turtles ~

Fighting	Incredible	(40).	Health	100.
Agility	Remarkable	(30).
Strength	Good	(10).	Karma	80.
Endurance	Excellent	(20).
Reason	Good	(10).	Resources	Poor.
Intuition	Amazing	(50).
Psyche	Excellent	(20).	Popularity	0.


Turtle Form ~ The Teenage Mutant Ninja Turtle’s are anthropomorphic mutant animals. In this case turtles. They have a Good sense of taste. They can swim with Good ability (4 areas per round or 60 mph). They can hold their breath for 20 minutes, before needing to start making Endurance Feats against drowning. Their shells and tough hides provide Excellent protection from physical attacks and Typical protection from energy attacks.


Ninjitsu ~ The Teenage Mutant Ninja Turtle’s shadow warrior abilities allow them to hide in shadows with Incredible ability and allow them to see at night (but not total darkness) with Remarkable ability. They can leap with Remarkable ability.


Leonardo’s Talents ~ Weapons Specialist (Katana), Oriental Weapons, Martial Arts A & E, Trivia (Bushido), Leadership.


Raphael’s Talents ~ Weapons Specialist (Sai), Oriental Weapons, Thrown Weapons, Martial Arts A & E, Tumbling, Streetsmarts.


Michelangelo Talents ~ Weapons Specialist (Nunchaku), Oriental Weapons, Martial Arts A & E, Artist, Trivia (Popular Literature), Trivia (New York City).


Donatello Talents ~ Weapons Specialist (Bo), Oriental Weapons, Martial Arts A & E, Computers, Repair / Tinkering, Trivia (Fringe Science).




~ Berserk Badger ~


Fighting	Amazing	(50).	Health	180.
Agility	Amazing	(50).
Strength	Remarkable	(30).	Karma	90.
Endurance	Amazing	(50).
Reason	Excellent	(20).	Resources	Poor.
Intuition	Incredible	(40).
Psyche	Remarkable	(30).	Popularity	0.


Badger Form ~ Berserk Badger is an anthropomorphic mutant animal. Short, broad and thickset. Furry and heavily muscled with clawed paws and a small stocky tail. His strong featured face is dominated by darkly gleaming feral eyes and a squat muzzle filled with razor sharp teeth. He has Good vision, which extends into the infrared spectrum, Excellent hearing and a Remarkable sense of smell. He can track with Excellent ability. His tough hide and dense bones provides him with Good protection from physical and force attacks. His heightened metabolism and furry form grants him Amazing resistance to cold. Berserk Badger can leap with Unearthly ability. He can cover 100' (6 floors) up, 100' (1 area) across and 150' (10 floors) down. He can dig with Remarkable ability and tunnel with Good ability. Berserk Badger has natural claws and fangs of Unearthly material strength (as are his bones), which allow him to inflict up to Incredible Edged Attack damage.


Chi ~ Berserk Badger can draw on the invisible force of the mind and body called Chi with Remarkable ability. He can utilise this force to accomplish a variety of Power Stunts.
· Berserk Badger can temporarily increase his FASE by +1 CS for ten rounds. For this to take effect Berserk Badger needs 1 turn of focusing, deep breathing and a Psyche Feat (any colour save white).
· Berserk Badger has Remarkable control over his physical body. He can control his bodily autonomic functions of breathing, reflexes, heartbeat and even its reaction to pain or injury. Berserk Badger can halt or slow any of these processes at will. He gains a +1 CS on all Endurance Feats involving resistance to poisons and diseases.


Thought Suppression ~ More of a learned ability than a true super power, this allows Berserk Badger to use his Psyche as a defence against detection by telepaths and mind-controllers. He also subtracts one from his initiative rolls (in addition to other modifiers) and can blindside people if he has initiative.


Talents ~ Martial Arts B & E, Acrobatics, Tumbling, Trance, Resist Domination, Trivia (New York City), Streetsmarts. Berserk Badger has some knowledge of the skills of the Ninja. His shadow warrior abilities allow him to hide in shadows with Excellent ability.




~ New York City ~

The world of the Teenage Mutant Ninja Turtles exists in a pocket dimension, created and maintained by a blend of advanced technology and ritual magic.

