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Channel #1 – Intro

I was just trying to decide what kind of series to do now—know that I had finished up my fan series for C.A.H based on “Jem”: “Gem” I have three types—mystery based with a talking cat (a cat take on Scooby-Doo), and two superhero series (“The Elements” and “The Mermaid”. When I hit “Toon Zone” on March 23, 2007, I saw a review for the new “Teenage Ninja Mutant Turtles” movie—and that make me think of mutants (full mutants such as the “X-Men” and half-mutants such as the already mention turtle teens.) I know that both “The Elements” and “The Mermaid Squads” are mutants. I could decide which one to write—both of are superheroes—in different ways—“The Elements” are more like alien superheroes then a regular mutants—and I don’t have a good view on their powers yet. “The Mermaid Squad” is my girl-take on the half-mutant/half-human route. Heck, the Teenage Turtles have a few in common the Mermaid Squad besides both groups being half mutants as the following list shows:

· Both groups are sea-going creatures—even know the mermaid is a fiction creature.
· Both groups use only weapons and a vehicle.

· Both group chow down on a fast food type of food. The Turtles are to pizza as The Mermaids are to cheeseburgers.

· A female with a month first name and an Irish last name helps both groups. April O’Neil helps the Turtles, while May O’Brian helps the Mermaid Squad.
· Both groups are teenagers. 

Here is what you will find in each chapter:

· Channel #1 – Intro – You are reading this channel right now. 

· Channel #2 - Behind the Scenes – Learn how the show become to be.

· Channel #3 – The Silly Sirens’ Secret Origin – You can find out how the Mermaid Squad started up.

· Channel #4 – The Mermaid Squad – This chapter has the files on the Mermaid Squad members.
· Channel #5 – Allies – This chapter has the files on the allies of the group. 
· Channel #6 – Enemies – The chapters contain the files on the  bad guys that the Mermaid Squad

· Channel #7 – New Tokyo, Florida – This chapter is all about the city in which the Mermaid Squad calls home. 

· Channel #8 - A Sea of Seeds – A group of episode seeds for the first season. 
To play this game, you need the following:

· The “Cartoon Action Hour” rulebook or PFD file

· A couple of D12 dices. 

· Some of your follow Earthlings

· Some imagination  

· And this file

Channel #2 – Behind the Scenes


May O’Brian was worried. While she was recovering from a failed run for President in 1987, she had a nightmare. She saw her daughter, Morgan O’Brian upset. As she tried, Morgan revealed that all shows showed hate to half-mutants by everyone. May could not believe Morgan’s mouth—but Morgan turned on the tube—and every cartoon on the television had the same theme. At this time, she awaken to her own daughter who need a drink of water to get over her nightmare—a regular one—the kid goes to school in his underwater type kind.
“Maid Up”—a comedic movie about mermaid that shows her tail when wet becomes the blockbuster of that summary. Checking rumors with her pals in the Hollywood, she learned that Walter Studio was planning to do a story based on one of Hans Christen Anderson’s most famous tales, “The Little Mermaid.” May liked the story—but hated the ending. With almost of every thinking of mermaids thanks to “Maid Up”, May come up with doing an action show about a group of mermaids. She knew Jack Slice, the head of “Cheesy Sandwich Films” for an old game show—they were both contest on the game show “Jeopardy”—neither one of them winning the game.  Jack was looking for some new. “Cheesy Sandwich Films” has been floating pretty well on their past hits—but they hit a roadblock in the middle 1980s—and been doing smaller animations for live-action education shows for public broadcast networks. May told her idea to Jack. Jack checked with other animation studios. Everyone studio person called stated that May had a cute idea. The studio told Jack to take it or end up being drestory by their own studio’s cartoons.  


