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Introduction
“This is Patricia Watanabe, reporting live from the 
steps of the Municipal Courthouse, on the first day 
of this historic trial…”

After all the terrors he has inflicted upon society, Dr. 
Victor Marsden, better known to the world as Dr Null, has 
at last been brought to justice. The eyes of the world are 
turned to the city courthouse as the fate of the scientific 
mastermind is decided.

This trial of the century provides the dramatic backdrop 
for the adventure’s action, the abduction of boy genius 
Melvin Thackery by his estranged father and failed 
mastermind supervillain Professor Chaos. At first 
the scenes with Melvin may seem to be an unrelated 
distraction from the larger issue of Dr Null’s trial. As the 
action proceeds heroes may even incorrectly guess that 
Dr Null is really Melvin’s father, and that his kidnapping 
relates to some escape plan. In the end the two plots 
come together when Melvin tries to cement his reputation 
as a scientific mastermind by destroying Dr Null.

Can the heroes save the most dangerous man in the 
world from being annihilated by a rampaging eight‑year 
old? Even Dr Null is innocent until proven guilty. And can 
Melvin be saved from himself, or is the next great evil 
genius emerging right before the heroes’ eyes?

This scenario is designed for three or four PL 10 
heroes and includes notes for adjusting difficulty where 
appropriate. There are some scenes where you can 
include Action Shticks from other Lame Mage adventures 
if you have them but they are not necessary for play. 
Complete stats for Dr Null are included in Dr Null: Battle 
on the Bay Bridge, a free download.

Dr Null? I thought he was dead!
The details of how Dr Null came into custody are 
intentionally left vague since they depend on how your 
previous games with Dr Null went.

If the heroes already captured him you are all set. But 
what if Dr Null got vaporized by the imploding Nega‑
Sphere at the Blake River Dam when you ran Death of 
Dr Null? Or did he fall into the volcano when you ran 
Ice Age from Evil Genius #1: World Domination? Not 
a problem: the Trial of Dr Null includes options for Dr 
Null’s unexpected return.

If you have not run other Dr Null adventures and want 
to introduce the world‑threatening mastermind for the 
first time, the Past Crimes of Dr Null section includes 
suggestions for establishing his criminal credentials and 
using the trial as his first appearance for your heroes.

Introduction ......................................................................2
Dr Null? I thought he was dead! ..............................2

Running a Trial Subplot...................................................3
Twists & Turns .........................................................3
Involving the Heroes ................................................3
A Speedy Trial..........................................................4

Like Father, Like Son .......................................................4
Comedy or Tragedy (GM Craft) ...............................4
Game at a Glance–Interweaving the Plots ..............4

Revelations .....................................................................5
Action ..............................................................................5

Part 1–Terror in the Cafeteria ......................................5
Grounded .................................................................6
Child Psychology (GM Craft) ...................................6

Trial Interlude 1–Trial of the Century ...........................6
Part 2–Tea with Mrs. Thackery ....................................6

Kidnapping ...............................................................6
Unidentified Fleeing Object......................................7
If the Heroes Win .....................................................7

Trial Interlude 2 ...........................................................7
Part 3–Yet Another Secret Warehouse ........................7

Tracking Down the Octosaucer ...............................7
Professor Who? .......................................................8
Coming of Age .........................................................8
Curses, Foiled Again!...............................................8

Trial Interlude 3 ...........................................................9
Finale–There Can Be Only One!.....................................9

Trial Finale–The Verdict ............................................10

Trial of Dr Null ................................................................10
Trial Interlude 1–the Trial of the Century ...................10
Trial Interlude 2 .........................................................10
Trial Interlude 3 .........................................................10
Finale–The Verdict ....................................................10

Trial Options ..................................................................11
Option 1–Temporary Insanity ....................................11

Twists & Turns .......................................................11
Hero Testimony ......................................................11
The Big Picture ......................................................11

Option 2–The Wrong Dr Null .....................................11
Twists & Turns .......................................................11
Hero Testimony ......................................................12
The Big Picture ......................................................12

Past Crimes of Dr Null ..................................................12
Origin of Dr Null ............................................................13
Further Adventures .......................................................14

Citizen Null.............................................................14
Clone Wars ............................................................14

Characters .......................................................................15
Melvin Thackery ............................................................15
Professor Chaos ...........................................................16
Octosaucer....................................................................17
Video Grid Monsters .....................................................18

Appendices ......................................................................19
GM Fast Reference Sheet ............................................19
Player Handout Illustrations ..........................................20



- � -Like Father, Like Son (Trial of Dr Null)

cross‑exam, so they will ask questions too. You can 
play out a small section of the testimony (especially 
if there will be a surprise question), or summarize it 
after the fact.

 This does not mean that all heroes who do testify have 
to be played out. If there is nothing interesting to say, 
just note that the hero testified or run a post-scene 
discussing the testimony after the fact.

Interviewed by the Press–Reporters crowd the 
courtroom steps, and they will certainly crowd a well‑
known hero as she tries to make it into the courtroom. 

