
	
			[image: MGB02_She-Hulk_Goes_to_Murderworld_by_Tim_Dedopulos.jpg]
		

		
		
			Marvel Multiverse Missions
	She-Hulk Goes to Murderworld

			Your employer must see some unease on your face, because she smiles reassuringly and reaches down to pat your shoulder gently. “There’s nothing to worry about.”

			At six foot seven, with the build of an Olympian, she’s a reassuring presence. She’s right, no mugger on Earth is going to voluntarily attack She-Hulk. “Thank you, Ms Walters. I’m fine. It’s just… atmospheric.”

			“It certainly is, and please, do call me Jen.”

			“I will,” you promise. Again. You remind yourself it’s OK to be slightly rattled that you’re walking through a notoriously sketchy murder-park in the middle of the night with a full-on super hero who has hired you as her in-state paralegal and local advisor.

			To think you expected this to be a slow week…
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			HELLO!

			This is an adventure gamebook. If you don’t know what that is, maybe flick on through the next few pages for a moment, then head back here…

			Yep, that’s right, lots of numbered entries. You start at entry 1, but must then decide which numbered entry to turn to next, according to what the text tells you. You do not just plough straight on to read the next page in order. Not because it’s secret, but because it’ll be really confusing, and that’s no fun. We want you to have a good time.

			In this adventure, you take on the role of She-Hulk’s paralegal assistant as she investigates a case that keeps getting more complex. In addition to making decisions as part of an ongoing assessment for a permanent role, you are going to need to keep track of some stuff and roll some six-sided dice. So grab paper and pencil, or open up a text file, and track down a six-sider or two.

			You have three core statistics in this book: Power, Charm, and Concentration, represented by numbers. Power is physical stuff, Charm is social stuff, and Concentration is mental stuff. Easy. They will change a lot over the course of your travels and you’ll use them often, so keep a close eye on them. Don’t panic too much if they drop below 0 – except where the text says otherwise, all that does is make rolls harder for you. As a reward for reading this introduction before diving in, ignore what it tells you at entry 32, 53, or 280 (which one you hit will depend on your first choice) and instead, start with each of these statistics at 3. Well done, you.

			There is also a whole range of secondary qualities you might pick up… {Waves}, for example. Qualities are always in {curly brackets}. Secondary qualities start afresh each new time you play, so if the book tells you to take a Quality you haven’t encountered yet, that Quality starts with a score of 1. Keep track of them, because they can seriously change how events unfold. If there’s ever a reference to a bonus awarded by a Quality you don’t currently have, you don’t get that bonus – maybe try to find and acquire it.

			You’ll also find physical objects you can take with you, and they’re always marked in [Square Brackets] to show they’re special. They might provide bonuses or help with specific situations. Or not. You can have up to five objects at once. After that, to take something new, you must drop (cross off) something you already have. Some objects are used up when you employ them, so can be deleted at that point.

			During your adventures, you’re going to run into tests, fights, minigames, and puzzles. They’re all clearly labeled. Just follow the instructions at the time. Oh, and there are also some entries with no obvious link leading to them. The clues on how to find them are in the text, mostly. They’re worth your while to sniff out.

			You can get killed, at least fictionally. Terminal mistakes finish with The end. If that happens, your adventure is over. Chalk it up to experience and try again from the start. There are several quite different routes through the book, so you definitely won’t see everything in one play-through anyway.

			Lastly, as you progress you’ll be given achievements after certain groovy choices or results. There’s a full list at the end of the book. When you’re given an achievement, tick it off the list – these are good for multiple play-throughs. If you’re reading this in ebook format, you’ll have to keep notes somewhere else.

			There are also some super-achievements listed at the end of the book for finishing the adventure with certain objects or qualities in your possession.

			And that’s all there is to it. Now it’s time for adventure – turn the page!

