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- MUTANTS & MASTERMINDS ROGUES GALLERY

THE DSPREY

Hjalmar dedicated himself to eliminating false piety from
a world grown too soft. He became a champion of law-
lessness and predator of so-called “superheroes”—the
Osprey who strikes down such unworthy weaklings.

REAL NAME: Hjalmar Poelzig, alias Edgar Ulmer
OCCUPATION: Criminal predator
BASE: Lakeside, Emerald City

Austrian aristocrat Boris Poelzig fled the 1938 Nazi takeover  The Osprey’s initial target was the Adjuster, a new hero
of his homeland, bitterly vowing it would be the last time gaining in recognition. Over time, he uncovered the Ad-
any Poelzig would be left powerless. Settling in Emerald  jyster's identity (millionaire Barry Warren), darkest secrets,
City, Boris raised his son inspired by ospreys, which, accord- 34 greatest fears. With this knowledge, the Osprey swin-
ing to legend, force their young to fly to the sun, then kill  gled Warren's fortune away from him and arranged for
those too weak to reach it. The abuse he heaped on his son everyone close to him to be killed, maimed, disgraced, or
in an attempt to toughen him up eventually broke him, and falsely imprisoned, one by one. By the time they met face
left Boris guardian of his grandson Hjalmar, who embraced 14 face, Warren was emotionally broken, and the Osprey
the philosophy of strength and flourished. smiled as his first victim committed suicide before him.
Now residing in Warren’s mansion (renamed Marmarous),
Poelzig bides his time, working to find worthy heroes to
shatter.

PERSONALITY

The Osprey is calm, polite, confident, intelligent, worldly,
cultured, witty, and charming. Only his victims know he is
a genuinely evil, merciless sociopath.

POWERS & RBILITIES

The Osprey is a master manipulator, adept at discov-
ering and exploiting his opponents’ personal weak-
nesses. Nearly all traces of his existence have been
systematically eliminated. Through intense training,
he is preternaturally strong and agile, and special-

izes in a unique fighting technique encompassing

killing and maiming strikes from various martial

styles. He employs a variety of gadgets, including
his signature Osprey Talons: long diamond-coated

blades with a super-sharp monomolecular edge.

ALLIES

The wealthy Poelzig employs a number of
highly skilled operatives—drivers, pilots,
hackers, private investigators, thugs,

courtesans, scientists, media figures—
who aid him out of misplaced loyalty,
greed, or blackmail. Inspired by
Bowman, he contemplates taking
/ ' _ ' on a protégé and eventual heir.

= USING THE OSPREY " N [O0KS

The Osprey is a special kind of villain, one who strikes at the heroes
through their relationships and private lives (or secret identities). For
some players, this will prove to be annoying and terrible, while to
others it is a fun challenge. If you're planning to use The Osprey in your
series, discuss whether or not your players will enjoy dealing with a
villain that comes at them from other angles than a straight-up fight.

Prey: Terrible events happen to
the characters’ loved ones (Responsi-
bility or Relationship complications)

well beyond mere happenstance.

Investigations are initially fruitless,

confirming only the orchestrator’s




THE DSPREY

SR | S [ A6 | DEC | T [ T

b b b b
PoweRs

Glider Cape: Flight 3 (16 MPH), Device (Easily Removable, -2
points) « 4 points

EQUIPMENT

Concealed Headset: Feature (Cell Phone), Subtle - 2 points

Flash Goggles: Feature 1 (+5 resistance to visual Dazzle) 7 point
Flashlight: Feature « 7 point
Night Vision Goggles: Senses 2 (Darkvision, -2 Perception
penalty) « 7 point
Oxygen Mask: Immunity 2 (All Suffocation, one hour limit) » 2 points
Protective Suit: Protection 2, Subtle - 3 points
Swing Line: Movement 1 (Swinging) « 2 points
Tracer Bug: Feature 2 (audio and tracer) - 2 points
Utility Belt: Array (16 points) « 26 points
Osprey Talon Blades: Ranged Strength-based Damage 2,
Dangerous 3, Penetrating 5, includes Increased Range on 4
Strength « 16 points
- Adaptable Multi-Tool: Feature 2 - 7 point
+ Cutting Torch: Precise Damage 1, Weaken Toughness 1 « 7 point
- Digital Recorder: Feature 2 (Full audio-video) « 7 point
- Exploding Talon Grenades: Ranged Burst Area Damage 5
« 1 point
- Net Talons: Ranged Affliction 8 (Resisted by Dodge
and Overcome by Damage; Hindered and Vulnerable,

Defenseless and Immobile; Extra Condition, Diminished
Range, Limited Degree) « 1 point
Smoke Bombs: Enhanced Advantage 1 (Hide in Plain
Sight) « 7 point

Wrist-Comp: Feature 1 « 1 point

Acrobatics 14 (+20), Athletics 8 (+12), Close Combat: Unarmed
10 (+16), Deception 5 (+12), Insight 6 (+12), Intimidation 5
(+12), Investigation 9 (+16), Perception 7 (+13), Persuasion
5 (+12), Ranged Combat: Throw 10 (+16), Sleight of Hand 12
(+18), Stealth 14 (+20), Technology 7 (+14)

power and seeming invisibility. In time, they pick up on
the broken fragments of Barry Warren’s life, and from
those who knew him—and still live—learn the terrible
fate that awaits them. The heroes can then try to take the
fight to the Osprey, complicated by the fact they know all
but can legally prove nothing. Alternately, they can circle
their wagons and defend what’s dear to them against
an opponent who knows all their vulnerabilities. Further
complicating matters are the Osprey’s long-term strate-
gies: while the heroes await his next move, their normal
responsibilities of catching crooks and protecting the city
remain.

