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Introduction

During the 80s and 90s, a period when espionage stories 
were hugely popular in movies, TV, and print, it seems that 
in superhero comics, spies occupied the role of a “red shirt” 
from Star Trek – at best, they served as set dressing and at 
worst, they got smacked down to raise the dramatic stakes. 

For a couple of decades, it seemed like the SHIELD heli-
carrier existed solely to crash, to let the reader know that 
the current threat was “serious”. (Even if that threat was 
something as pointless as magical cockroaches, as in the 
The Sensational She Hulk graphic novel from the mid-80s 
by John Byrne.) The most interesting espionage story from 
superhero comics that I can recall from the Iron Age was 
when Bruce Wayne was briefly an agent of SHIELD during 
the Amalgam crossover.

With Wargames,  we’re imaging an Iron Age the way we 
would have wanted it. One where the super-spy and com-
mando characters that languished for so long are given in-
teresting plotlines interwoven with Cold War tensions.

So, introductions finished, we give you Superspies and 
Commandos of the Cold War…

Wargames: Super-Spies and Com-

mandos of the Cold War

U.S.H.E.R. �The United States Headquar-
ters for Emergency Response�

U.S.H.E.R. (the United States Headquarters for Emergency 
Response) was founded during WW2, as a counter to the 
superhuman troops and super-science weapons that the 
Nazis brought to the battlefield. With a massive budget and 
a staff of military scientists, strategists, and super-soldiers, 
U.S.H.E.R. put together Vigilance Force, one of the major 
American super-teams during the war, and also developed 
much new technology that aided the war effort.

After the war, and the emergence of the Iron Curtain, 
U.S.H.E.R. transitioned into the new mission of monitoring 
and opposing the Communist threat and established itself 
as the American security agency that would deal with 
threats too powerful and strange for conventional forces. 

Although many intelligence agencies and service branches 
maintain some form of super-powered force, U.S.H.E.R. is 
the primary American agency for superhuman affairs and 
also boasts a formidable brigade of power armor. In fact, 

from the mid-1970s to early 1980s, after the Steel Com-
mando went rogue and destroyed the majority of the US 
Army’s power armor suits, U.S.H.E.R. was the sole Ameri-
can power armor force until the early 1980s. The agency 
effectively fills much the same role as both the Red Direc-
torate and the Shturmovik Agency do in the Warsaw Bloc. 

U.S.H.E.R. maintains a strict screening and vetting process 
for operatives. Using advanced biometric lie detectors and 
psi-analyzers, U.S.H.E.R. carefully screens every potential 
operative at all levels and regularly re-screens established 
agents. Thanks to these measures, U.S.H.E.R. manages to 
be the one American intelligence agency that isn’t substan-
tially compromised by Soviet agents during the Cold War.

Unfortunately, U.S.H.E.R.'s reputation for technical arro-
gance (mostly earned by its chief engineer, Fred Wilson) 
has made many enemies in the US military and intelligence 
community, which has prevented broad adoption of the 
agency's technology and processes. Soviet double agents 
in the FBI, CIA, and NSA have worked to exacerbate the 
inter-agency rivalries that have too often blunted 
U.S.H.E.R.'s effectiveness.

U.S.H.E.R. was busy throughout the Cold War: clashing 
with Soviet (and occasionally Chinese) meta-forces in Eu-
rope, Asia, Africa, and outer space, and fighting leftist guer-
rilla forces in South and Central America, as well as being 
the primary governmental resource for combating superhu-
man crime in the US.

In one of the agency’s more public victories, while the bulk 
of American super-soldier forces were dealing with an inter-
national crisis in Berlin in 1982, U.S.H.E.R. repulsed an in-
ter-dimensional invasion by the Psion Hordes of Ybir'K near 
North Platte, Nebraska

In another notable (but less well known) engagement, 
U.S.H.E.R. and its frequent rival, the Shturmovik agency, 
used their respective (highly classified) space stations to 
stage coordinated sabotage missions against the Tsavong 
fleet that was orbiting Earth during the Tsavong’s invasion 
attempt in 1985.

Headquarters  

U.S.H.E.R. currently maintains two secret installations on 
American soil: Liberty Station (under the Statue of Liberty) 
and Rock City (under Alcatraz Prison). U.S.H.E.R. agents 
work for the Department of the Interior and serve as tour 
guides at both installations as part of their cover. Classified 
at the highest levels is the agency's fortified low-orbit space 
station, Vigilance Outpost 1. The station was covertly con-
structed in the mid-1970s to counter a similar station that 
the Soviet agency Shturmovik had put into orbit. 