		

	
		
			1

			The park is less tame than you had hoped. Sure, there are elegant pathways snaking between the trees, and the lampposts are spaced so that the lanterns give everything a nice, warm glow. Beyond these ribbons of safety though, the trees are dense, and there are frequent thickets of shrubbery. Even the roar of the city’s eternal traffic is muted, this deep into the grounds. It’s probably beautiful during the day, a much needed haven away from San José’s grind, but right now, as the mist creeps in, it’s just eerie.

			Your employer must see some unease on your face, because she smiles reassuringly and reaches down to pat your shoulder gently. “There’s nothing to worry about.”

			At six foot seven, with the build of an Olympian, she’s a reassuring presence. She’s right, no mugger on Earth is going to voluntarily attack She-Hulk. “Thank you, Ms Walters. I’m fine. It’s just… atmospheric.”

			“It certainly is, and please, do call me Jen.”

			“I will,” you promise. Again. You remind yourself it’s OK to be slightly rattled that you’re walking through a notoriously sketchy murder-park in the middle of the night with a full-on super hero who has hired you as her in-state paralegal and local advisor.

			To think you expected this to be a slow week.

			You’re about to say something more when you hear an unearthly moan from up ahead. It’s not pain, not exactly. There’s a hollow note to it, but also a horrible edge of glee. You freeze, skin prickling all over. Is the mist thickening? The moan continues, getting slowly louder and nastier.

			She-Hulk glances back at you and nods approvingly. “Good, keep behind me.” Her voice is calm and confident, and you feel momentarily better.

			“Oooooo,” moans the unseen presence, a wail of  hunger and malice. “OoooOO. MOO!”

			You blink. Swooping down out of the sky, wickedly long fangs gleaming, eyes glowing as vividly red as the lining of its opera cape, is… a cow?

			“Don’t meet her eyes,” Jen says urgently.

			The cow lands on her back legs a few feet in front of She-Hulk, front legs raised in front of her chest in a clear karate stance. “Mooooo,” she says again, and pulls her mouth into a ghastly parody of a smile. You realize that like her eyes, her fangs are as red as blood.

			Jen takes a step forward, dropping into a wrestler’s half-crouch. “Bessie,” she says, her voice suddenly grim. “You’re making a bad mistake.”

			“Moooo,” the vampire beast replies. It sounds defiant.

			“Fine,” She-Hulk says. She shoots a glance back in your direction. “Any tips for dealing with an evil vampire farm animal?”

			This has to be a dream, you think with sudden relief. Everything’s fine. Of course you’re not in a midnight park with She-Hulk being asked how to deal with undead cows. That would be insane. You’re just in bed. Too much cheese, probably. You smile, and decide what to reply.

			If this is your first time playing an adventure gamebook, you don’t read the numbered entries in numerical order. Instead, at the end of each entry, you pick an option and turn to that number in the book. Time to try it…

			“Try punching the undead horror?” Turn to entry 53.

			“Can you reason with her?” Turn to entry 32.

			“Does she have any weaknesses?” Turn to entry 280.

		

	
		
			2

			If you’re reading this because you finished the first section and kept right on going, we must warn you that you’re going to get confused and bored very quickly. This book really only makes sense if you hop from entry to entry according to the directions. You do you, but we recommend that you go back and decide how to approach Bessie.

			Here because you dodged a grab? Great, good to have you. Make a note of the number 98. Thanks!

			Jen sways back as the huge man grabs at her, and kicks him in the chest. He leaps as she does, twisting to impact the wall across the street feet first. He then springs off it somehow, cheering wildly, and jumps back to land on a hotel balcony several floors up.

			“Kangaroo, of all idiots,” she mutters. “This is so undignified.” She jumps, sailing up toward Kangaroo’s position as he hops over his balcony and falls.

			Make an aerial maneuvers test. Roll two dice, add your Power and Concentration, and subtract your {Flat-Footed}, if any.

			The total is 15 or more: turn to 135.

			14 or less: turn to 9.