The world extends from The Bronx and Yonkers in the north, down through Manhattan, and on to Staten Island in the south. To the west is New Jersey and to the east is Queens with Brooklyn in the southeast. In fact, all of Long Island exists and can be explored, if desired.

Ships, road transport and even planes drop out of a blustery squall dump their cargo and passengers and head off again, back into the squally weather. All of the drivers, pilots, support staff and clerical personnel involved are flesh puppets.

Anyone, not specifically part of the transportation network, that tries to get out of New York City legally will run into a wall of paperwork, odd visa requirements and lengthy waits for tickets. This can take years.

If an attempt is made to stowaway, the individual must avoid the crews Incredible spotting skills. If successful they will end up in a vast automated warehouse on the fringe of Mojo's Realm.

This warehouse stretches for miles and miles. It is composed of Monstrous material strength super-heavy alloys and produces everything imaginable from supermarket shelf stock to flesh puppets. It is guarded by fiery demons and patrolled by cybernetic agents. The thousands upon thousands of workers are the equivalent of Machine Man, but treat Psyche as Feeble.

It is possible to try and walk or swim out of New York City. On the first round that an individual passes beyond the defined borders of the city, they encounter a sudden squall of Feeble intensity. This increases by +1CS every round until they turn back or the squall reaches Monstrous intensity. If the individual in question can endure the squall and keep going for ten more turns, they will emerge from the wild weather right by the vast automated warehouse on the fringes of Mojo's Realm.

In New York City, there are always people about and sundry harmless animals, such as pigeons and rats. There are even cows, horses, deer, bats, hawks, owls, wild cats and a few wolves out on rural Long Island. The waters around New York City even support fish. More exotic animals can be found in public zoos and a handful of local private collections. Pets include dogs, cats, monkeys, snakes, and countless varieties of birds. Rumours of albino sewer alligators also abound.

All of these animals are of cause artificially created organic beings. They are made of laboratory-created synthetic protoplasm and grown in vast tanks.




Notable encounters in NYC run to the following:

Roll 2d10 – 

02	Spiral with 3 Cybernetic Agents.

03	Harry in his cab.

04	Guard Dogs. On patrol, with or without handlers.

05	Gang Activity. Anything from a turf war to simple tagging.

06	Drugs and/or Booze. A person or people under the influence makes a public spectacle of themselves. Someone being shaken down by the police. A shadowy figure selling drugs. A drug courier passes, acting very suspiciously.

07	Cybernetic Agents. A group of Mojo’s media agents. They have Excellent liquid-crystal based Invisibility. They could be filming something for one of Mojo’s mad media schemes. They could be researching a new series idea. They could be tracking down info on a hot news story.

08	A typical NYC yellow cab cruises by.

09	Prostitutes.

10	Traffic congestion.

11	Hotdog stand or similar street vendor.

12	Real New Yorker. Captured while asleep and completely unaware that anything is wrong. Just going about their normal daily routine and avoiding trouble.

13	Mugging.

14	A police car cruses by.

15	Religion. A bunch of Hare Krishnas pass by singing and offering flowers for sale. Born Again Christians loudly invite people to join their church.

16	Domestic Violence. Someone in a heated quarrel throws something through a window. Slamming doors. Sounds of an argument can be heard.

17	Execution. A gangland-style execution comes as a sudden surprise. A person dropped out of a plane or helicopter without a parachute. Someone running screaming down the street and then being shot in the back by shadowy assassins. Just a dead body appearing in an inconvenient spot.

18	Guard Dogs. On patrol, with or without handlers.

19	Lion or Similar Big Cat (Circus / Zoo Escapee).

20	Sewer Alligator.




~ The Mayor of NYC ~

A creation of Mojo’s organic labs, the Mayor of NYC is a female humanoid android. An artificially created organism, formed from laboratory-created protoplasm and grown to maturity in an artificial womb. She appears fully human, lean and lithe, with lightly tanned skin tones, shimmering golden shoulder-length hair, eyes of a fiery green and finely chiselled facial features. Publicly, her ancestry is claimed to be Norwegian and Irish (strong Celtic roots).