Jack and May got together with the entire studios together to puzzle out ideas—but some up with a good summary of where they are going to be doing. One person from the market department comes up with the idea to called “The Mermaid Squad”. This sound good to May and that title become the show.   
The show started airing in fall of 1989. Not so far into the run, Cheesy Film make a deal with Queen Company to make toys based on their series.  Soon, you could find the Mermaid Squad on everything.  The critics were annoyed as human treated then as regular superhero—one of the critics stated, “With out the hate of another group, it’s just a regular toy cartoon”—but the kids kept snapping them and watched the show regular. The cartoon reviewers were a lot more kidder to “The Silly Sirens”. 

Of course, as wise writer once written—“All things good and bad must come to an end”—and even cartoons are no exceptions from this rule of the universe. The networks were swapped with superheroes—and wanted some different. The different come in from of Japanese anime dub for America kids—and the kids were eating up. The Internet was still young—and no one expected that anyone would discover the truth about their studio’s cartoons.  May discover bad ratings in 1997—and decide to save her show—and took it off the air. The toy line floated on for until after Jan 4, 1998, when Queen Company canned the toy line.
In 2002, one of the Big Four networks, “Owl” asked if Jack if they were do a new version for their own kid block, “Owl Kids”. Jack was mostly like interesting in it—but he need to talk to May. May agree it if Owl Studios did one thing for her: Owl Studios must put the entire original series on DVD. Owl Studio is the middle of doing that—they are at halfway point by putting out Season 4.  They are plans for a CGI movie down the road based on the cartoon series. 
Channel #3 – The Silly Sirens’ Secret Origin

In 1950s, a dude named Steve Tons talked a lot about “Atlantis”, but he did not have much proof to please anyone. Just before the end of spring of 1959, Steve Tons jumped from the top of Light Tower—and exploded in a mess of blood; according to the citizen of “New Tokyo, Florida”— or that Steve wanted to them to believe. 

Steve Tons comes up with an idea to get proof. First off, throw a dummy off Light Tower, the highest place in “New Tokyo”, which was done. Next, transform him into a strange person. He turned on his lab robot, Dare, who modified Steve form and body into the evil Dr. Snot. 

Dare, being a worrywart—and thinking failure may happen—splitter herself into five pieces and hidden herself into different places in New Tokyo, Florida—and then put herself on stay-by mode. 
In the middle 1960s, the New Tokyo police got embarrassed by some one kidnapping of four teenage girls from New Tokyo. At the fall of 1969, the police officers arrested Dr. Snot for the kidnapping of the girls.  