		

	
		
			3
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			The dining room is surprisingly modernist. There’s a bar area just to your left. A dozen simple bench-like wooden tables each offer seating for four. The brown carpet and extensive pot-plants give a subtle feeling of natural space. It looks charming, in a high-end way.

			A tall, bald, dark-skinned man is standing between the tables. He’s wearing leather trousers and nothing else, showing off an impressive physique. He carries a flaming torch in one hand and a dark ball in the other. Jen snatches something off the bar and is suddenly leaping through the air.

			Make a surprise attack test. Roll one die and add your Power.

			Total is 7 or more: Before the man can even blink, she is sitting on his chest.

			6 or less: The man belches flame as she lands on him, knocking him over. She pins him down, swatting irritably at the small fire in her hair. It smells dreadful. Take -1 Charm and +1 {Intensity}.

			Jen grabs a big jug of water from the bar. She pours it over the man’s torch and face in equal measure. “Sorry, Tomás,” she says. “I can’t risk you burning Ruby’s house down.”

			His angry struggles have absolutely no effect. He says something furious in Spanish as she pulls a cloth off a table, rips it up, then gags and hogties him as easily as if she was changing a toddler.

			She pats him on the cheek before standing up. “There, there.” He shoots her a look of pure humiliation.

			Jen turns to you. “You’re doing well so far. Where next? The parlor or the spa?”

			“The parlor.” Turn to 292.

			“The spa.” Turn to 137.

		

	
		
			4

			“Keep your head down,” Jen says. She’s grinning, and limbering up her shoulders. You nod, close your eyes, and pull your jacket up over your face. The smashing starts, and with the extra feedback from the speaker system, it sounds like a Greek god cutting loose on all the plates in the world. Shards smack into your jacket repeatedly, as well as other places, but fortunately Jen is being careful, and you don’t take any damage.

			But how long does this take? Make a clobbering test. Roll one die and add your Power. If the total is 10 or less, take +1 {Watched}.

			Eventually, silence falls, and you look out to see the floor is ankle-deep in broken glass. The walls are concrete though, and there are three doors onwards. One shows a flower, one a painting, and one a statue.

			For the flower door, turn to 255.

			For the painting door, turn to 264.

			For the statue door, turn to 175.

		

	
		
			5

			You catch up with Steve, Marion’s ex, at the car salesroom where he works. You spot him easily – he’s the one who glances over, sees the two of you, and instead of just staring openly like everyone else, he shoves his customer away, and takes off at a dead sprint. Jen ducks back out the front door and leaps easily onto the roof. Ten seconds later, you hear a loud scream, and thirty seconds after that, she comes back round to the front of the building, Steve tucked under one arm.

			Take +1 {Waves}.

			“Repeat all that,” she says.

			“It was some huge Aussie thug! He said he was an old friend of Marion’s, and he just wanted to surprise her. He didn’t even pay me the $500. That’s all, I swear!”

			She-Hulk jumps again, forty feet straight feet up. Steve is still wailing in terror as she lands, absorbing the impact smoothly in her legs.

			Make an intimidation test. Roll one die and add your Power.

			8 or more: turn to 57.

			7 or less: turn to 95.

		

	
		
			6

			She-Hulk and Chtylok collide in mid-air. The beast must weigh several tons, but She-Hulk’s leap has so much force behind it that as the two impact, they drop to the sand together. She’s swinging savage punches at the beast as they land, but it completely ignores them to grab her by the head and fling her straight into the stone arena wall as if she was a rag-doll.

			She groans and slides down to the sand, but she’s already rolling painfully away. A moment later, Chtylok slams a huge fist down, clipping her side. She-Hulk sways aside as she pulls herself to her feet, grabs a hoofed leg, and tries to wrench it. With another shattering “Kraw!”, the beast aims a brutal peck at her head.

			This is a fierce fight.

			Round one: roll two dice, add your Power, and subtract your {Wobbly}. If the total is 14 or more, you win the first round.

			Round two: roll two dice, add your Power, and subtract your {Wobbly}. If the total is 14 or more, you win the second round.

