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Indicia
The cover picture is by Fritz Aldrin F. Casas and appears in the LPJ Image Portfolio 

1.08 Superhero.
ICONS is the ICONS Superpowered Roleplaying Game, published by Ad Infinitum 

Adventures.
Stark City Campaign Setting & City Building Toolkit is published by Fainting Goat 

Games and Stark City Games, and is copyright by them. They have kindly granted their 
permission to use here their locations and characters (including Jason DeMarkos, Dr. 
Geoffery, Powerman, and Powerboy).  This document is not intended to infringe or 
threaten their copyright.

No copyright infringement is intended by the mentions of any characters, games, and 
supplements.

You need the ICONS Superpowered Roleplaying Game to make use of this document, 
but we cannot guarantee compatibility.
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A Brief Overview
“Terror in the Toybox” is a brief superhero adventure in which the characters have 

their souls transferred magically into toy action figures of themselves and are forced to 
make their way through the playroom to get to the magical singularity, facing other 
animate toys.

• If this sounds too wacky and Silver Age for you, it's not for you, and you should 
put this down. 

• If you want to play this but are not the GM, you should also probably put this 
down, or hand it to your GM.

• If you want to GM it or just want to see what an unfinished superhero adventure 
looks like, read on.

The Caveats

As with most superhero games, there are powers to totally short-circuit the 
adventure. A character with really high Telepathy might do it, for instance. Look at the 
adventure with your players in mind, and make the changes you need.

The other caveat is that this adventure is not complete, not playtested, not used. Try 
to run it (and let me know how it works), or mine it for ideas.

Where Are We?

Fainting Goat Games kindly has let me use some of their characters and places from 
their Stark City setting. (This is an excellent setting and if you don't own it you should go 
out and buy it immediately.) This document in no way infringes on their copyright.

I am not including statistics for any character included in the Stark City setting, 
though there is a brief description of their roles. With that description, you should be able 
to shift the adventure to another setting, if you need too.
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Dramatis Personae

Besides the players, the adventure contains the following, in alphabetical order. Stark 
City characters are indicated.

Army Man – An inch-high army figurine created from the melding of all of the army 
figurines by magic. Army Man has a soul, and can be convinced to join the player 
characters.

Fair Bear – A toy, whose goal is a world where everyone is strictly equal and happy. He 
is helped by the rest of the Bests of the Wild toys (Happy Hippo, Grumpy Goat, Worried 
Wombat). Fair Bear leads the Merry Menagerie, because although all toys are equal, some 
are more equal than others.

Grumpy Goat – One of the Bests of the Wild; see Fair Bear.
Happy Hippo – One of the Bests of the Wild; see Fair Bear.
Hunter Price – A small plastic woman in the shape of a bush pilot. She can swap her 

mind between any of a half-dozen plastic animals, taking the form and abilities of the 
animal.

Jason DeMarkos (Stark City) –Curator of the Museum of Science and Natural History, and 
an expert ritualist. He serves as the players' enabler, getting them into the meat of the 
adventure, and protecting their bodies while they are busy.

Kung Fu Grim – A foot-high action figure who has a seemingly inexhaustible supply of 
gadgets. He has a tendency to come apart, though, especially his feet and hands, so he can 
be disabled.  A mercenary, his loyalty is to the highest bidder. He has no urge to be a real 
person, but he doesn't want to die.

Mimic Mud – A sentient, sapient formless blob, which normally moves by crawling but 
which can duplicate your form and your powers, given any contact. It has no urge to be a 
real person, but it wants more things to duplicate.

Loopy Lion – One of the Bests of the Wild. See Fair Bear.
Love Puppy – One of the Bests of the Wild. See Fair Bear.
PowerBoy (Stark City) – Son of PowerMan and PowerWoman (and sister of PowerGirl), 

his fumble of a spell to make a familiar is what created the magical singularity and set this 
whole thing in action. As of the start of this adventure, his whole family is unconscious, 
their souls trapped in the magical singularity.

Professor Lucifer – A known supervillain who happened on the grimoire The Mallet of  Evil. 
(It sounds more impressive in Greek.) He has memorized some of the spells, but keeps the 
entirety of it scanned and on his smartphone,  because a superhero group attempted to 
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destroy it after one of his attempts to take over the world. Currently, he's mostly interested 
in cash to buy an ingredient to power his real magical powers.

Raggedy Annabelle – A stuffed doll and ritualist whose goal is to be a real girl, and then 
take revenge on those who abandoned her. As one of the toys with the most experience, 
she's often called on as "shaman" to solve the toys' problems.

Sea Monkeys – Well, technically, the ghosts of sea monkeys haunt the fish tank. 
Toy Rex – A large plastic dinosaur who rules his fiefdom by terror, even though eating 

plastic toys doesn't inconvenience them nearly as much as he would hope. He believes that 
he is in charge of the playroom, but both Raggedy Annabelle and Fair Bear can manipulate 
him.

The Plot, in Graphic Form

Below is a summary of the scenes outlined in this document. If you are playing the 
adventure and not running it, you don't want to look.
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A Loose Thread
We start this one with a bang: a magical bang, in fact. 

The point of this scene is to provoke Professor Lucifer into a 
big magic, so that the players can see that things are 
obviously seriously wrong.

The Hostages

Professor Lucifer started to rob the bank, needing the 
money for (as he puts it) "an extortionate price for a mere 
fragment of angel's hoarfrost." The teller managed to press 
the alarm button, the bank's safety protocols kicked in, and 
Professor Lucifer is trapped there with sixteen people. The 
bank manager is on the phone to the outside world. Professor 
Lucifer is pacing back and forth, giving occasionally 
contradictory instructions to the bank manager. Professor 
Lucifer has already used the Enchantment of Oblivion on the 
guard, who is unconscious on the floor. (Don't worry: If the 
guard's body dies, his astral form will be sucked into a toy.) 

At this point, Professor Lucifer has already ordered pizzas for the hostages (two 
cheese, two pepperoni, two all dressed, and a vegan pizza for Professor Lucifer, who did 
not expect this theft to take so long). As a personality point, Lucifer makes a great deal out 
of how the police and the city have to pay for it, not him: he's an impecunious researcher 
who has never made a penny from supervillainy.

Professor Lucifer is a known supervillain. Characters have access to most of the 
information on his character sheet, if they have any Qualities or Specialties that would let 
them do the investigation. 