Fighting	Remarkable	(30).	Health	175.
Agility	Incredible	(40).
Strength	Remarkable	(30).	Karma	80.
Endurance	Monstrous	(75).
Reason	Remarkable	(30).	Resources	Remarkable.
Intuition	Incredible	(40).
Psyche	Good	(10).	Popularity	25.


Advanced Mental Architecture ~ Designed specifically for the purpose of administration and the smooth running of Mojo’s New York City, the Mayor has formidable mental powers. She has Shift-Y Edetic Memory, Unearthly Total Memory, Monstrous Prediction (Non-Combat), Amazing True Charisma and Incredible Cyber Transmission. Thanks to various libraries, she has read every newspaper and magazine published in New York City during the 70s & 80s. Additionally, she has read all the novels and travelogues concerning New York City from the 1850s through to the 1980s.


Talents ~ Martial Arts A & D, Law Enforcement, Business / Finance, Criminology, Psychiatry, Artist, Leadership, Languages (English, Irish, Italian, Norwegian, Yiddish).


Contacts ~ Mojo, Unearthly New York City Government (Mojo’s Realm), Remarkable Occult Lore, Excellent Law Enforcement, Good Crime, Typical Street.


Note ~ The City Council President, the comptroller (treasurer) and the presidents of the five boroughs are all flesh puppets. As are more than four-fifths of the thirty-nine member City Council and almost all of the Board of Estimate. These flesh puppets all possess Good mental abilities.

The NYPD is also largely made up of flesh puppets. The police commissioner, the Deputy commissioners and even the eighty precinct captains are all flesh puppets.




~ The Mayor’s Assistant ~

The Mayor’s Assistant is a completely mechanical being that is patterned after the human form. A pseudo-fleshed imitation, magical in nature. A clockwork man given life by eccentric mages. He is a lean and wiry fellow with short and wavy honey blonde hair and bright hazel eyes. His complexion is somewhat swarthy, hinting at Spanish or Portuguese blood somewhere in his background. To deduce his mechanical nature requires an Intuition Feat against Remarkable intensity.

Fighting	Amazing	(50).	Health	215.
Agility	Incredible	(40).
Strength	Amazing	(50).	Karma	40.
Endurance	Monstrous	(75).
Reason	Good	(10).	Resources	Excellent.
Intuition	Excellent	(20).
Psyche	Good	(10).	Popularity	10.


Advanced Physical Architecture ~ Designed specifically for the purpose of assistance and support, the Mayor’s Assistant is a capable combatant and something of a swashbuckler. He has Monstrous Absorption Power – Electricity, Amazing True Invulnerability, Amazing Regeneration, Excellent Hyper-Speed, Good Environmental Awareness, Good Energy Detection, Good Magic Detection and Monstrous Initiative Change.


Magic Weakness ~ The Mayor’s Assistant receives a –5 CS penalty on all Feats to resist magical influences. This extends not only to purely magical effects such as eldritch bolts, but also to physical manifestations of magic, such as dodging a fireball or holding up a stone wall summoned to crush him.


Talents ~ Guns, Sharp Weapons, Acrobatics, Tumbling, Criminology, Occult Lore, Streetsmarts, Trivia (Military History), Languages (English, Norwegian, Portuguese, Spanish).


Contacts ~ The Mayor of NYC and Related Officials (Mojo’s Realm).


Gear ~ Machine Pistol (Skorpion VZ 61 Style) with AP Shot (Adamantium Steel Slugs), Machine Pistol (Skorpion VZ 61 Style) with Combo-Rounds (Rubber Mercy Shot), 3 Airfoil Smoke Grenades, 3 Airfoil Concussive Grenades, 3 Airfoil Sonic Grenades, Stunt Whip (Remarkable Intensity Stunning, Incredible Elongation, Excellent Material Strength, Advanced Plastics), Stiletto with Ornate Gold Inlay, Stiletto with Ornate Silver Inlay.




~ Matrix Squid ~

The Matrix Squid is an advanced robot composed of advanced bioplastics and actuated by a positronic brain. Unless using his various powers, the Matrix Squid appears to be a pale pastel green 7’ tall squid. Most New Yorkers that encounter him assume he’s a film prop or an advertisement of some type.