			If you won both rounds, turn to 245.

			If you lost either round, turn to 108.
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			7

			She-Hulk circles the robot for a moment, looking a bit winded. It lashes out with its sword, then spins to target you with the gun-nozzles that sprout out of its shoulders. There’s a burst of gunfire and… nothing.

			Achievement: Falling at the First Hurdle.

			The end.

		

	
		
			8

			Arcade sighs dramatically. “So violent.” Jen growls menacingly, and he shrinks back into his big chair. “Okay, okay,” he says quickly. “You win. Don’t kill me.”

			Over the next couple of hours, Arcade is carted away by the police, and the surviving tech gurus and privacy campaigners have been taken to nearby hospitals for emergency treatment, trauma counseling, and/or medical examination, as appropriate. Arcade cheerfully admits he designed this Murderworld to break them and leave them pliable, but even so, the final VIP death toll is eleven.

			Ruby comes over to take a look at Arcade’s computer systems, and confirms that he did not manage to assemble all the code he required. “You were just in time,” she says. “He was still trying to pry vital modules out of Tekeli and Omni.”

			“What about you, Ruby?” She-Hulk asks, keeping her voice carefully neutral.

			She snorts. “Oh, I was tempted. I could unify the six of us without even breaking a guideline, let alone the law. But you’d be there. Or Thor would, or Spider-Man, or Reed Richards, or Doom, or Kingpin, or… Anyone, really. I don’t want to rule the world, Jen. I really don’t. Far, far too much bother. I’ll just keep on being fabulously rich and successful and having a wonderful time. Which reminds me: I’m having a little welcome home bash in a couple of weeks, just a few hundred friends – celebrities and politicians, sure, but also a bunch of anti-corruption activists and other morally upstanding types. Decency is good for business. I really would be delighted if you came. Both of you.”

			“You never know,” Jen says with a smile.

			Achievement: Clean Sweep.

			Final score: 4 stars.

			The end.

		

	
		
			9

			She-Hulk and Kangaroo collide in mid-air. While the big Australian has the body mass, his momentum is no match for the power behind Jen’s leap. The pair of them land in a tangled heap on a second-floor balcony, quickly rolling apart.

			Kangaroo flails and springs to his feet – right into She-Hulk’s foot.

			Make a kick test. Roll one die, add your Power, and subtract your {Flat-Footed}, if any.

			9 or more: turn to 111.

			8 or less: turn to 72.

		

	
		
			10

			The walk round the back of the mansion is tense but uneventful. In the grounds behind the house, you can see extensive grass lawns leading to a huge hedge maze – a preposterous waste of water. The doors Ruby told you about are sliding glass panels, and open into a bright, airy pantry so that delivery people don’t have to step one muddy foot further into the building than necessary.

			An absolutely gigantic dark-haired woman is standing at the far end of the pantry. She’s wearing a purple dress and what must be several pounds of gold chains, rings, bracelets, brooches, and other expensive-looking items of jewelry. Most of the visible stones look like rubies. “She-Hulk,” growls the woman. “Glad you came my way.”

			“Hello, Teena,” She-Hulk says perfectly calmly. “Where’s the Ringmaster?”

			Teena just chuckles nastily.

			Jen sighs and looks at you. “How shall we do this?”

			“Intimidation.” Turn to 58.

			“Persuasion.” Turn to 148.

			“Reason.” Turn to 157.
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			11

			If you have a white ball, logic says that your bag is not the bag with two black balls. You’ve pulled out a white ball, so either your bag contains a white ball or a black ball. However, if you have the “black and white” bag, you only end up in this version of reality 50% of the time, but if you have the “two whites” bag, you end up here 100% of the time. That means it’s twice as likely that you’re currently holding the “two whites” bag than the “black and white” bag – and so the actual probability of getting a second white ball is two-thirds. Congratulations!

			Take +1 {Puzzler} and the achievement: Improbable.