He has held the police off by threatening to cast the Hades Extremis, which he will 
announce loudly: a fireball that grows from his body and engulfs the entire building. Sure, 
it will kill everyone, but they've forced him into it. If any of the characters have magical or 
mystical powers, they are affected only used at rank 6 or better: whatever the spell, the 
effects arc over the city to…elsewhere. Use your judgement: magically-enhanced strength 
probably isn't affected (or is unaffected so long as the character is not moving away from 
the center of the magical disturbance)
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The Threat
Things to point out: 

• Professor Lucifer is magical and 
beyond the abilities of the police 

• If Professor Lucifer gets away 
with the money, he gains the 
ability to threaten the world 

• He says he has one area effect 
spell that he will use if he has to, 
and it will kill everyone in the 
bank except him. 

• The longer you wait, the better it 
is for him: his Dream Control lets 
him get lots of equipment, so he 
wants people to fall asleep 
waiting. 

• The police think he's bluffing, 
hoping for people to fall asleep.



The Police

The police department's supervillain specialist argues that Professor Lucifer is 
bluffing: he cannot have enough materials to cast that spell; they are rare and expensive. 
Further, waiting longer is dangerous: If anyone falls asleep, Professor Lucifer can control 
his dreams and get more equipment that is at least as dangerous as pistols.

The SWAT team leader (Lt. Becky Rodriguez) agrees, and thinks that perhaps they 
slip in an agent when the pizzas are delivered.

The officer in charge at the scene is willing to listen to the players, so long as they 
have a reputation that is at least neutral.

Use the Police Officer stock character from ICONS.

The Big Bang

Give the players a moment to plan, but if they don't act, the police will rush the 
building. The point of the scene is to get Professor Lucifer to act. On his page, Professor 
Lucifer utters the magic words, begins to glow, and the fire twists and arcs from his body, 
through the ceiling, in the direction of a residential neighbourhood. Professor Lucifer 
collapses, empty of soul and magic.

It turned out he did have the ingredients to cast the spell…but something else is 
going on.

From here, the PCs will want either to follow the arc of flame or research the strange 
effects on magic.  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Unravelling Seams

The Arc of Flame  

If the players decide to follow the arc of flame (or if they immediately follow it 
instead of dealing with anything else), it leads them to a lower-middle class 
neighbourhood. If a player has powers or abilities to discover 
the building, let them; otherwise, their attentions are drawn 
toward the house with three days of mail piled up.

Neighbours confirm that the Nassar family seems to have 
vanished, though they have disappeared once before. “Never 
seen the mail pile up before, though.”

Mystical characters who try to enter the house of the 
Nassar family discover that they cannot; they can only walk 
around it, and cannot see into it. This is a side effect of the 
singularity, not of spells that Powerman has placed on the 
house. (All of Powerman's spells have been “eaten” by the singularity, which is why the 
mail has built up: he has a spell that normally moves mail from the mailbox to inside at 
midnight.)

Non-mystical characters can easily enter the house, through a variety of means 
(break and enter, phasing, teleport, etc).

The Nassar family is there, unconscious and empty. They are dehydrated (it has been 
three days) and on the verge of death, but having been found by the player characters, will 
be treated at the hospital.

Even if the characters enter the playroom, they will see only a messy room with a 
cushion fort built on the couch; the toys are hiding in the cushion fort, and will pretend to 
be non-animate toys if they are seen. (The next section has a more complete description of 
the room.) It has two doors (one to a closet), a window, shelves along one wall, a sofa, a 
table, two lamps, and a battered wooden chair. 

If the PCs search the room (and there is no reason to do so), a result that beats 
difficulty 5 reveals the model-making equipment and beside it, a box that contains action 
figures of every super in the city, in various degrees of completion. An Intellect test of 
difficulty 8 shows that there are even action figures of characters who are not publicly 
known (bonuses if the PC searching is one such).  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The Investigation
• It's magic 

• Anyone with magic is affected, 
in small ways or big 

• Magic users throughout the city 
have been reduced to soulless 
husks. 

• Eventually everyone will be 
affected.



My Friend the Witch Doctor

In fact, this “soul coma” is happening all through the city: there are five or six cases 
of people who have been emptied in this way. At the hospital or through a medical 
acquaintance, the players discover that there are others. If they have contacts in the 
Catacombs, at least one person has been affected there. 

The characters seem physically fine, but there's no one home. If the player characters 
are familiar with the effects of the Astral Projection power, the bodies look like someone 
forcibly ejected their souls.

If the PCs go to see anyone with strong mystical powers, they might see it happen 
again, if the person tries to invoke their mystic powers.

Mystical people at the edge of the city or outside the range are unaffected, but they 
sense that something is wrong.

There are two places to learn the truth: Jason DeMarkos, the curator of the local 
museum,  and Stark City University, where one of the department chairs has been 
agitating for a Department of Magic. Jason is presented here; Dr. Geoffery is in his 
apartment, comatose (because he has been affected by the manasphere).

If the GM prefers, the PCs can get essentially the same information and aid from Dr. 
Geofferey at the university, but Dr. Geoffery  is a supervillain in disguise and will double-
cross the PCs. That choice is better suited to long-term campaign play. 

Jason DeMarkos

There seems to be nowhere to turn, but Jason DeMarkos contacts the PCs. He fears 
for the safety of Powerman, who has not answered a summons in days, and he has heard 
of the odd events surrounding Professor Lucifer. For his part, he wants to know about the 
situation at the bank.

Once the PCs have told him what they know, he says, “It looks like there is….call it 
the equivalent of a quantum black hole in magical terms. This magical singularity is eating 
magic, including powerful souls. Most souls are properly anchored in their bodies, but 
those of powerful magic users usually are loosened a bit so that they can do magical 
things. 

“The singularity is creating a new plane, rather like the astral plane, but right now it's 
on a smaller scale. It absorbs magic from across the city, and uses it to power the things in 
the singularity plane...the ergosphere of the singularity, if you will. Call it the manasphere. 
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Right now the manasphere is small; I doubt it covers the whole house containing the 
singularity. But as it grows, it absorbs more. Its ‘manasphere’ will get bigger. I suspect a 
normal person could walk ‘through’ the manasphere without trouble. It's a kind of overlay 
on reality right now, taking the form of our world and affecting things that way, but I don't 
think that will be true forever.

“Eventually, it will get big enough to consume the souls of regular people. This will 
threaten the world eventually, if it is not stopped.

“And a powerful magician, such as the World Wizard, cannot approach the 
singularity: it will just feast off them and get larger.” Just to convince them of the 
seriousness: “We have reports from space travellers with the right sensitivities of planets 
that have been destroyed that way.”

The Call To Action

The PCs have to do it now, while the singularity is small enough. (If the PCs include a 
mystic character, they are absolutely necessary to this plan, but alter the reasoning so they 
need a mystical character.) 