The Matrix Squid serves as the Mayor’s scout and general assistant. He even acts as personal pilot whenever needed. Most often he hangs around the general vicinity of the Mayor in animal or plant form.

Fighting	Incredible	(40).	Health	230.
Agility	Incredible	(40).
Strength	Monstrous	(75).	Karma	100.
Endurance	Monstrous	(75).
Reason	Incredible	(40).	Resources	Excellent.
Intuition	Amazing	(50).
Psyche	Good	(10).	Popularity	0.


Malleable Form ~ The Matrix Squid has a highly pliable body, controlled by one of the most advanced computers known. This provides him with Shift-X Mass Decrease, Monstrous Plasticity, Amazing Bouncing Ball, Excellent Elongation, Amazing Two-Dimensionality, Incredible Animal Transformation (Self), Remarkable Animal Mimicry, Incredible Self-Vegetation, Remarkable Plant Mimicry and Monstrous Omni-Knowledge.


Talents ~ Martial Arts C, Wrestling, Pilot, Engineering, Chemistry, Physics, Repair/Tinkering, Trivia (New York City), Languages (English, German, Japanese, Norwegian).


Contacts ~ The Mayor of NYC and Related Officials (Mojo’s Realm).




~ Flesh Puppets ~

The Flesh Puppets are a cloned race of near humans. They were created by Mojo’s technicians to serve as sturdy labourers to handle the necessary but odious duties of sanitation, construction, factory work, policing and so on in New York City. They come in a widely diverse variety – all drawn from a handful of television series and films that Mojo is passingly familiar with:

Barney Miller (1975 to 1982)
Hill Street Blues (1981 to 1987)
Cagney & Lacey (1981 to 1988)
The Master (1984)
The Equalizer (1985 to 1989)
Beauty and the Beast (1987 to 1990)
Third Watch (1999 to 2005)

The Tattooed Stranger (1950)
Shaft (1971)
Live and Let Die (1973)
The Best of Blondie (1981)
Stations of the Elevated (1981)
New York Stories (1989)

They are conditioned to believe that they are real New Yorkers, and to ignore anything to do with Mojo. Their initial personality matrix slots them into one of the following categories – Thug, Young Tough, Policeman, Fire Fighter, Paramedic, Doctor, Scientist, Lawyer, Businessman. The most common basic profile is the Businessman or Typical New Yorker. They provide the crowded streets filled with the entire spectrum of normal everyday people. Such as Addicts, Bicycle Messengers, Drug Dealers, Homeless People, Hookers, Joggers, Labourers, Maintenance Workers, Nerds, Office Employees, Postal Workers, Sailors, Security Guards, Snobs, Soul Savers, Store Clerks, Street Criminals, Street Performers, Street Vendors, Taxi Drivers, Teenage Runaways, and Vague Passers-By. The longer they are active, the more individual they become as they accumulate life experiences. They have a life span of 100 years exactly.

Fighting	Typical	(6).	Health	32.
Agility	Typical	(6).
Strength	Good	(10).	Karma	16.
Endurance	Good	(10).
Reason	Typical	(6).	Resources	Poor.
Intuition	Typical	(6).
Psyche	Poor	(4).	Popularity	0.


Talents ~ Professional or Scientific Skill (Choice of One), Trivia (New York City), Languages (Ethnic Background Dialect & English).


Contacts ~ Excellent Professional or Scientific Skill (Same as Talent), Good Mythology (Local Priest) or Streetsmarts, Typical Arts or Performance, Poor Local Political or Criminal.




~ Kaji Flesh Puppet ~

Fighting	Good	(10).	Health	80.
Agility	Excellent	(20).
Strength	Excellent	(20).	Karma	36.
Endurance	Remarkable	(30).
Reason	Good	(10).	Resources	Poor.
Intuition	Excellent	(20).
Psyche	Typical	(6).	Popularity	0.


Talents ~ Pilot, Military, Archaeology, Repair / Tinkering, Trivia (New York City), Streetsmarts, Languages (Persian with English, French, and Tibetan).