			Jen grins. “Improbable is nothing. Call me when we’re up to impossible.” 

			“Call you what?” you ask.

			“You know what to call me.”

			There’s an approving ping from beneath the statue. A section of the terracotta wall shifts color to reveal a pair of doors onwards. They have plaques this time. One says Temple, the other Pool.

			For the temple, turn to 166.

			For the pool, turn to 62.

		

	
		
			12

			The reading room is cozy, with comfortable-looking office chairs around a big central study table as well as a couple of big armchairs. The table contains a large scattering of books on robotics, some of them open. From the looks of it, someone has been investigating really huge robots and the materials you’d need to use to construct them. She-Hulk looks at them, then rolls hers eyes and glares in a direction you can’t make sense of.

			Take +1 {Troublesome}.

			“Darn right I’m troublesome,” she mutters.

			You could settle down in here for a deep-dive into the robotics industry, but you decide to press on.

			For the main library, turn to 127.

			For the exit, turn to 206.

		

	
		
			13

			Yes, this is a secret entry. Very well done!

			Achievement: Secret One.

			In the corner of Bright’s bathroom, under a facecloth, you find a laminated VIP pass for a technology and gaming convention taking place in Los Angeles this weekend, ElectroCon. It doesn’t need an inventory spot, so set {Expo Pass} to 1. While you’re at it, take +2 Concentration for your impressive observation skills.

			Now head on up to the attic by turning to 214.

		

	
		
			14

			She-Hulk nods, her expression one of firm resolve. It takes her less than two seconds to sink her fingers into the steel security door, rip it out of the doorway, and toss it back into the meadow. You almost want to burst into applause, but instead you follow her inside.

			The barn is a big, open-plan office. You’re in the entry area, which includes couches, plants, and a reception desk, but beyond that you can see a maze of high-tech workstations, dozens of them, comfortably slotted amid snack machines, foosball tables, beanbags, arcade machines, and other tech toys. There are some doors at the far end.

			A pack of people stand between you and the work floor, forty or more of them. Their faces are completely expressionless, and they’re clutching improvised weapons – chunks of heavy-looking metal pipe, mostly.

			Take +1 {Reasonable Doubt}.

			An intercom crackles. “Intruders are not one,” a male voice says. “They do not make sense.”

			Instantly the pack are snarling with identical expressions of rage, and as She-Hulk pushes you back, they sprint at you. This is a tricky fight, because She-Hulk has to both keep you safe and avoid permanently harming your attackers. If you have an [Evil Cowbell], ringing it loudly now will help disorient the mob.

			Round one: roll two dice and add your Power and, if you have any, your {Transformed}. If the total is 13 or more – or you use the [Evil Cowbell] – you win the first round.

			Round two: roll two dice and add your Power and, if you have any, your {Transformed}. If the total is 12 or more – or you use the [Evil Cowbell] – you win the second round.

			If you won both rounds, turn to 145.

			If you lost any rounds, turn to 101.

		

	
		
			15

			The abomination lifts She-Hulk off the floor and keeps squeezing. She screams again, this time in pain. It doesn’t look good.

			Do you have a [Broken Drone] and a [Remote Control]? The drone can’t fly, but with the remote, you can get the rotor arms thrashing around wildly. You pitch the drone into the mass, and activate it. Jen tumbles free. Turn to 267.

			Otherwise, make a structural integrity test. Roll one die and add your Power.

			11 or more: Jen breaks free. Turn to 267.

			10 or less: she stays wrapped. Turn to 121.

		

	
		
			16

			It may seem counter-intuitive, but zero is indeed an even number. The definition of an even number is that it is a multiple of 2, and 2*0 = 0. To put it another way, two even numbers always add to an even number, and one odd and one even number always add to an odd number. 1+0=1, which is odd; 2+0=2, which is even. Well done!

			Take +1 {Puzzler} and +2 Concentration.

			Three doors become visible in the grey mists. One shows a flower, one a painting, the third a statue.

