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Introduction to Carbon City 
It is 1933. Prohibition is in full swing & Carbon 
City is slowly collapsing under the weight of 
corruption & a massive crime wave. 
From this pressure cooker comes a band of 
costumed heroes to save the good people of the 
city from a fate worse than death. 
Carbon City is a city founded on Coal & Steel & is 
situated next to one of the Great Lakes. 
 

Life & Death in Carbon City 
The city is a big, wonderful & above all dangerous 
place. The Heroes will be making powerful 
enemies, many of whom are certainly more 
deadly than they are initially. 
The Heroes main protection will be the secrecy of 
their identities. They appear when the city needs 
them & then disappear again. Being a public Hero 
is a short, if glorious career. 
Large plots & ambitions are rife in Carbon City, & 
each is organization is vying for power.  
These organizations will be surprised when the 
Heroes first appear to thwart them. Some of the 
organizations will try to hunt the Heroes down, 
fighting fire with fire. 
Others may try to corrupt them or use them for 
their own ends, manipulating them & placing 
missions in front of them. 
Some may wish to capture, examine & even 
dissect them. 
Worst of all are those who will use the law & the 
power of the press to vilify & turn the people 
against them. 
 

City Locations 
What follows are a listing of typical locations for 
the action to take place: 
The Docks; a huge area of piers, warehouses & 
railheads from where the wealth of Carbon City is 
sent out to the world. 
City Plaza; a large square in the centre of the city 
flanked by City Hall & the Courts. 
Lakeside Park; an open area of meadows, ponds 
& woods that runs along the lakeshore from the 
docks to Mason River. 
The Shambles; an area of shabby low rent 
tenement neighbourhoods where the poor of the 
city live. It is the home turf of the Fellini family. 
Uptown; The Financial District where high rise 
towers house the corporations that own the city. 
Miller's Heights; where the wealthiest families in 
Carbon City have their mansions. 
The Civic Museum; A grand building housing 
mostly Dinosaur & Egyptian exhibits. 
The Carbon Opera House; Where the wealthy are 
entertained. 
Lakeside Station; The City’s main station, close by 
the Docks & the Ferry port. 
Ferry Port; A series of piers for ferries & small 
cruise liners. 
New Mills; across the Mason River from the city 
is this area of factories, foundries & furnaces 
Carbon University; Not Ivy League but with a 
good reputation for Science & Engineering.  
Home of the Iron Beavers football team. 
Northern Park; Home stadium of The Blackhawks 
baseball team. 
Carbon City Aerodrome; A small airfield with 
daily flights to Gotham & Metropolis. 
St. Angelo’s Mercy Hospital; The main hospital 
for the city. Always busy & overcrowded. 
Angel Island Asylum; a mental institution on an 
island in the Great Lake.  
It is linked to the mainland by a ferry. 

Canal System; this runs from the Mason River & 
the Docks & connects all the industrial & central 
districts of the city. 
The Mason River; this bisects the city, dividing 
New Mills & the Shambles from the rest. There 
are seven bridges across it. 
Fort Edwards; the base of the National Guard 
outside the city’s boundaries. 
St. Peter's Cathedral; a huge Gothic structure 
where the great & the good do their business 
with God. 
The Carbon County Penitentiary; an old & 
overcrowded facility with a sadistic governor. 
  