Defending the Nest: Alternately, the characters witness
the events above happening to another hero who seeks
their help. The Osprey takes notice of them as secondary
targets in his current plans—soon to be primary if they
thwart him.
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ADVANTAGES

Agile Feint, Benefit 4 (Cipher), Benefit 4 (Multimillionaire),
Close Attack 2, Connected, Contacts, Defensive Roll 5, Eidetic
Memory, Equipment 8, Evasion, Great Endurance, Hide in Plain
Sight, Improved Critical 4 (Unarmed), Improved Initiative,
Ranged Attack 2, Uncanny Dodge, Well-informed

INITIATIVE +10
Talon Blades +18 Range, Damage 6, Crit. 17-20

Exploding Talon
Grenades —

Range, Burst Area Damage 5

Net Talons +18 Range, Affliction 8, Dodge DC 18

Unarmed +18 Close, Damage 4, Crit. 16-20

DODGE 14 FORTITUDE 12
PARRY 14 TOUGHNESS 11/%6
WILL 13 *Without Defensive Roll.
ABILITIES 92 SKILLS 56
POWERS 4 DEFENSES 31
ADVANTAGES 38 TOTAL 221

COMPLICATIONS

Motivation—Feeling Powerful: Feeling the rush of power
drives the Osprey.

Soul of the Osprey: Destroying superheroes’ lives is a game
the Osprey’s addicted to playing.

My wife'is: gone. I couldn’t convince: her the
video' was: fake,-and| |- wasn’t cheating on
her. She’s been so fragile since the-allergic
reaction sent our daughter-into a vegeta-
tive state. This might break her. My friends
are dead, or convicted of trumped-up felony
charges. Thanks to the doctored clips on
social media, | can’t become the Adjuster
without the police hunting me. | can’t help
anyone. | can’t even help myself.

Why all the details about things already
well-documented? Because | now know the
unfeeling bastard responsible for them all.

This “Osprey” is coming here tonight. I'd
kill him if | had anything left to live for. So
please, dear God if you exist, let him kill me.

—THE ADJUSTER, FINAL JOURNAL ENTRY.
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OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the Coast,
Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)’Contributors” means the copyright
and/or trademark owners who have contributed Open
Game Content; (b)"Derivative Material” means copyright-
ed material including derivative works and translations
(including into other computer languages), potation,
modification, correction, addition, extension, upgrade,
improvement, compilation, abridgment or other form
in which an existing work may be recast, transformed
or adapted; (c) “Distribute” means to reproduce, license,
rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)’Open Game Content” means the
game mechanic and includes the methods, procedures,
processes and routines to the extent such content does
not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly iden-
tified as Open Game Content by the Contributor, and
means any work covered by this License, including trans-
lations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity”
means product and product line names, logos and iden-
tifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements,
dialogue, incidents, language, artwork, symbols, designs,
depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio rep-
resentations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses
and special abilities; places, locations, environments,
creatures, equipment, magical or supernatural abilities or
effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and
which specifically excludes the Open Game Content; (f)
“Trademark” means the logos, names, mark, sign, motto,
designs that are used by a Contributor to identify itself or
its products or the associated products contributed to the
Open Game License by the Contributor (g) “Use’, “Used”
or “Using” means to use, Distribute, copy, edit, format,
modify, translate and otherwise create Derivative Mate-
rial of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open
Game Content may only be Used under and in terms of
this License. You must affix such a notice to any Open
Game Content that you Use. No terms may be added to
or subtracted from this License except as described by
the License itself. No other terms or conditions may be
applied to any Open Game Content distributed using
this License.

3. Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for agree-
ing to use this License, the Contributors grant You a per-
petual, worldwide, royalty-free, non-exclusive license
with the exact terms of this License to Use, the Open
Game Content.

5. Representation of Authority to Contribute: If
You are contributing original material as Open Game
Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to
grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the
COPYRIGHT NOTICE portion of this License to include
the exact text of the COPYRIGHT NOTICE of any Open
Game Content You are copying, modifying or distribut-
ing, and You must add the title, the copyright date, and
the copyright holder’s name to the COPYRIGHT NOTICE
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of
that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Regis-
tered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in
another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of
any Product Identity in Open Game Content does not
constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content
You must clearly indicate which portions of the work
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License. You
may use any authorized version of this License to copy,
modify and distribute any Open Game Content originally
distributed under any version of this License.

10. Copy of this License: You MUST include a copy of
this License with every copy of the Open Game Content
You Distribute.

11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the name
of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with respect
to some or all of the Open Game Content due to statute,
judicial order, or governmental regulation then You may
not Use any Open Game Material so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and fail to
cure such breach within 30 days of becoming aware of
the breach. All sublicenses shall survive the termination
of this License.

14. Reformation: If any provision of this License is held
to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.
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