			For the flower door, turn to 255.

			For the painting door, turn to 264.

			For the statue door, turn to 175.
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			17

			You have to go through some odd, semi-deserted back rooms to get to the VIP area’s staff entrance, but although it all feels weirdly liminal, no one challenges you. It’s a simple wooden door, with a prominent card reader next to it. There are no guards, but there is a tired-looking woman in a cheap suit leaning against the wall nearby, clearly snatching a moment of peace and quiet.

			“We don’t know what’s inside so I don’t want to just punch through,” Jen mutters. “But we could try asking the lady for help, or I could have a go at bypassing the card reader. Any preferences?”

			“Let’s ask for help.” Turn to 262.

			“Let’s MacGyver the reader.” Turn to 165.

			“Let’s try the main entrance.” Turn to 75.

		

	

  

    18


    Pacific Bay is a lovely little town on the California coast, north of San Francisco. It’s a pleasant afternoon when you get there, and the sun gives the pale buildings and their dark roofs a little extra charm. The downtown strip is quiet, and a few stores are shuttered. They’re a curious mix of low and high end, an aging tool and home improvements store nestled between a gourmet French restaurant and an exquisite little wine bar, while over the road a Vanguard flagship store completely overshadows a sprawling bodega advertising cheap frozen chicken.


    You pass through the town and head out to the compound, which is only a half-mile out. You can’t see a thing from the outside, just very tall white walls, thick-looking gates also painted white, and a few big renditions of the company’s spiky V-logo. There was a gatehouse outside the gates – the ground still bears the marks – but it’s been dismantled, and there isn’t even a visible intercom.


    “I could just jump us over the wall,” She-Hulk says. “It might trigger some alarms, but it’s an option.”


    If you have {Delivery Patterns} of 1, you can try intercepting groceries by turning to 273.


    If you have {Food Truck} of 1 and want to try talking your way onto a sandwich van, turn to 97.


    If you want to search the area around the compound, turn to 65.


    Or to scale the wall, turn to 119.
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			19

			You tap at the keyboard for a while, but nothing happens. The correct answer to the puzzle is actually 117 – calculate terms in brackets first, then calculate multiplications and divisions, and only then calculate additions and subtractions.

			“It was worth a shot,” Jen says, and presses the intercom button with a faint shrug.

			“Yes?” The voice crackling through the speaker is brisk and female, businesslike.

			“Jennifer Walters, attorney-at-law. May I speak with someone in charge?”

			There’s a long silence. “It’s your funeral,” the voice says finally. “I’m upstairs, if you make it.”

			How… encouraging.

			“Thank you, ma’am,” Jen says. “We’ll be there shortly.”

			“We’ll see.” The door buzzes, and you enter a corridor with polished wooden floors and off-white walls, decorated sparsely with paintings of futuristic cityscapes. It all looks suspiciously normal. There are simple wooden doors at each end of the corridor with nothing much to distinguish them, except that there’s a faint draft of fresh air coming from the door to the right. She-Hulk looks at you expectantly.

			“Let’s go left.” Turn to 127.

			“Let’s go right.” Turn to 206.

		

	
		
			20

			The abomination is many times larger than She-Hulk, but so far, it’s been unable to get a solid hold on her. On the other hand, her blows seem to be having no impact on it. Even when she rips a pseudopod off, it just dissolves out of her grasp and then flows back to the main mass. Although neither side is making any headway, the battle is frantic.

			You might be able to help with a well-timed strategic suggestion?

			“Go for the eye!” Turn to 69.

			“Attack from inside it!” Turn to 267.

			“Let it grab you!” Turn to 219.

		

	
		
			21

			If anyone at Tekeli takes exception to your grimly dogged, slime-drenched exit, they keep it very much to themselves. That evening, repeatedly showered and freshly clothed, you head over to meet Ruby in the restaurant of the Ever-Grande Hotel in the SoFA district. The area bills itself as the city’s artistic hub. It’s certainly an eclectic mix of architectural styles.