Contacts ~ Excellent Military, Excellent Archaeology, Good Streetsmarts, Good Journalism, Typical Law Enforcement, Typical Performing Arts, Poor Criminal.


Kaji runs a small airfield out on rural Long Island. The facility consists of two small warehouses, one of which has been converted into a hanger, and a medium house. The house is a two story wooden structure with a Good Living Room Package, a Good Dining Room Package, a Good Kitchen Package and a Good Office Package on the ground floor. There are three bedrooms and a study on the upper floor. The attic is used for storage and the root cellar serves as a pantry. The hanger houses a Private Plane, a Traffic Copter and an Autogyro (Machineguns, Concussion Grenades, Infrared Sights, Halogen Spotlight, Flares, Camera, Good Strength Foamed Aluminium Frame, Excellent Strength Bullet-Proof Glass Canopy). Options for land transportation run to an old white 1972 VW Beetle Superbug and a metallic blue 1980 Honda CB900F motorcycle.




Kaji employs five Tibetan refugees as general hands. These sturdy fellows run to a former policeman, a pensioned-off fire fighter, a consultant doctor and two scientists. One being an astronomer, while the other is a planetary geologist.


Dorjee (A Thunderbolt): Eldest Child and First Son of Norbu and Yangchen. Brother of Lobsang and Tenzin. Former NYPD Policeman.
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Martial Arts C, Law Enforcement, Languages (Tibetan & English).


Lobsang (The Kind Hearted One): Second Child and Second Son of Norbu and Yangchen. Brother of Dorjee and Tenzin. Pensioned-Off Fire Fighter.
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Chemistry, First Aid, Languages (Tibetan & English).


Tenzin (Protector of Dharma): Third Child and First Daughter of Norbu and Yangchen. Sister of Dorjee and Lobsang. Medical Doctor & Herbalist.
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Medicine, Biology, Languages (Tibetan & English).


Norbu (A Precious Gem): Husband of Yangchen. Father of Dorjee, Lobsang and Tenzin. Astronomer – Specialising in Celestial Mechanics.
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Chemistry, Mathematics, Physics, Languages (Tibetan, Nepali, English).


Yangchen (The Sacred One): Wife of Norbu. Mother of Dorjee, Lobsang and Tenzin. Planetary Geologist – Specialising in the Study of Planetary Satellites (Terran, Martian, Jovian, Saturnian, Uranian, and Neptunia) and Planetary Rings.
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Geography, Geology, Trivia (Tibetan Buddhism), Languages (Tibetan, Nepali, English).




~ Harry ~

Burly and hairy, a typical NYC cabbie. Harry is a crusty old fellow, an Italian-American with a heart of gold. He a garrulous, philosophical guy. Tolerant of eccentricity, but ruthless towards fellow drivers. He lives on pizza, pasta and Peroni (Nastro Azzurro). With Eggs Benedict or savoury bagel sandwiches on special occasions. He always has a few jazz CDs, from local NYC groups, handy in his cab. Harry lives in a small warehouse, that has been converted into an open plan apartment, in the border zone between Chinatown and Little Italy. Unbeknownst to Mojo, and even to himself, Harry is a mutant with Ultimate Skill - Trivia (New York City), Monstrous Mental Invisibility and Good Regeneration.

Fighting	Good	(10).	Health	80.
Agility	Excellent	(20).
Strength	Good	(10).	Karma	70.
Endurance	Incredible	(40).
Reason	Good	(10).	Resources	Good.
Intuition	Incredible	(40).
Psyche	Excellent	(20).	Popularity	0.


Quirks ~ High Pain Threshold, Strong Bones (+2CS), Bluntness, Honesty, Weirdness Magnet.


Talents ~ Martial Arts B & E, Driving (as Pilot, but for Cabs), First Aid, Repair / Tinkering, Streetsmarts, Languages (English, Italian, Russian, Spanish).

Due to informal studies on the streets of New York City and with his gang friends, Harry can “get by” with speaking Cantonese and Mandarin. Harry cannot read a written form of either tongue and native speakers gain endless amusement from his accent.


Contacts ~ Harry has Excellent street contacts and Good criminal contacts. He’s a friend and sometime ally of the Chinese street gang "The Tigers of Junction Street".