Villains & Nefarious Organizations 
Here are just a few of the groups who are using & 
abusing the great city for their own ends. 
The Northern Cross Corporation; This is the 
largest Steel & Coal company in the state & 
dominates the financial life of the city. It is not 
afraid to flex its muscles & remove any ‘obstacles’ 
to its prosperity. 
It employs ruthless Corporate Fixers & Lawyers to 
assure its hegemony. Its Corporate Security are 
tough, well-armed & unafraid of the Law. 
Eastinghouse Labs; This corporation’s success is 
based on its Advanced Science Labs. Much of its 
work is for the US Army so they essentially have 
Federal immunity to prosecution. 
Many amazing weapons & other technologies 
come from its secret labs & testing grounds. 
The Fellini Family; these are a loose federation of 
Mafia Dons who control extortion, vice, 
prostitution, gambling & smuggling liquor. 
They are well organized & can call on a large 
number of  Mafia Soldiers, Capo's & ‘Mechanics’. 
Professor Eldritch Khan; the classic Mad Scientist. 
He used to work for Eastinghouse but has since 
gone underground to continue his deadly 
research. He considers Carbon City to be his 
private testing ground. He is protected by 
Cyborgs & his devoted lab assistants. 
The Untermensch; a secret society whose stated 
aim is the 'protection of the poor’. Their methods 
include sabotage, arson, bombing & 
assassination. Their members are all but 'invisible' 
vagrants and hobo’s. 
The Gestapo; based in the large German 
Consulate, they are tasked with spying on & 
obtaining advanced American technology. They 
are led by Heydrich Hissler & have both 
embedded Agents in the University & 
Eastinghouse Labs, & a ruthless band of SS men. 
The Ring of Seven; Derided by some as wealthy 
dilettantes, these Occultists have actually become 
competent Mages & Necromancers.  
Many of their devotees are now Zombies. 
 

Law & Order 
Mayor Hoffman; Honest but out of his depth 
Carbon City Police Department; this is 
overwhelmed by current situation. It is not 
helped by their reputation for being heavy 
handed & prone to low level corruption. 
The FBI Field Office; This is understaffed & is 
concentrating on Prohibition & Organized Crime. 
The County Courts; run by Lawyers & in the 
pockets of the Corporations. Some judges try to 
be fair, but know they cannot step out of line. 
The Nighthawks; these are Citizen Vigilantes who 
are solving the problem, one criminal at a time. 
Unfortunately they are not very effective & have 
been infiltrated by the Mafia. 
 
 

Being a Hero 
It’s tough being a hero. So here are a few things 
they must consider. 
 

Secret Identities 
Each of the Heroes has to have a secret identity. 
Somebody they are when not fighting crime. Here 
are some ideas with a guide to how well off they 
are: 

Identity Living 
Doctor Moderate 
Fireman Low 
G Man [FBI Agent] Moderate 
Industrialist High 
Journalist Moderate 
Nurse Low 
Policeman Moderate 
Priest Low 
Scientist Moderate 
Steel Worker Low 
Student Low 

The Games Master should allow Heroes to choose 
other professions/backgrounds if they wish. 
Each player then gets three suitable contacts for 
their chosen secret identity. For example: a 
Journalist may know her Editor, a Mafia Capo & a 
Police Desk Sergeant who she can tap for 
information & the occasional favour. 
 

Public Identities 
Each hero must have a name that sums up their 
purpose & their powers. This thematic name 
should also help guide their choice of costume. 
This is how they will be recognised by the good 
people of Carbon City. If they are successful it will 
also drive fear into the hearts of their enemies. 
 

Secret Lairs 
All teams of Superheroes have a secret lair or 
hideout. This is where they meet, plan their 
missions & keep much of their equipment. 
The type of lair depends on the Heroes. It could 
be a loft above a friend’s business, an abandoned 
subway tunnel, a member’s cellar or garage, a 
‘missing’ floor in a skyscraper [press two elevator 
buttons simultaneously to stop there], a hidden 
cave off the sewers etc. 
The Games Master should regard this as an 
inviolable sanctuary so the Heroes always have 
somewhere to fall back upon. 
 

Allies 
As they progress the Heroes will begin to attract 
allies. Ordinary & brave men & women who will 
support them with information, equipment & 
even sanctuary when times are hard. 
Most will not know their Heroes secret identities 
but they will develop ways to contact them. 
Sometimes these allies can be used against the 
Heroes. Attacked, held hostage or even killed. 
The devotion of these allies will rely on the 
Heroes continuing to be, well, Heroes. 
Some of these allies may have access to labs & 
special equipment. & this is where the Heroes can 
begin to improve their capabilities. 
 

When Death claims its due 
Killing a Hero should be a very last resort. In the 
comics of the time Heroes could be captured and 
even tortured, but they were very rarely killed. 
Heroes might sacrifice their lives for the greater 
good, so make sure a Hero has a legendary and 
meaningful death. 
Their replacement could well come from their 
devoted allies. One brave man or woman 
stepping forward to pick up their Hero’s load. 


