Written by Steven Dawes
Illustrated by Kent Burles

Name: Tony Millman Alias: “Maul”
P.C.C.: Physical Psychic

Alignment: Miscreant

Occupation: Professional Wrestler

Tony “The Mauler” Millman grew up in a tough neighborhood, and he was part of the
problem. Tony grew up a shameless bully who enjoyed beating on others and being THE
toughest kid in school. His enjoyment of hurting others had no bounds; younger kids,
older kids, his siblings, even the occasional adult took a beating from Tony. Naturally he
grew up a big and strong Physical Psychic with a serious mean streak. He could’ve easily
gotten a football scholarship, but his penchant for trouble ruined it. Tony didn’t care
about the game anyway, he enjoyed the pain and hurting he could put on others.
Right out of high school he found work as a thug for one of the many drug dealers in his
hood. All of his money went into bettering himself physically. He joined, and was
eventually kicked out of several boxing clubs, martial art classes and self-defense courses
for being too rough on both the students and trainers. He’d probably be in jail or dead by
now if it hadn’t been for meeting his would-be manager, who saw his potential as a
professional wrestler. While Tony loves power, he also loves showing off and found the
dramatic elements of professional wrestling to be fun as well as profitable.
Under the name of “The Mauler”, Tony went up through the minor ranks quickly and
even had a short stint at the professional level, but was eventually let go due to his
habitual nature of being too rough on the other wrestlers. His chance in the big leagues
blown, he managed to behave himself as he returned to the minor league and has
dominated it. But as the years went on, his cravings to really hurt people again became
overwhelming. He needed an outlet.
Creating a costume and mastering the art of using an ectoplasmic disguise to cover his face,
Tony wandered the shadows after dark, inflicting cruel and brutal beatings on
unsuspecting victims. He started small; dislocating joints and breaking bones while
beating his helpless victims into unconsciousness. At first he rationalized that as these
were drug dealers and other scumbags so they deserve the beat down. But in time, he
realized he didn’t care who he hurt, and his methods of inflicting pain advanced. Tony
adopted the name “Maul” for this “character”, not realizing (or at least not caring) that it’s
similar to his professional moniker. He even added metal clubs to his costume for a new
method of beating his opponents to bloody pulps.
It was inevitable; Tony went too far one night, beating a woman to death as she was
making her way home from work. He “wanted” to feel bad about it, but he didn’t.
Instead, he felt a rush like he’d never known before! Very few of his victims have
survived his brutality since, and those that have are left permanently disfigured and
crippled. He’s managed to hide his identity from the law thus far, (and managed to keep
his alignment “Miscreant”), but he’s slipping. It’s only a matter of time before someone
catches onto him. If he ever has to go on the run from the law, he’ll be a serial killer in the
making. But in the meantime, playing “Maul” when he’s in one of his “moods” (which is
happening more and more frequently) has become his favorite pastime.

As if this wasn’t bad enough, several weeks ago Tony came face to face with a Brawling
Joe (see the Rifter #57), and beat the hell out of it. As is the way of the Brawling Joe, its
respect for Tony’s power and strength has made it his ally and now he’s Maul’s “tag team
partner”. “Joe” is like a brother to Tony; each sharing the other’s love of violence, fighting
and inflicting pain. Their combined cruelty has only made their crime scenes even
bloodier and visceral. Joe lives in Tony’s basement when he’s not needed, and when they
go out at night he’s dressed in similarly fantastic wrestling attire. Having a Brawling Joe
with him only makes Maul that much more dangerous as it increases his physical psychic
abilities.
GM notes: Maul is not quite a serial killer yet, but his time is coming soon. He’s still
enjoying his vulgar display of power and strength more than he does the kill, but that’s
starting to change. Even then, the majority of his recent attacks leave people to eventually
die while suffering and bleeding to death, too broken to move.
The player characters will most likely meet Maul by accident. He may choose them to be
his latest victim(s), or they might run into him in the middle of tailing, stalking or beating
his victim. It’s also possible that the P.C.s will end up meeting him while tracking or
hunting his Brawling Joe tag team partner.