Jason has come up with a ritual that will plant the PCs's 
souls in objects that are magically similar to them in the 
"manasphere" or singularity plane. They will find the magical 
singularity and place it in a magical bag that Jason provides. 
Because the duplicates will be possessed by the PCs, the 
duplicates will have all of their own abilities. (If not, each 
missing power is worth a Determination point.) Jason doesn't 
know which objects are magically similar to the PCs, so he's 
going to plant these duplicates in the house. 

On its own, the singularity looks like a tiny magical sun, 
though some reports say it has the form of a pyramid with eyes 
on the sides. “You can't see it if you're not mystic or actually in 
the manasphere. It's possible that the singularity has merged with something. Normally, 
I'd say ‘something magical’ but for some reason the whole house is rich in magical energy, 
so the singularity could have lodged in anything… a piece of furniture, or a shelf, or a light 
bulb. If that's the case, here.”

He hands them the dice bubble from a travel game of Trouble.  "A friend had a 
vision. This is a kind of magic detector." 

TERROR IN THE TOYBOX JOHN MCMULLEN �10

Bag of Holding
Plot Device. Limit: Tiny Limit: One use. 

An enchanted dice bag, it has the 
magical equivalent of a Faraday 
cage for the singularity. It will work 
once, so they have to be sure the 
object really is the singularity 
before they shove it in. Activating 
the bag of holding will also cancel 
the toy possession, so they'll be 
slingshotted back to their bodies. 
(In theory, everyone who's had their 
souls sucked out will also be fine, 
but that's untested.)



The characters must act. Delays could prove fatal for the 
world.

Figuring on Action (Figures)

The plan is to make the action figures similar, drop them 
off at the house (a PC can do this or Jason has an associate 
who will do it), and then go outside the area of influence of 
the singularity to cast the ritual. The bodies of the PCs will be 
helpless during this time, but Jason and unnamed others will 
protect the bodies of the PCs.

Similarity is as easy or as hard as the GM wants it to be: 
the figures can be made similar with a squirt of blood, a bit of 
hair, a rag from the costume, some oil from the robot's crankcase, or spit. An invulnerable 
mystical robot can inscribe its true name on the foot of the action figure while a gadget 
laden hero can strive for accuracy in looks. The similarity can be because the action figure 
contains some bit of the hero or looks like the hero.

They'll do that right away, and then drop them in the house while Jason is 
performing the ritual. The person involved will be gone by the time the ritual is complete.

The PCs have to provide something to make them magically similar to the toys. This 
can be sweat, spit, blood, a hank of hair, or anything else. 

The Warning

“A side effect of the singularity is that it animates things, brings them to a semblance 
of life. The place could be full of talking clocks and angry cutlery. You're probably going to 
have to fight.

“Once the singularity is in the Bag of Holding, there should be a slingshot effect that 
will bring you back here, into your bodies. Anything that's been animated by the magic 
should fall over, unless it has a soul and the body for the soul has been killed in the 
meantime. Exceedingly unlikely…and a reason for you to hurry.”
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Magic Detector
Detection 6 (magical source). 
Limits: Noisy, must be level 

A dice bubble, it contains two d6 
dice. To use it, hold it level and 
"pop" it. The dice will land in the 
direction of magical source, and 
the number will show its relative 
strength (two the lowest, twelve the 
highest). It does not hold the value; 
shaking the bubble moves the dice. 

If asked, Jason will hot-glue straps 
so an action figure can wear it.



The Ritual

The characters lie down on cots. Candles are lit, lights are dimmed, chanting 
happens. The PCs cannot see the other voices…and an electric charge starts to build.

There is a loud soundless noise, like a silent pressure on the eardrums, and people's 
hair rises as if there were an electrostatic charge…. and the players are somewhere else.

Troubleshooting

• Why not just pack up the stuff in the house and take it all? The singularity isn't 
really there; it's in this other mystical plane it's creating. It affects our reality 
through the animate characters. Non-mystical types can't move the singularity 
unless it's merged with something. Last, even if they could, that wouldn't solve the 
problem; moving the singularity to a magical laboratory without precautions only 
means that the singularity absorbs all the magic there, and gets bigger.

• Why not burn the house down? Won't affect the singularity. Our world doesn't 
affect it (except the dice bag).

• What if a character has Dimensional Travel at a sufficiently high level? Great. 
Skip Jason's ritual, and he'll just give them the bag of holding. The PCs will be 
shrunk to fit the manasphere when they get there.

• Won’t a mystic PC be unable to enter the house? Not using this technique. In fact, 
you might want to find a reason that the mystic PC is essential.  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We’re Off To See The Lizard
The PCs arrive in the playroom. The description is 

slightly repeated, because now the characters are seeing it 
from inside the influence of the singularity.

While the Fate of the World is in the hands of the heroes, 
time pressure should not be so huge that the characters can't 
make side quests (such as to collect the pieces of Turnip 
Noggin). The adventure can be straightforward or it can have side quests. 

Arrival

It is dark, and they are crowded together, with the Bag of Holding (which is now a 
sack about half an action figure's height) and the Magic Detector Bubble. There is light 
coming from a slit in the roof. When the characters climb out, they find that they are in the 
house.

• If a character went into the house earlier and found the Nassar family, the PCs have 
been placed in the living room.

• If no one found the Nassar family, the PCs have been 
placed in the playroom to be out of sight while the 
assistant calls an ambulance for the family.

If the PCs need to get to the playroom (guided by the 
magic detector), they can use the time to get used to their new 
size. Along the way, you can add any of the following 
complications:

The Nassar family have a cat, who is used to strange 
goings-on. But a set of animate action figures certainly arouse 
its curiosity.

The door to the playroom is closed. How will they get in? 
Sheer strength might not be enough, if the door is latched.

If the Nassar family is being tended by ambulance 
attendants, the strange people in the house might well be a 
distraction, especially as they are not likely to understand that 
the little walking action figures are superheroes. (Or they 
might; this might be par for the course in your campaign.)
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The Challenge
• Capture and bag the singularity 

• Don't tell the natives, if possible. 

• Raggedy Annabelle traps the 
singularity in an object.

Scale
Once the characters are shrunk, 
they're on the same scale as the 
toys, and interact with them 
normally. The toys are in the 1"-18" 
range, with Army Man as one of 
the smallest and Raggedy 
Annabelle as one of the largest.  

When dealing with the real world, 
use a +3 or -3 bonus. A toy hiding 
from a normal person has +3 to 
hide, but has no size bonuses 
when hiding from another toy.  