Leadership  

Two members of one of the American WW2 super-teams 
(Vigilance Force) are still with U.S.H.E.R. in senior leader-
ship positions. General Christian Thomason, once the patri-
otic fire-controller known as Old Glory (in a notable 
bureaucratic snafu, Thomason was one of two American 
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super-soldiers to use that code name during WW2), is the 
Commandant of the agency. 

Thomason's good friend, Fred Wilson (formerly the WW2 
gadgeteer hero known as Captain Miracle; although he now 
prefers the codename Savant) heads up the Research and 
Development Division of U.S.H.E.R. Wilson is the primary 
engineer behind U.S.H.E.R's arsenal of advanced weapon-
ry, its power armor squads and the advanced aircraft of the 
Pegasus Brigade. His pride and jo,y however, is the main-
frame codenamed Medusa – the world’s most sophisticated 
cryptographic computer. Medusa is able to intercept any 
message and decode any signal. Wilson used experimental 
positronic technology of his own design when building Me-
dusa, and the computer is capable of not only advanced 
analysis and number crunching, but also developing its own 
heuristics and employing intuition to solve problems and 
crack codes previously deemed uncrackable. 

Samantha Mason – the granddaughter of the WW2 speed-
ster the Minuteman – has inherited her grandfather's pow-
ers. She is a member of the Nighthawks and is one of the 
agency’s chief field agents in the European theatre.

Operatives  

U.S.H.E.R. has four field groups.

Atlas Battalion: The Freedom Alliance super-team and 
other Allied superhumans cannot be everywhere that the 
US government or NATO alliance might require a metahu-
man-level force. In the late 1940s, as a result of the Berlin 
Blockade, the Pentagon determined that a unit was needed 
that could fill in when primary Allied super-powered re-
sources were not available. The Atlas Brigade was con-
ceived to fill that niche. With armor designed and built by 
Fred Wilson (the Savant), this unit was intended to counter-
act the threat of Soviet superhuman and power-armored 
forces as well as domestic supervillain threats. The Atlas 
Battalion is U.S.H.E.R.’s heaviest combat unit, wearing the 
Atlas MK IV exoskeleton, which enables the wearer to lift up 
to 3 tons as well as make tremendous leaps. Wearing full 
body armor, trained in a variety of deadly hand-to-hand dis-
ciplines, and carrying lethal weaponry, this unit is called 
upon to face the worst threats. The MK IV exoskeleton can 
be retrofitted with modifications that protect the wearer from 
the dangers of undersea, arctic, or outer space duty.

Blue Knights: The newest of U.S.H.E.R.’s field units, the 
Blue Knights, were formed to combat a rising wave of do-
mestic crime and terrorism committed by superpowered 
beings and other threats traditional law enforcement could 
not control. Blue Knights typically operate alone in the field 
but are supported by more traditional agents, especially 
agency medics and analysis agents. There have been oc-
casions where teams composed of Blue Knights have been 
assembled to deal with extremely dangerous situations 
(such as a major gang war or prison riot).Unlike the Atlas 
armor, which is made for direct frontal assaults, the armor 
worn by Blue Knights focuses on stealth, detection, and 
subduing a target. The Knights themselves receive exten-
sive training in hand to hand martial arts and carry non-le-
thal weaponry intended to aid in arresting subjects and 

bringing them to trial. 

Nighthawks: Since WWII, the Nighthawks have been the 
eyes and ears of U.S.H.E.R., operating in small groups in 
hostile territory and conducting espionage and counter-in-
telligence missions. When conditions call for it, Nighthawks 
are ready and able to take the fight to the enemy, striking 
where they are least expected. Nighthawk armor is light-
weight, equipped with exotic stealth technology and "silent 
running" glider wings. 

Pegasus Brigade: The Pegasus Brigade was developed 
during WW2 to combat the advanced fighter planes of the 
Luftwaffe. Today, the Pegasus Brigade still flies the most 
advanced and exotic aircraft that can be dreamed of by 
U.S.H.E.R's genius engineers, and they provide transporta-
tion and air support for U.S.H.E.R missions around the 
globe. The Pegasus Brigade also staffs and provides oper-
ational support for U.S.H.E.R.'s top secret space station, 
Vigilance Outpost 1.

In addition to its power armor troops, U.S.H.E.R. recruits 
super-humans into its ranks and has over a dozen in its 
ranks. These super-powered operatives are integrated into 
the Atlas Battalion, Nighthawks and Blue Knights. 