Beyond the Supernatural™
Player: Non-Player Character
Character: Tony Millman
Nickname/Alias: "The Mauler" or simply "Maul"
P.C.C.: Physical Psychic
Sex: Male
Alignment: Miscreant (near diabolic)
Occupation: Professional Wrestler

Attributes

Hand to Hand Combat

I.Q.:
M.E.:
M.A.:
P.S.:
P.P.:

Type: Wrestling (Rifter #3)
Number of Attacks:
Initiative:+
Damage:+
Strike:+

11
9
20
35
22

8
5
22
6

P.E.:
25
Parry:+
7
P.B.:
11
Dodge:+
8
Spd.:
22
Roll w Punch/Impact:+
7
Perception:
+3
Pull Punch:+
1
P.P.E.:
2
Knockout/Stun Roll:
20
I.S.P.:
24
Critical Strike Roll:
18-20
Hit Points:
85
Death Blow Roll:
S.D.C.:
94
Armor:
Doesn’t use any
A.R.: - S.D.C.: Level:
11
Experience Points:
N/A

Skill
Speak English
Read English
Basic Math
Pilot Automobile
Body Building
Wrestling
Kick Boxing
Performance
Running/Jogging
Boxing
Plyometrics
Imitate Voice & Sounds
Prowl
Streetwise
Tailing
Land Navigation
Leather Working

Special Abilities/Skills

Saving Throws
Horror Factor
Poison: Lethal
Poison: Non-Lethal
Harmful Drugs
Insanity
Psionics
Possession
Magic Spell
Magic Ritual
Coma/Death
Curses
Disease
Pain

Base
14
16
15
12
10
12
16
15
14
14

Modifier
+6
+5
+5
+5
+5
+7
+7
+20%
+2
+9
+5

Roll Neede
9
11
10
12
10
5
9
13
5
9

20
30
36
45

Bonus
10
15
10
10
20
15
10
-

+%/lvl
1
2
3
3
5
4
5

Total %
98
98
98
98
90
92/86
85

4
5
4
5

80
95
86
95

Skill

Base

Bonus

+%/lvl

Total %

Weapon Proficiencies: Recognize Weapon Quality (75%)
Ancient W.P. List
Blunt (Expert)
Paired Weapons
Modern W.P. List

Strike
Parry
Throw
+8
+8
+4
See page 214 for details
Strike
Aimed
Burst

Weapons & Equipment
Weapons

Yoga Style Meditation and Trance States (pg.74 )
Summon Inner Strength (pg. 75)
Extra Tough & Strong, Quick Reflexes, Ambidextrous
+3 save vs. hypnosis, mind control & illusions
+1 save vs. telepathic and empathic probes / attacks
Wrist Hardening and Grasping Hand Atemi (N&SS)

Base
88
80
72
60
25
42/36
25

Metal Club(s)
Head Butt
Knee / Ankle Lock
Grasping Hand Atemi
+4 Body Flip / Throw
Body Block / Tackle
Kick Boxing strikes:
Choke Hold

Strike

Parry

Range/Reach

Rate of Fire

Shots/Ammo

Weight

Damage

+8/+4

+8
70ft if thrown
melee
keeps two
5 lbs.
2D4+5+Damage
Can be performed in grappling range while victim is in a hold/lock
1D4+Damage
Performed as a Leg Hold , but treated as an Elbow Lock for escape purposes
Maul can, at will, dislocate the joints of an opponent while in a hold / joint lock
2D6+5 per melee round
Victim is thrown to the ground, loses initiative and one attack
2D6+Damage
Victim is knocked down, loses initiative and one attack
1D4+Damage
Roundhouse Kick (3D6), Axe Kick (2D8), Knee Strike (1D8), & Leap kick (3D8, but counts as two actions)
Does 1D4+Damage (divide by two) to Hit Points per action, victim must save vs. Pain or passes out

Equipment
costume, specially designed wrist gauntlets to hold clubs,
back brace, jeans, boots and athletic tape.
May have a backpack stashed somewhere nearby that holds
a first aid kit, bottled water, towels, extra clothing and a little
cash.