			The Ever-Grande is a stylish older building that makes you think of hotels from Hollywood’s golden period. It has a tall, elegant lobby that leans heavily toward pale stone, red carpets, and gilded metal. A huge chandelier lights the space, and the guests are split evenly between expensive business-wear and even more expensive, carefully distressed outfits that do their best to scream the wearer’s creative genius.

			You’ve been in there about fifteen seconds, just long enough for the whispers and nudging to start, when the front door explodes behind you. The place erupts into screams and chaos, as you and Jen spin round. Take +1 {Waves}.

			A huge, brass-colored wheel has rammed through the front of the hotel. It’s about seven feet in diameter, with a tread three feet wide, and there’s a minimalist cockpit mounted on gyroscopes in the middle. It looks like someone obsessed with monster trucks fused a hamster wheel with a Segway. Hefty multi-barreled alien devices that could be chain guns sit either side of the cockpit, and bigger tubes in the same style that might be rocket launchers are attached to other parts of the frame. A man is sitting in the cockpit, dressed in green body armor and wearing a squared-off motorbike helmet the same color as the wheel. You can see his face through the two-tone visor.

			“Really?” Jen says, her voice heavy with disapproval. “Big Wheel? He’s not even the original.”

			There’s a loud whine, and then he’s zipping backwards out into the road, pulling more of the hotel down as he goes. Something blurs in front of you, and then a different man is standing in the rubble. He’s dressed in a bright red jumpsuit with a golden starburst, and some sort of futuristic space helmet, and he’s tossing a fireball from hand to hand.

			“None may stand before the might of Oort, the Living Comet!” declares the man. “Not even the She-Hulk!”

			Ruby strides up out of the panicking crowd to stand beside Jen. She has dropped her disguise, and her red pantsuit is colored to match her head precisely. Several long tentacles snake out of it, waving lazily. They end in nasty-looking spiked lumps. As Oort goggles at her, She-Hulk grabs a chunk of debris and flings it at him so quickly it actually whistles through the air. The masonry takes him in the front of the helmet, and he’s flung back out into the road.

			“Time to dance,” Ruby says. “Where do you want me?”

			Jen darts a questioning glance back at you. She’s definitely taking this whole extended interview concept a bit far, but she’d overrule a bad mistake, right?

			“You have no idea,” she mutters. 

			Ignoring that, you take a breath, and decide…

			“Offence.” Turn to 248.

			“Defence.” Turn to 56.

		

	
		
			22

			“KHAAAW!!” With a howl of fury, Chtylok goes absolutely berserk. You cower in terror as it thrashes around in a wild frenzy. She-Hulk and the Thing take cover across the arena, battered and exhausted. It lashes out at the arena itself, bringing whole sections crashing down. You watch in horror as the ceiling cracks above you. The last thing you see is a huge piece of masonry plummeting down toward you. Oh no.

			Achievement: So Near And Yet So Far.

			The end.

			
				
					[image: ]
				

			

		

	
		
			23

			A young man in a pale grey t-shirt and blue jeans is sitting at a table on his own, staring at a mug of coffee. The oversized surveillance camera watches you join him. Take +1 {Cool}.

			“But which sense of ‘cool?’” Jen murmurs. “That’s the rub.”

			The man looks up, nods, and looks down again.

			“Hello,” Jen says.

			The man nods again.

			“How’s the coffee?”

			“Wonderful,” the man says calmly.

			“Right. And what do you do here?”

			“Here I drink coffee.”

			Jen’s smile slips a little. “I meant, what do you do at Omni and Grey?”

			“Here I drink coffee. We are one. It makes sense.”

			“I… see. Thanks. Enjoy your coffee.”

			“It’s wonderful.”

			“Bye.”

			The man nods yet again, and the pair of you walk to a quiet spot.

			“I don’t think there’s any point bothering these poor people any further,” Jen says. “Where now?”
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