A Strength 3 character who has to 
move a chair has an effective 
Strength of 0 (less if it's an 
armchair).  

You could spend a lot of time 
fiddling with Growth and Shrinking 
to find the exact values, but +3 is 
good enough.



The Playroom

The Playroom is both a play room and a junk room, 
where material is stored. Both of the children practice magic 
rituals in this room, which is why the whole house has a 
magic charge; sometimes they play here, and Powerboy works 
on his models here. The floor is painted concrete with scraps 
of mis-matched carpet. The walls are drywalled but not 
painted, and there is a support pole just off the center of the 
room. The room has one small high window, covered by 
venetian blinds that are stuck down and closed, and two 
doors. 

By the end of the sofa is the box that held donated toys.  Along one wall behind the 
sofa are some metal shelves with paint cans, two boxes of books, some free weights, an old 
electric frying pan with the non-stick coating mostly gone, some jigsaw pieces that are 
missing only a few pieces, and a discarded fish tank that still has materials in the bottom 
(gravel, a castle, and the pump and aerator). 

One door leads to the basement hall, and the other door contains the electrical panel 
and the water softener; there is a drain at the bottom, covered by a grid.

This is where Powerboy went to practice his rituals, so the room and its contents 
built up a magical charge even before the creation of the "magical singularity." It's also 
where he stored his model-making equipment (which hides his magical gear).

The lamp is on, whether it is plugged in or not. (The magical singularity has 
increased its "lampness" so that it shines whether it is plugged on or even has a bulb.)

Once the characters get out of the box,  they can see that they are on the bottom shelf. 
The magic detector and the bag of holding are with the box that Jason's assistant brought, 
so they need to fetch them. And looking in the direction of the box, they can see the toys 
surrounding the frying pan, using it like a makeshift corral, with the Army Man inside it.

The Magic Detector

Once in the playroom, the magic detector indicates that the singularity is in the 
direction of the sofa.  If players decide to go to the sofa instead of investigating Army 
Man's execution, that's their choice.  His screams might convince them otherwise. Also, 
Army Man is on the way to the sofa.
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The “Just a Toy” Quality
Toys have "Just a Toy" quality. They 
can invoke them to stunt 
something like Anatomic 
Separation (from Great Power) or 
stuffed toys might stunt Resistance 
to Damage 1 or Regeneration 
(stuffing put back in). Do what's 
appropriate.



The Rescue

The players have arrived in time to rescue Army Man, who has been sentenced to 
death by melting. The frying pan is surrounded by four copies of Mimic Mud (it currently 
has Army Man's Duplication), a bear (Hunter Price, and Kung Fu Grim. There are two 
copies of Army Man, and a shot from Kung Fu Grim r ales the copy disappear. Now Army 
Man has to keep moving to keep off the hot frying pan. PCs might notice a sticky thread of 
melted plastic stretching from his feet.

Like the lamp, the frying pan is not plugged in, but the temperature knob changes 
the heat—it is the frying pan's Platonic nature that's being invoked.

After the players win, Hunter Price transfers her consciousness back to her body and 
warns Toy Rex. Give the players a Determination point for this.

The Army Man's Sitrep 

Toy Rex has set up a "kingdom" out of a fort made from old cushions. He has two 
advisors, Raggedy Annabelle and Fair Bear. Raggedy Annabelle also serves as the small 
community's shaman, communing with the spirits. She is the only one who knows where 
the singularity is; she is the only one who communicates with it. Army Man cannot go to 
her himself, because he’s been sentenced to death.

A death sentence means something more than dismemberment or shooting. Toys 
taken apart by Toy Rex's teeth can still work their parts, so Raggedy Annabelle hit on this 
method of execution for plastic toys. (Stuffed toys are “de-stuffed.”)

Army Man's crime was disobeying orders: he refused to kill his friend, Turnip 
Noggin, and managed to escape with Turnip Noggin's mouth, eyes, and two ears. Turnip 
Noggin's body was melted in the frypan, but he lives on as an oracular mouth, a pair of 
eyes, and an ear. All three have to be in one place to have a decent conversation with him.

Army Man wants to retrieve the mouth, eyes, and ear of Turnip Noggin, and argues 
that the parts might be useful. Retrieving them will involve side trips: he has hidden the 
parts of Turnip Noggin in three different places. (Players will undoubtedly find inventive 
ways to use Mr. Turnip Noggin, such as keeping his mouth and ear nearby and his eyes 
elsewhere, so he functions as a kind of ESP or remote viewing. Let them.)  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Who's Who

Army Man will briefly list the toys who have come to life and make up this small 
world. The players have already met Mimic Mud, Hunter Price, and Kung Fu Grim, and 
know about Toy Rex, Fair Bear, and Raggedy Annabelle.  

• Toy Rex, the king
• Hunter Price
• Kung Fu Grim
• Mimic Mud
• Turnip Noggin, who exists as a pair of eyes, a mouth, and an ear, and is Army 

Man's friend.
• The Bests of the Wild are a menagerie of stuffed creatures led by Fair Bear, and with 

Loopy Lion, Grumpy Goat, Happy Hippo, and Love Puppy. Army Man suspects 
they are harmless. After all, Fair Bear is all about fairness: giving everyone an equal 
shake.

• The Men of Action have staked out a small territory on the top shelf. These are 
action figures who resemble the PCs and other supers in the campaign area. They 
are relatively late “wakers” and keep to themselves, having successfully held off 
Toy Rex.

• The Transmogrifiers are a series of vehicles that turn into robot animals. There are a 
few “true” Transmogrifiers and a number that came as gifts with fast food 
children's meals. The “true” Transmogrifiers look down on the “fast food” 
Transmogrifiers. 

• Darby and Jen are a pair of fashion models. They have no actual interest besides 
fashion. Both have the ability to have any specialty at the Master level by dressing 
the part. Slacker Darby is an expert at computer 
operations, for example; Doctor Jen has medicine. (The 
power is Ability Boost (Int) 6, Extra: Coordination, 
Extra: Strength, Extra: Prowess, Limit: Must wear 
clothes, Limit: Extra time.)

• Baby Doll is a giant baby doll. He is the oldest of the 
toys, with a cloth body but plastic limbs and a head. He 
follows Love Puppy around, wanting the feeling of 
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We’re Going to Kill You
If any toy other than Army Man 
learns the PCs’ goal of 
imprisoning the singularity, they 
turn against the PCs. So far as 
they know, the magical 
elimination or imprisonment of 
the singularity will make them 
cease to be. 