Unique Items
Drives a black 4X4 Hemi-powered Dodge Ram
Lives in a studio apartment that’s loaded with exercise equipment
and work related materials.
Doesn’t own many personal possessions beyond trophies and
awards. Nearly all his clothing and possessions is geared
towards wrestling or athletics.

Beyond the Supernatural™

Personal Information

Age: 29 Height: 6'9" Weight: 345 lbs. Hair:
maintains a head full of dreadlocks
Eyes: brown Birth Order:
oldest of three
Money:
Over 8k in cash (small bills)
General Appearance: An African-American male in his late 20's. Keeps himself in great
physical shape. Wears athletic clothing in public and in the wresting ring. When he's
"in a mood", he wears fantastical "pro-wrestler"-like garments and an ectoplasmic mask.
Disposition: Loud, mouthy, self assured and quick tempered bully; always aggressive.
Family Origin: African ancestry with no known history of the paranormal.
Environment: From a low income family in the worst part of Atlanta, Georgia
Reason for Paranormal Investigating: Has no interest in investigating the supernatural
per se, but he enjoys feeling powerful and brutally beating the supernatural to death.
Outlook on being Psychic: LOVES IT! Being a psychical psychic is another avenue of
power and brutality for Tony. Loves showing off his power, strength and endurance.
Goals in Life: Wants to always be in extremely good shape and be the best at everything
he does. Used to desire being a world wrestling champ, but no longer cares.
Insanity: Tony became addicted to power at an early age and its only getting worse.
In the last couple of years he has fits of aggression that he calls being "in a mood".

Psionics:

Base I.S.P.:

Name:

Occupation:

Notes:

Occupation:

Notes:

Occupation:

Notes:

24

Multipliers: Scrutiny: x 1 Investigation: x 2 Lesser: x 4 Greater: x
Psionic
I.S.P.
Psionic
Bio-Feedback (pg. 107)
8
Bio-Stasis Trance (pg. 108)
5
Deaden Senses (pg. 108)
4
Death Trance (pg. 108)
1
Demon Punch (pg. 108)
6
Ectoplasmic Disguise (pg. 110)
12
Impervious to Fire (pg. 111)
4
Impervious to Cold (pg. 111)
2
Impervious to Poison (pg. 112)
4
Levitation (pg. 112)
V
Nightvision (pg. 112)
4
Mind Block (pg. 112)
4
Resist Pain (pg. 113)
6
Summon Inner Strength -pg. 114
4
Telekinetic Leap (pg. 115)
8
Meditation (pg. 101)
0

6 Ancient: x 10
I.S.P.

Special Equipment and Magic Weapons & Objects
Type:

Description:

Type:

Description:

Type:

Description:

Type:

Description:

Notes
-When Tony attacks a victim from behind, it does Critical Damage
-Tony gets a +5 to any Hold or Lock attempts, and a +2 to any grapple move he attempts
Note: The "Revised Grappling Rules" on page 39-41 of the Rifter #3 is a great resource for this.
Note that locks and holds never do Hit Point Damage.

Miscellaneous
Leaping Distance:
Run:
Swim:

15 mph (max)
-

4ft / 8.5ft (P)

Up:

mph (max)

Across:

8.5ft / 17ft (P)

25 melees

330 feet per melee

41 feet per attack

-Tony also has a +7 bonus to Maintain Balance when a knockdown attack has succeeded.

-

-

-

Again, see Ninja's and Superspies page 131 for more details.

minutes

feet per melee

feet per attack

Bonus to Intimidate: 70% Maximum carry weight: 700 lbs. Max lift weight: 1400 lbs.