Atlas Brigade Operative

Power Level: 7; Power Points Spent: 105/105
STR: +0 (10), DEX: +0 (11), CON: +0 (10), INT: +2 (15), 
WIS:+1 (12), CHA: +0 (10)
Tough: +0/+8, Fort: +3, Ref: +3, Will: +4
Skills: Knowledge (tactics) 7 (+9), Notice 2 (+3), Stealth 1 
(+1)
Feats: All-Out Attack, Attack Focus (melee) 3, Defensive 
Attack, Fighting Style: Kung Fu, Improved Block, Improved-
Critical (Unarmed Attack), Improved Sunder, Improved Trip, 
Instant Up, Move-by Action, Power Attack, Startle
Powers:
Atlas Mark IV Exoskeleton (Device 13) (Hard to lose)

Immunity 9 (Life Support)
Leaping 6 (Jumping distance: x100)
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Plasma Beam (Blast 8) (DC 23)
Protection 8 (+8 Toughness; Impervious)
Super-Senses 6 (Blindsight: Radio, Extended: 

Blindsight 1 (x10), Extended: Normal Vision 1 (x10))
Super-Strength 5 (+25 STR carry capacity, heavy 

load: 3.2k lbs; +5 STR to some checks)
Attack Bonus: +5 (Ranged: +5, Melee: +8, Grapple: +8/
+13)
Attacks: Plasma Beam (Blast 8), +5 (DC 23), Unarmed At-
tack, +8 (DC 15)
Defense: +5 (Flat-footed: +3), Knockback: -8
Initiative: +0
Languages: English
Totals: Abilities 8 + Skills 3 (10 ranks) + Feats 13 + Powers 
52 + Combat 20 + Saves 9 + Drawbacks 0 = 105

Blue Knight 

Power Level: 7; Power Points Spent: 105/105
STR: +0 (11), DEX: +0 (11), CON: +0 (10), INT: +1 (13), 
WIS: +1 (13), CHA: +0 (10)
Tough: +0/+6, Fort: +3, Ref: +3, Will: +4
Skills: Knowledge (civics) 4 (+5), Knowledge (tactics) 5 
(+6), Notice 2 (+3)
Feats: Accurate Attack, Defensive Attack, Equipment 4, 
Fighting Style: Judo, Improved Disarm, Improved Grab, Im-
proved Pin, Improved Trip, Move-by Action, Power Attack, 
Stunning Attack
Powers:
Blue Knight Armor (Device 13) (Hard to lose)

Concealment 2 (Sense - Sight; Blending, Partial)
Disorientation Strobes (Dazzle 7) (Affects: One 

Sense Type - Visual, DC 17)
Heavy Duty Net Gun (Snare 5) (DC 15)
Leaping 4 (Jumping distance: x25)
Protection 6 (+6 Toughness; Impervious)
Super-Senses 6 (Blindsight: Radio, Extended: 

Blindsight 1 (x10), Extended: Normal Vision 1 (x10))
Super-Strength 6 (+30 STR carry capacity, heavy 

load: 3.7 tons; +6 STR to some checks)
Taser Guantlets (Stun 5) (DC 15)

Equipment: Tear Gas Grenade
Attack Bonus: +5 (Ranged: +5, Melee: +5, Grapple: +5/

+11)
Attacks: Disorientation Strobes (Dazzle 7), +5 (DC Fort/Ref 
17), Heavy Duty Net Gun (Snare 5), +5 (DC Ref/Staged
15), Taser Guantlets (Stun 5), +5 (DC Fort/Staged 15), Tear 
Gas Grenade, +5 (DC Fort/Ref 14), Unarmed Attack, +5
(DC 15)
Defense: +5 (Flat-footed: +3), Knockback: -6
Initiative: +0
Languages: English
Totals: Abilities 8 + Skills 3 (11 ranks) + Feats 13 + Powers 
52 + Combat 20 + Saves 9 + Drawbacks 0 = 105

Nighthawk

Power Level: 7; Power Points Spent: 105/105
STR: +1 (12), DEX: +2 (14), CON: +0 (10), INT: +0 (10), 
WIS: +3 (16), CHA: +1 (12)
Tough: +0/+7, Fort: +4, Ref: +6, Will: +6
Skills: Computers 4 (+4), Disable Device 6 (+6), Knowl-
edge (tactics) 11 (+11)
Feats: Accurate Attack, Assessment, Defensive Attack, 
Equipment 5, Fighting Style: Judo, Improved Disarm 2, Im-
proved Grab, Improved Pin, Improved Trip, Move-by Action, 
Seize Initiative, Stunning Attack
Powers:
Nighthawk Armor (Device 10) (Hard to lose)