Army Man is used to the idea of 
putting himself in harm's way for 
the greater good. He is not 
happy about the idea of dying, 
but he can understand the 
necessity. It doesn't hurt that his 
foes will also die.



being loved. Love Puppy often indulges him, but sometimes regards him as a 
nuisance.  

The Men of Action, the Transmogrifiers, Darby and Jen, and Baby Doll are unlikely to 
get involved (but players are unpredictable).

Our Action Figures, Our Foes

If the PCs decide to enlist the aid of the Men of Action, they get to face their 
duplicates. The duplicates do not want to get involved, but can be convinced to do so if 
they face their counterparts in a duel, or through some other means.

This is a side quest, but it might mean that the PCs have such overwhelming 
numbers that they can easily win when the Bests of the Wild attack.

Sofa, So Good

Based on either the Magic Detector or Army Man, the PCs head toward the sofa, 
possibly to meet with Toy Rex, Raggedy Annabelle, or because the Magic Detector says 
they should. 

This is when the Bests of the Wild attack, under orders of Toy Rex. Use one less 
opponent than the PCs, up until four. (If there are even more PCs, add Hunter Price as the 
eagle, if necessary.)

They are secretly under orders to lose, so they won’t use their Mind Control. (Army 
Man might notice this.)

Wait, What's Going On?

There are three groups involved against the players. 
• Toy Rex and his enforcers (Mimic Mud, Kung Fu Grim, and Hunter Price) want to 

maintain the status quo. Kung Fu Grim is the only one of them who might look for 
Qualities to exploit.

• Fair Bear wants to possess the singularity in order to rule the playroom. (“All toys 
are equal, but some are more equal than others.”) The Bests of the Wild follow him. 
Fair Bear has guessed that the appearance of strange toys is about the singularity in 
some way. He has no idea of  how the singularity really works. All he knows is that 
he needs to control it in order to rule. His plan is to provide token resistance against 
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the PCs, but lose, and let them lead him to the singularity, which he will claim at 
the last minute. He believes that the Fair Glare is more than the equal of any one 
character, and he will be on the lookout for any Qualities of the PCs that he can 
exploit.

• Raggedy Annabelle communes with the singularity. She is the high priestess of 
this community, but she is the most nihilist of them all. Raggedy Annabelle has 
intuited the end result of the singularity's expansion, and she's fine with it. It will 
give her the revenge she wants. She'll be safe inside the manasphere. She is also the 
character who will tell everyone what will happen when the Bag of Holding is 
slipped over the singularity.

An Audience with the King

It's possible that the players will want to talk to Toy Rex, to try and get safe passage 
without telling them why they are there. If the PCs meet Toy Rex at the “court” (the sofa), 
Fair Bear and Raggedy Annabelle are present; if the PCs meet Toy Rex elsewhere, they 
might not be. 

Toys occasionally become animated and then need to be subjugated. According to 
Toy Rex, that's all that the Bests of the Wild were doing when they attacked.

Raggedy Annabelle is against the PCs and providing them any aid; Fair Bear seems 
to be helping the PCs, because he needs a threat that will make Raggedy Annabelle place 
the singularity in something.  Raggedy Annabelle speaks first, and briefly; then Fair Bear 
talks at greater length.

When they look again, Raggedy Annabelle is gone. She is moving (quickly) to the 
fish tank, where the singularity hides. Even if the players have teleportation, she gets to the 
fish tank first. If they have someone watching her, they might be able to accompany her to 
the fish tank.

If she knows she’s being watched, she’ll lead them elsewhere and double back. The 
PCs might end up fighting almost all the toys, and not find the singularity. (Turnip Noggin 
is useful in this case. Perhaps he has an oracular vision, or maybe she has kept one of his 
ears and has been talking to it.)

Remember that Fair Bear’s goal is to get Raggedy Annabelle to put the singularity into 
something, so that he can handle it. He already knows where it is, he just can’t touch it. He 
know
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The Fish Tank

The fish tank is quite large. It contains some gravel, a 
couple of plastic plants, an aerator, a castle, a diver, and, inside 
the castle, a magical singularity. The singularity is guarded by 
the ghosts of sea monkeys and by the plastic plants, which are 
mobile. They are the equivalent of tentacles, Strength 7, so they 
mostly do binding, so the sea monkeys can attack.

The diver is also animate. He is a strong guy and can 
release an air blast, which shows up as a cone. It’s given as a 
Burst extra, but customize it if you need to.

Raggedy Annabelle needs to be on the same shelf as the 
fish tank to commune with the singularity or to perform the 
merge spell. All of the components are in place for the merge 
spell (she has been planning for this eventuality) so the actual 
casting of the spell will be relatively short: 3 pages.

The Big Fight

Eventually, the situation should look like this: Close to the fish tank, the PCs are 
dealing with the Bests of the Wild. The Bests will fake losing if it looks like Raggedy 
Annabelle is depending on their win. The PCs then move to the fish tank, and Raggedy 
Annabelle triggers the merging spell. Unfortunately, given that she’s doing this in a hurry, 
she probably doesn’t know which piece of gravel contains the singularity. She can find out 
(with a spell that stunts Detection) or the PCs can eventually find it, if they’re in the fish 
tank, and have dealt with the Diver, the Sea Monkeys, and the Plants.

Once the item is found, Fair Bear steals it. How? That depends on your session. Here 
are some ideas:

• The original plan was to unleash the Fair Glare and Mind Control whomever is 
holding the singularity rock into giving it to Fair Bear. Given that the Bests of the 
Wild are probably faking unconsciousness, that gives a Mind Control of 7 or 8 to 
use on Raggedy Annabelle, which the GM can say works.

• Grumpy Goat can get there fast enough and head-butt the hand holding the rock so 
that it flies to Fair Bear. Give the players a Determination point.
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Recap: The Plans
Raggedy Annabelle wants to 
merge the singularity into an 
object and hide it so that the PCs 
can’t find it. Merging it will act as 
a kind of stealth, reducing the 
Magic Detector to awareness 3 
(because it’s not the same kind of 
singularity any more). 

The Bests of the Wild are trying 
to keep the PCs away until 
Raggedy Annabelle can merge 
the singularity with an object. Fair 
Bear will then steal the object. 

The PCs want to put the bag over 
the singularity, so they can move 
it, or put whatever object in the 
bag.



• The eagle form of Hunter Price has been watching and takes the singularity rock 
for Toy Rex; then Fair Bear uses the Glare to get the rock.