Melvin Thackery has been getting into a lot of trouble 
at school recently: constructing make‑shift rockets out 
of fire extinguisher tanks, turning vending machines into 
robotic destructo‑bots–not the usual pranks of an eight‑
year old delinquent.

His mother hopes it is just a phase, but she’s really afraid 
he’s taking after his father. Vera Thackery divorced her 
husband, Herbert Billings, several years ago, after 
he declared his intention to quit his job at the patent 
office and pursue his dream of becoming an infamous 
supervillain, Professor Chaos!

It was the last straw. She knew it would be hard to raise 
a boy without a male role model in the house, but an 
evil genius hardly seemed like the kind of influence that 
young Melvin needed. She reverted to her maiden name 
and hoped to never see her husband again.

In the years that have followed, Billings’ progress in the 
supervillain sphere has not been all he had hoped for. 
Despite his best efforts he remains a complete unknown, 
a B-list mad scientist next to figures like Dr Null. But 
why? His inventions are just as ingenious, his schemes 
just as nefarious, but no one seems to care. But instead 
of provoking terror, the name Professor Chaos usually 
provokes a chorus of “professor who?”

It’s frustrating to say the least, and the constant failure 
has made him think more about his former life. Maybe 
it is just loneliness, but it has awakened a strong urge 
to be reunited with his son, someone he can share his 
achievements with and eventually pass the torch to.

Comedy or Tragedy (GM Craft)
Professor Chaos is something of a laughing stock, a 
pitiful wannabe evil genius, but his life is also genuinely 
sad: a middle‑aged man pleading with his son for 
acceptance, only to have the boy mock him for being a 
failure, is pretty tragic.

So is Professor Chaos a comical or a tragic figure? Well, 
he can be some of both. The heroes might well be the 
first to mock him, but then feel some pity for the guy 
when his own son rejects him–even if they do beat him 
up and take him to jail a minute later.

The same applies to Melvin and even his mother. Melvin 
is a stereotypical egocentric child genius, and Vera is a 
stereotypical indulgent and protective mother, but that 
does not mean they can’t be real people too.

Game at a Glance–Interweaving the Plots
Courtroom drama is fun, but actually playing out a 
trial in a superhero game is not that interesting unless 
someone is going to burst through a wall and try to melt 
the judge. By running the trial as a background plot, you 
can highlight interesting twists and turns of the case 
and let the heroes have philosophical discussions about 
justice, but mix it up with action from the foreground plot 
they can sink their teeth into.

In this adventure the scenes alternate between dealing 
with the crises created by Melvin and Professor Chaos 
(foreground plot) and following the events of the trial 

Like Father, Like Son
Parenting can be a challenge, particularly when your child wants to grow up to be a criminal mastermind. But 
should it really be such a surprise, when his father was a supervillain before him?

Answering the press might put the hero on the spot 
just as much as testifying, but without any of the polite 
rules of order.

News Flash–The heroes hear the latest twist through 
the news. They are not at the trial, but once they have 
the info it may spark a good roleplaying interlude.

A Speedy Trial
Instead of taking months the way a real trial might, you 
can compress an entire trial into what seems like only a 
few days of game time.



Player Handout Illustrations



- �1 - Like Father, Like Son (Trial of Dr Null)

OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights 
Reserved.
1. Definitions: (a)”Contributors” means the copyright and/or trademark owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise 
distribute; (d)”Open Game Content” means the game mechanic and includes the methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified 
as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under 
copyright law, but specifically excludes Product Identity. (e) “Product Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, 
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual or audio representations; 
names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game 
Content; (f) “Trademark” means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or 
the associated products contributed to the Open Game License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement.
2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content 
distributed using this License.
3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, 
non-exclusive license with the exact terms of this License to Use, the Open Game Content.
5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions 
are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License.
6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT 
NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.
7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in 
another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability 
with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content 
does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall 
retain all rights, title and interest in and to that Product Identity.
8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content.
9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.
10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.
11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.
12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.
13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of 
becoming aware of the breach. All sublicenses shall survive the termination of this License.
14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 
make it enforceable.
15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.
System Reference Document, Copyright 2000, Wizards of the Coast, Inc., Authors Jonathan Tweet, Monte Cook, Skip Williams, based on 
original material by E. Gary Gygax and Dave Arneson.
Modern System Reference Document, Copyright 2002-2004, Wizards of the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman, 
Charles Ryan, Eric Cagle, David Noonan, Stan!, Christopher Perkins, Rodney Thompson, and JD Wiker, based on material by Jonathan Tweet, 
Monte Cook, Skip Williams, Richard Baker, Peter Adkison, Bruce R. Cordell, John Tynes, Andy Collins, and JD Wiker.
Mutants & Masterminds, Copyright 2002, Green Ronin Publishing; Author Steve Kenson.
Silver Age Sentinels d20, Copyright 2002, Guardians of Orders, Inc.; Authors Stephen Kenson, Mark C. Mackinnon, Jeff Mackintosh, Jesse 
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