Concealment 6 (All Aural Senses, All Visual Sens-
es; Blending)

Enhanced Dexterity 6 (+6 DEX)
Enhanced Strength 6 (+6 STR)
Flight 4 (Speed: 100 mph, 880 ft./rnd; Gliding)
Immunity 9 (Life Support)
Protection 7 (+7 Toughness; Impervious)
Speed 3 (Speed: 50 mph, 440 ft./rnd)

Equipment: Assault Rifle, Commlink, Light Pistol
Attack Bonus: +5 (Ranged: +5, Melee: +5, Grapple: +6)
Attacks: Assault Rifle, +5 (DC 20), Light Pistol, +5 (DC 18), 
Unarmed Attack, +5 (DC 16)
Defense: +4 (Flat-footed: +2), Knockback: -7
Initiative: +2
Languages: English
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Totals: Abilities 14 + Skills 6 (21 ranks) + Feats 16 + Pow-
ers 40 + Combat 18 + Saves 11 + Drawbacks 0 = 105

Sky Samurai-Class Helicopter

Power Level: 10; Equipment Points Spent: 95
STR: +15 (40)
Toughness: +19
Powers:
Armor (Protection 8) (+8 Toughness; Impervious)
Concealment 4 (All Visual Senses; Passive)
Flight 7 (Speed: 1000 mph, 8800 ft./rnd)
Heavy Blaster (Blast 7) (DC 22; Autofire (interval 2, max 
+5))
Superheated Plasma Torpedo (Blast 9) (DC 
24;Penetrating, Explosion Area (90 ft. explosion); Homing 
(1attempt))
Attacks: Heavy Blaster (Blast 7), +0 (DC 22), Superheated 
Plasma Torpedo (Blast 9), +0 (DC 24)
Defense: -4, Size: Gargantuan
Totals: Abilities 0 + Skills 0 (0 ranks) + Feats 0 + Features 
0 + Powers 92 + Combat 3 + Saves 0 + Drawbacks 0 = 95

Orion-Class One Man Space 

Transport

Power Level: 10; Equipment Points Spent: 47
STR: +5 (20)
Toughness: +17
Powers:
Flight 10 (Speed: 10000 mph, 88000 ft./rnd)
Immunity 9 (Life Support)

Protection 7 (+7 Toughness; Impervious)
Defense: -1, Size: Large
Totals: Abilities 0 + Skills 0 (0 ranks) + Feats 0 + Features 
0 + Powers 43 + Combat 1 + Saves 3 + Drawbacks 0 = 47

Apollo-Class Multi-Environment 

Fighter

Power Level: 10; Equipment Points Spent: 115
STR: +20 (50)
Toughness: +20
Powers:
Aquatic Mode (Swimming 7) (250 mph, 2200 ft./rnd)
Armor (Protection 8) (+8 Toughness; Impervious)
Flight 9 (Speed: 5000 mph, 44000 ft./rnd)
Ion Cannon (Blast 8) (DC 23; Autofire (interval 2, max +5))
Missiles (Blast 10) (DC 25; Penetrating; Homing (1 at-
tempt))
Orbital Duty Package (Immunity 9) (Life Support)
Stealth Technology (Concealment 4) (All Visual Senses; 
Passive)
Attacks: Ion Cannon (Blast 8), +0 (DC 23), Missiles (Blast 
10), +0 (DC 25)
Defense: -4, Size: Gargantuan
Totals: Abilities 2 + Skills 0 (0 ranks) + Feats 0 + Features 
0 + Powers 109 + Combat 3 + Saves 1 + Drawbacks 0 = 
115

Adventure Hooks

1) The new Soviet BT-7 battle-mech has changed the 
balance of power in Europe in favor of the Warsaw 
Pact. A brigade of these metal monsters is sta-
tioned in East Germany, and the US military wants 
to get a look at one. A squad of Nighthawks has 
been dispatched to infiltrate the Shturmovik base in 
East Berlin and steal a BT-7. There is a double 
agent within Shturmovik who has provided informa-
tion about security patrols around the base. He can 
also provide some limited support once the PCs’ 
squad is inside. Be advised that between heavy 
Shturmovik and Red Army patrols, this is perhaps 
the Warsaw Pact’s most secure facility in Eastern 
Europe. In addition, we have reason to believe that 
the East Berlin contingent of the People’s Revolu-
tion have an occasional presence there. Therefore, 
stealth and discretion are of the utmost importance. 
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Your orders are explicitly not to engage metahu-
mans if it can be avoided. The exit strategy is an 
U.S.H.E.R. Catapult space plane that’s on hand in 
West Berlin to spirit the surviving members of the 
PCs’ squad (and hopefully the BT-7) to Vigilance 
Outpost One, the agency’s classified space station. 