Troubleshooting

My players don't want to give up their gadgets. The action figures that Jason 
DeMarkos prepares might or might not have devices. If you can't justify the gadgets, then 
the PCs appear in action figures that Powerboy prepared. (He has access to his family's 
scrying powers, and he's obsessive about accuracy—he claims that he was really building a 
magical "hero hot line" that could't be intercepted. Then the players need to make a 
separate trip to get the Bag of Holding and the magic detector from the materials that 
Jason's assistant brought, but you can throw in a gratuitous fight between the characters 
and their duplicates, because of course the action figures will be animated.

The fate of the world isn't really the 1960s vibe. True; they might have threatened 
the world, but didn't worry about consequences. Instead, make these changes. All of the 
animated toys are possessed by the spirits of the dead, and when the singularity is placed 
in the Bag of Holding, they are no longer trapped in this reality: they can go or not go, as 
they choose. If they go to the Realm of the Dead, then the toys fall over, lifeless; if they 
decide to stay, then the toy remains animate, and the toy can escape, to try and become real 
or further its goals on the unsuspecting populace.

This is too straightforward. See Alternative Ideas.
More Mr. PotaTurnip Noggin, please. You need more from an oracular toy, a Magic 

8-Ball with a fondness for puns?
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Removing the Stuffing
The magical quantum black hole—the Reality Tide—is 

gone. Perhaps the heroes have been defeated. Perhaps they 
are even dismantled.

If They're Hurt

This is the point where they discover (if they haven't already) that as toys, they have 
a different standard of “hurt.” Because of the presence of the magical singularity, a severed 
body part can still be used (at the cost of a determination point).

If the toy is destroyed, the character suffers psychological pain (half their Stamina) 
but wakes up in their own body, unable to participate in the rest of the adventure.
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The Comeback
• Where is the Magical Singularity? 

• Brain In A Tank 

• Highly Evolved



Alternative Ideas
As written, this is a straight-forward adventure: Discover the problem, investigate 

the problem, enter the playroom, and get to the source. However, you can add some twists. 
Here are some suggestions.

• The building has mice, and one of the newly-intelligent mice has stolen the "cheese" 
so that when the players finally recover the box, it’s empty.  The player characters' 
action figured can get through the mousehole, but the larger toys can't.

• If you are using the Adversaries idea that earth's master wizard is a bad guy, then 
running through this whole thing is the idea that the players don't want the master 
wizard to know about this. It has to be settled before he/she/it sticks his/her/its 
figurative nose into this. That might add time pressure.

• If a PC can detect magic, have the Bests of the Wild kidnap that PC instead of 
providing the magic detector.

Aftermath

Once the players have trapped the singularity, things return to normal. People return 
to their own bodies, the souls of toys move on to the afterlife.

If the players like one of the non-player characters, that NPC does not disappear at 
the end of the adventure. Examination by someone mystical indicates that they have a soul 
now. Presumably someone died at the right moment and the influence of the magical 
singularity trapped the soul inside the toy. No normal banishing magic will eliminate it. 
Perhaps the players will take him/her/it under their collective wing, or perhaps it will 
decide to investigate its life, embroiling the PCs in other adventures.  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Characters
These characters are provided. There might be holes (see Caveats), so if you need to, 

alter these write-ups or provide other toys to actually challenge your players.

Characters from Stark City

Some of the characters come from the published Stark City setting, and no character 
write-ups are provided for them. If they are named in Stark City, even if they're not written 
up there, they are not written up here. First, you should go buy Stark City anyway: it's 
good. Second, Stark City belongs to Fainting Goat Games. I am thankful that they let me 
mention the characters here, and don't want to intrude further into their space.

• The Power family: Powerman, Powerboy, Powergirl, and Powerwoman.
• Jason DeMarkos
• Dr. Wallace Geoffery

Professor Lucifer

Dr. Wolfe Morningstar was an assistant professor of symbolic logic at the local 
university. While working in the rare books room of the library as punishment for a 
different infraction, he came across the grimoire Lucifer Smites! (which sounds more 
impressive in Latin). He stole it, and began decrypting and translating it. The spells hinted 
at incredible power, and the work obsessed him, to the point that it interfered with his 
studies. He was let go, which inspired him to go on to world conquest.

He lost. He lost the next time, too, and the next time. He has the reputation of being a 
loser, in fact, which only fuels his desires but does make him act before he's quite ready.

He has memorized some of the spells, but keeps the entirety of it scanned and on his 
smartphone,  because a superhero group attempted to destroy it after one of his attempts 
to take over the world. Currently, he's mostly interested in cash to buy an ingredient to 
power his real magical powers.

Notes: Professor Lucifer can pluck anything from a dream, given a night or two. He 
has to win the Dream Control vs. Will contest to make them dream of the right item, and 
then he can fetch it. The object he fetches is limited to rank 4 effectiveness.  If he uses a 
Determination Point (grants it to whatever hero he's fighting), then there is presumably a 
weak-willed Dreamer somewhere in the world right now.

TERROR IN THE TOYBOX JOHN MCMULLEN �23



Army Man

Notes: The higher levels of shrinking, prowess, and coordination represent 
interactions with the real world; the lower levels are the ones that apply in the playroom at 
the shrunk size. In the same way, he's only Strength 1 in the real world, but considered 
Strength 3 at the reduced scale.

The Quality "An Army of One" is for using Army Man as an opponent.

Professor Lucifer (Wolfe Morningstar)

Prowess 4 Intellect 6 Specialties Stamina

Coordination 5 Awareness 4 Occult Expert (+2), Power: Magic 
(+1) 10Strength 3 Willpower 7

Powers Qualities

• Magic 9 (Limit: Levels over his Awareness (4) 
require and use up magical components)  
Mastered spells:
• Enchantment of Oblivion (Alteration Ray: 

Phasing—force soul out of body)
• Enchantment of Enlightenment (Dazzle, 

Extra: Area, Limit: Only on sapients)
• Enchantment of Consumption (Affliction)

• Dream Control 4 (Limit: Tiring Extra: Gadgets 4, 
pluck anything from dreams, Limit: requires 
Dream Control vs. Will of dreamer)

• I’ll Show Them All!
• An Academic At Heart
• Is This What I’ve Come Too?

Height 6’2" Weight 160 lbs First Appearance Dreamer Tales #16

Army Man

Prowess 3/5 Intellect 3 Specialties Stamina

Coordination 4/6 Awareness 5 Military (+1), Stealth (+1)

7Strength 3/1 Willpower 4

Powers Qualities
• Shrinking 3/6 Limit: Always shrunk
• Duplication 6 Limit: Tiring
• Gadgets 5 Limit: Can only produce known 

military/army equipment
• Life Support 5 (eat, sleep, breathe, cold, 

vacuum)

• Team Player / An Army of One
• Right Makes Might
• Just a Toy

Height 1" Weight 1 oz First Appearance Toybox Terror #1
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The Diver

The diver is an old-fashioned diving suit and is connected by a hose to the aerator. 
Disconnecting or rupturing that hose will “kill” him—that is, it will render him motionless 
for a few hours. He’s as immortal as all the other toys. 

Hunter Price

 A small plastic woman in the shape of a bush pilot or safari leader, but with 
extraneous pink that isn't on the original toy (Intellect difficulty 3 to know this). She can 
swap her mind between any of three plastic animals, taking the form and abilities of the 
animal. 

The Diver

Prowess 4 Intellect 1 Specialties Stamina

Coordination 2 Awareness 3 Underwater combat (+1), Wrestling (+1)

13Strength 8 Willpower 5

Powers Qualities

• Elemental Control (air) 8 Extra: Burst
• Damage Resistance 5
• Life Support (all but breathe and vacuum)

• Controlled by Magic
• Automaton
• Just a Toy

Height 5" Weight 2 oz First Appearance Toybox Terror #3

Hunter Price

Prowess 4 Intellect 3 Specialties Stamina

Coordination 5 Awareness 5 Athletics (+1), Drive (+1), Stealth (+1)

8Strength 3 Willpower 5

Powers Qualities

• Possess Animal Forms (Mind Control 10 Extra: 
Possession Limit: Mind Switch Limit: Only these 
three toys: Eagle, Bear, Orca; use write-ups from 
ICONS)

• Tracking Awareness (Super-Senses 1)
• Rifle (Blast (shooting) 5)
• Vehicle (Super-Speed 4)

• Wants to be a Princess (or at least a Girl Toy)
• Merciless
• Just a Toy

Height 5" Weight 2 oz First Appearance Toybox Terror #3
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Kung Fu Grim

A foot-high action figure who has a seemingly inexhaustible supply of gadgets. He 
has a tendency to come apart, though, especially his feet and hands (the plastic of his 
wrists and ankles is cracked), so he can be disabled.  A mercenary, his loyalty is to the 
highest bidder. He has no urge to be a real person, but he doesn't want to die.

Fair Bear and the Bests of the Wild

Fair Bear’s goal is a world where everyone is strictly equal and happy. He is helped 
by the rest of the Merry Menagerie toys (Happy Hippo, Grumpy Goat, Love Puppy). Fair 
Bear leads the Merry Menagerie, because although all toys are equal, some are more equal 
than others.

In combat, they each use their abilities, and then coordinate their Fair Glare to mind 
control any individual into helping them.

For the most part, they have nearly identical stats. The only differences are:
• The name is usually either rhyming or alliterative.
• An emotion control related to their name (Grumpy Goat makes things grumpy and 

then angry)
• Movement power related to their shape. (Since all of them are about the same size, 

the members of the Bests don't get any size advantage to movement.)
If you need to change one of the Bests to better suit your players, go ahead.1

Kung Fu Grim

Prowess 5 Intellect 4 Specialties Stamina

Coordination 5 Awareness 4 Martial Arts (+1); Military (+1); Stealth 
(+1); Weapons (Firearms) (+1) 7Strength 4 Willpower 3

Powers Qualities

• Military Equipment (Gadgets 6)
• Gun (Shooting 5

• Mercenary
• Comes Apart (physically and emotionally 

when reminded of his troop)
• Just a Toy

Height 12” Weight 8 oz First Appearance Toybox Terror #1
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Notes: Rather the Eeyore of the Bests of the Wild, he's always looking on the dark 
side of things. He listens to Fair Bear because things get even worse when he doesn't.

Fair Bear

Prowess 1 Intellect 5 Specialties Stamina

Coordination 4 Awareness 2 Psychiatry (+1)

11Strength 3 Willpower 8

Powers Qualities

• Fair Bear Share (Emotion Control 6 Limit: Only to 
create “fairness”—regret over an action and 
willingness to make it right)

• Immune to Bests Controls (Emotional Resistance 8)
• Fair Glare (Mind Control 5)
• Weaken Others (Nullification 4)

• Revenge (Is a Dish Best Served)
• All Toys Are Equal, But Some Are 

More Equal Than Others
• Just a Toy

Height 8" Weight 8 oz First Appearance Toybox Terror #3

Grumpy Goat

Prowess 5 Intellect 3 Specialties Stamina

Coordination 3 Awareness 4 Power: Strike (+1)

11Strength 3 Willpower 6

Powers Qualities

• Grumpiness Gift (Emotion Control 6 Limit: Only 
grumpiness or anger)

• Immune to Bests Controls (Emotional Resistance 8)
• Fair Glare (Mind Control 5)
• Running (Super speed 4)
• Butting (Strike 4)

• Things Never Go His Way
• Listens to Fair Bear
• Just a Toy

Height 8" Weight 1 lb First Appearance Toybox Terror #3
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Notes: Happy Hippo just wants to lie in the sun and relax all day, but if necessary, 
her trample is quite vicious. For no reason at all, she is often played with a French accent 
and refers to herself as 'Appy 'Ippo.

Notes: Love Puppy is the whipped dog of the Bests of the Wild. Even more than the 
others, he's always trying to curry favor with Fair Bear, who keeps him around for his 
Hushpuppy abilities.

Happy Hippo

Prowess 4 Intellect 3 Specialties Stamina

Coordination 3 Awareness 5 Underwater Combat (+1)

11Strength 4 Willpower 7

Powers Qualities

• Happy Hug (Emotion Control 6 Limit: Only 
happiness)

• Immune to Bests Controls (Emotional Resistance 8)
• Fair Glare (Mind Control 5)
• Swimming (Aquatic 4)
• Butting (Strike 4)

• We Live In The Best of All Possible 
Worlds

• Listens to Fair Bear
• Just a Toy

Height 8" Weight 1 lb First Appearance Toybox Terror #3

Love Puppy

Prowess 3 Intellect 3 Specialties Stamina

Coordination 4 Awareness 5
10Strength 3 Willpower 7

Powers Qualities

• Love Lick (Emotion Control 6 Limit: Only love 
Limit: Can't make someone love a Best of the 
Wild. Hushpuppy Extra: Illusion of silence, 
Extra: Burst)

• Immune to Bests Controls (Emotional Resistance 
8)

• Fair Glare (Mind Control 5)
• Leaping 3

• Wants to Give Love, Snuggle and Be 
Petted

• Listens to Fair Bear
• Just a Toy

Height 8" Weight 1 lb First Appearance Toybox Terror #3

TERROR IN THE TOYBOX JOHN MCMULLEN �28



Notes: The vainest of the Bests of the Wild, Loopy thinks he's in charge of the group. 