2) The invasion of Grenada is going smoothly until US 
forces encounter stiff resistance at the Point Sa-
lines International Airport. The airport is staunchly 
defended by a squad of previously unknown Cuban 
super-soldiers. The Freedom Alliance super-team 
is committed to another mission and so a squad of 
Atlas Brigade armored troopers is dispatched the 
clear the metahumans out. (Use archetypes from 
Chapter 2 of M&M for the Cuban super-soldiers. 
The Powerhouse and Paragon are recommended, 
but the choice is left up to the GM.)

Shturmovik 

The initial dearth of Soviet super-soldiers in WW2 made it 
necessary for the Soviet Union to find a solution for tactical 
situations where Red Army troops needed backup when 
facing Nazi super-humans. Shturmovik provided the an-
swer. Named after a legendary class of armored fighter 
plane, the agency was staffed with the Soviet Union's best 
inventors and engineers. Charged with the mission of com-
ing up with a way for the front line soldier to contend with 
threats far beyond his normal capabilities, they deveoped 
powered battlesuits.

The early power armor models were crude but effective. 
Shturmovik agents in the Dobrynya Brigade (named after 
Dobrynya Nikitich, a legendary Russian dragonslayer) were 

deployed for those engagements where direct physical en-
gagement with super-powered enemies was required. This 
early power armor provided the wearer with super-human 
strength, allowing the agent to stand toe-to-toe with meta-
human enemies. When the power armor was deployed in 
conjunction with newly emerging power-nullifcation technol-
ogy (that could temporarily negate naturally existing super-
human mutations) the results were spectacular. Shturmovik 
had the highest success rate of any Soviet unit (excepting 
the People's Revolution super-team) against Nazi super-
soldier forces.

After the war, in the 1960s, the Red Directorate (under the 
Supreme Commissar) sought to consolidate control of all 
super-soldier resources under its own oversight. Several 
factions in the Soviet military were desperate to have a po-
tential counter against the ever-increasing ambition and 
power of the Commissar, so they allied and managed to 
keep Shturmovik a separate agency with a leadership chain 
that reports directly to the Red Army General Staff. 

Effectively, Shturmovik serves as the "power armor" branch 
of the Soviet military, in addition to functioning as an inde-
pendent military intelligence agency. Its operatives are de-
ployed to support Soviet military and intelligence 
operations, to carry out covert information gathering and 
sabotage missions, to assist with super-crime emergencies 
in the Eastern Bloc, and occasionally in support of the Peo-
ple's Revolution superteam. 

Shturmovik fills a role similar to U.S.H.E.R., and resources 
from the two agencies were often deployed opposing each 
other in the same operational theatres. Throughout the Cold 
War, the two agencies fought repeatedly around the world, 
in engagements that were generally kept out of the media. 

Headquarters

Shturmovik maintains several bases throughout the USSR 
and satellite nations. The administrative headquarters of the 
agency is in Leningrad, where General Azal has his main 
office. The largest Shturmovik base not in the USSR is the 
massive Dire Wolf Division Base on the outskirts of East 
Berlin. This facility is under the sole command of Colonel 
Kazakoff.

Leadership

General Azal is the Supreme Director of the agency. He 
has been with Shturmovik since its inception in 1940. He 
started as a Ghost Squad operative battling the Eugenics 
Brigade and the Bio-Blitz forces and has worked his way up 
over the years to the head of the Soviet power armor ser-
vice. Azal has many allies among the oldtimers in the Polit-
buro, and that is the only reason he’s been able to maintain 
Shturmovik as a separate agency, independent from the 
Red Directorate. It’s an open secret that Azal and the Su-
preme Commissar detest each other and this has fostered 
an acrimonious inter-agency rivalry that fundamentally ham-
pers any joint operations between the Red Directorate and 
Shturmovik.

The second in command of Shturmovik is Colonel Kazakoff, 
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