Mimic Mud

A sentient, sapient formless blob, which normally moves by crawling but which can 
duplicate your form and your powers, given any contact.

Loopy Lion

Prowess 4 Intellect 3 Specialties Stamina

Coordination 3 Awareness 6
10Strength 5 Willpower 5

Powers Qualities

• Happy Hug (Emotion Control 6 Limit: Only 
pride/dejection)

• Immune to Bests Controls (Emotional Resistance 
8)

• Fair Glare (Mind Control 5)
• Running (Super Speed 3)

• “The Pride of the Wilds” (vain)
• Listens to Fair Bear
• Just a Toy

Height 8" Weight 1 lb First Appearance Toybox Terror #2

Mimic Mud

Prowess 3 Intellect 3 Specialties Stamina

Coordination 2 Awareness 6 Underwater Combat (+1)
10

Strength 1 Willpower 5

Powers Qualities

• Blob (Alternate Form 5: Fluid Limit: Constant, except 
when Transformation used)

• Copy Crud (Power Mimicry 8 Limit (on all): 
Degrades Extra: Material Mimicry Extra: Secondary 
Effect Transformation Limit: Close Range

• Malleable Opinions
• Amorphous blob unless transformed
• Just a Toy

Height 2" Weight  2 oz First Appearance Toybox Terror #2
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The Aquarium Plants

The fish tank holds two plastic plants that act as guardians for the singularity, 
holding things so that the sea monkeys or the diver can damage them. When binding 
things, they are strength 7 (the same as the magic that created them), but they can’t lift 
things, so their practical strength is 1.

Raggedy Annabelle

A stuffed doll and ritualist whose goal is to be a real girl, and then take revenge on 
those who abandoned her. As one of the toys who is oldest (in both senses) she's often 
called on as “shaman” to solve the toys' problems.

Notes: The Velveteen Rabbit of the playroom, she has decided to take matters into 
her own hands. She has hidden the singularity and lets no one else know where it is.

The Aquarium Plants

Prowess 5 Intellect 1 Specialties Stamina

Coordination 3 Awareness 3 Underwater Combat (+1), Mental 
Resistance Master (+3) 6Strength 1 Willpower 5

Powers Qualities

• Binding 7
• Plastic (Damage Resistance 4)
• Life Support 8 (all but heat & cold)

• Malleable Opinions
• Amorphous blob unless transformed
• Just a Toy

Height 5" Weight  2 oz First Appearance Toybox Terror #3

Raggedy Annabelle

Prowess 5 Intellect 1 Specialties Stamina

Coordination 3 Awareness 3 Occult (+1), Performance (Acting) (+1), 
Psychiatry (+1), Stealth (+1) 9Strength 7 Willpower 5

Powers Qualities
• Floppy Body (Damage Resistance 5)
• Rubbery limbs (Stretching 3)
• Rituals (Magic 7 Limit: Performance Limit: 

Extra time to enact)
• Huge at playroom scale (Growth 1)

• Malleable Opinions
• Amorphous blob unless transformed
• Just a Toy

Height 18" Weight 1 lb First Appearance Toybox Terror #3
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Toy Rex

A large plastic dinosaur who rules his fiefdom by terror, even though eating plastic 
toys doesn't inconvenience them nearly as much as he would hope. He believes that he is 
in charge of the playroom, but both Raggedy Annabelle and Fair Bear can manipulate him.

Toy Rex

Prowess 5 Intellect 2 Specialties Stamina

Coordination 3 Awareness 4 Leadership Expert (+2)

10Strength 7 Willpower 3

Powers Qualities

• Tracking Scent (Super-Senses 1)
• Bite (Slashing 5)
• Tough hide (Damage Resistance 3)
• Deafening Roar (Dazzle 5 Extra: Burst Limit: 

Close Range)

• Might Makes Right!
• Everything Good Is His Idea
• Just a Toy

Height 12” Weight 1 lb First Appearance Toybox Terror #1
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The Sea Monkey Ghosts

The ghosts of the sea monkeys are beings of pure magic.
Notes: Treat the Sea Monkeys as a separate swarm for each PC. Besides Dazzle 

(getting in the character’ eyes), they might stunt other abilities off their “Just a Ghost” 
quality. They can travel anywhere in the fish tank, but not outside it.

Turnip Noggin

Originally a big plastic turnip with replaceable parts, Turnip Noggin was the first toy 
to get a soul. Though his body was melted, he lives duplicated as one ear, a mouth, and a 
pair of eyes (as one piece). Turnip Noggin sees whatever is around his eyes, hears what is 
around his ear, and speaks with his mouth. His sense of self resides in all pieces that 
remain intact.

Notes: The extra “Real Duplicates” and the limit “Anatomic Separation” are from 
Great Power. The Precognition power lets the GM use his mouth to utter oracular sayings 
that get the PCs back on track.

Sea Monkey Ghosts

Prowess - Intellect 2 Specialties Stamina

Coordination - Awareness 4
10Strength - Willpower 3

Powers Qualities
• Ghost form (Astral Form 3 Extra: Powers can 

affect real world)
• Swarm (Dazzle sight 5)
• Ghostly Drain (Affliction 5)

• Relentless
• Controlled by Magic
• Just a Ghost in the Tank

Height N/A Weight N/A First Appearance Toybox Terror #6
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Others

These have an ability or power, but other attributes are as for normal people.
Baby Doll: Baby Doll is strong (Strength 8, with Growth figured in) and large 

(Growth 3), but not bright, and needy.
Darby and Jen: These toys have Ability Boost 10 (Extra: Any Specialty; Limit: Only 

while appropriately dressed).
Transmogrifiers: Each of these has a robot animal form, and Alter Ego, which lets 

them transform into vehicles. The “fast food” Transmogrifiers generally have the same 
attributes, except the vehicle form is faster and the animal form may or may not have 
paws. (The train that transforms into a snake was particularly unsuccessful.) The “true” 
Transmogrifiers have more powers as robot animals or can shoot darts or bullets in their 
vehicle form.

Turnip Noggin

Prowess - Intellect 2 Specialties Stamina

Coordination - Awareness 4 Occult (+1), Performance 
(Story Telling) (+1) 10Strength - Willpower 3

Powers Qualities

• Separate body parts still communicate 
(Duplication 3 Limit: Anatomic Separation 
Limit: Constant Extra: Real Duplicates)

• Oracle (Precognition 3 Limit: 
Uncontrolled)

• No Control over Separated Parts
• Devoted to Army Man
• Just a Toy (with a soul)

Height N/A Weight N/A First Appearance Toybox Terror #6
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