In the middle 1980s, May O’Brian was looking for something new for New Tokyo’s zoo—and discovered four eggs in so-called haunted house. Soon after leads, one of Dare’s back-up energy  battery boxes sent out an electric beam to send a group orbs to attempt on attack on May’s car—but she was stop was save by John Arts, a self-made man in “the master of all sports”. Angry at her failure, the orbs found Dare’s body parts and put her back together. Dare takes off to locate the eggs—but cannot find. The reason (unknown to her) is that Dr. Snot did not get her a chance to put the entire map of “New Tokyo” in her data—but she thinks she has a small clue where her master is—in prison
Meanwhile, Jack and May ended up at May’s late grandfather home, Rock Island’s Lighthouse. Lighthouse is an old lighthouse that has a long history—which kept most boat away from the rocky island. As they take care of the eggs, they hatched into half-humans/half-fish—“mermaids” as Jack call them. The only thing that mermaids could recall is that they were human and kidnapped by a mysterious person— but cannot recall their true full names at all.  Using name of famous fictional females from her favorite books, she renamed the mermaids: Alice [Main character of “Alice in Wonderland” and “Alice and the Looking Glass”], Dorothy [Main character of “The Wizard of Oz”], Charlotte [One of the major characters of “Charlotte’s Web”], and Pippi [The major character of “Pippi Longstocking”]. However, the ruin and water-logged shirts make May nervous—lucky for them, Jack knows what’s up—and gives May the address to hid sister, Jill Arts who created a high-tech spray that prevents clothes from being ruined by water.  As they head off to give the waterproofed blouses to the new mermaids, Dare finally breaks Dr. Snot out of prison. 
After getting dress, the mermaids go to town (using blanket/wheelchairs to hide their tails)—May is getting a bit of worried—but when Dare shows up again—they able to knock Dare’s limbs off.  With Dare’s defeat, Dr. Snot shows up—and tries to convince the “Silly Sirens”, they are his own creation—but Dorothy recalled the face of her kidnapper when she hit the pipe during her imprison. Let us just say, “Steamed up” is an understatement of the year award winner when you talking about how angry Dr. Snot is.  Snot takes the better of valor—and jets off, not before he states in angry voice, “You hadn’t seen the last me, Stupid Sirens!”
With Dr. Snot gone and this information spilled-out, the Alice put a new meaning on the lines, “grilling the shrimp” knows. Dorothy reveals that she was the only one fully-awaken at the time of the transformation:
“I come to awareness in a dark corner of a room. Far away, they was a light that not to far away.  I thought I was in danger of a lifetime. I tried to move my legs to get up. A voice tells me that escape is impossible. The man’s face was twice as ugly as frog—I take that back, I am insulting the frog. I asked, ‘Why?’ The one of the man’s hands point down—my arms chain to a metal table—one of connected to my right hand was bit rusted—but the light moved—the man must have been using a flashlight. I saw that my legs chained as if it they were dangerous. I saw three other tables with similar-chained legs—I recalled that three other girls were kidnapped from their homes before me.  The man’s voice stated, ‘Since you can’t escape or harm me, I might as well tell you I’m going to do. You are going to be hit by Mutant Ray and Speed Up Life Force Machine or M.R.A.S.U.L.F. for short. This will transform you into mermaids—but when it does — the Life Force will age you so hard that you will become skeletons-which I use to do what I been doing for a lifetime!’ I thought I was going to die—I had do something—so as the machine become active—I hit the what I thought wall—but I heard the man’s  voice yelled, ‘YOU STUPID GIRL! THAT WAS THE LIFE FORCE’S MAIN PIPE! THAT MEANS I CANNOT AGE YOU AT FORCE ALL, BUT I CAN DO THIS, BUT IF I DON’T RETURN, THE EGGS WILL HATCH WHEN YOU ARE YOUR REGULAR TEENAGE AGES AGAIN!’ At the end of man’s angry rant, I saw Dr. Snot’s face—and he turned a switch by below by right hand—and soon—I was an egg again.”


Knowing that Dr. Snot will try to get them, the mermaids decide to become the warriors against evil in all of its forms. Back at the Light House, the Mermaid Squad started to training in various weapons—and Charlotte decided to add weapons to the speedboat.
Channel #4 – The Mermaid Squad 

Series Guide:
SERIES: “THE MERMAID SQUAD”

TAGLINE: “Evil is all washed up!”

PC CHARACTERS: “The Mermaid Squad”
TRAIT MAX LEVEL = 4 (5)

CPs: 150 CPs sounds about right.

DEFAULT SIZE = Medium

IMPORTANT TRAITS =

The “Body” Trait must be zero or above. Swimming is very important to this series.
ALLOW SPECIAL ABILITIES = 
The allowed special abilities are the following: Weapons, animal companions, & vehicles. 

MISC. NOTES: All “Mermaid Squad” must get a story hook of “No Legs” at moderate or major. All “Mermaid Squad” members have the following SA free of charge.
Mermaid Water-Life 
(Misc. SA, Power: Medium, Effect: Medium) 

This power allows the mermaid to live and breathe in water without the need to surface. 

Cost: 0 SCPs (4 SCPS when not playing “The Mermaid Squad”)

The files below are all about the four Mermaid Squads member. They are special GM only notes about their original families. 
-M-
Alice

“The Witty Mermaid”

Hurt Points = 37
Size = Medium

Oomph = 3

Stunt Points = 3

Story Hooks: 

· No legs – Major

· Doesn’t know who or where her family is -- Moderate

· Witty – Moderate
Traits:
· Body = 2

· Willpower = 2

· Coordination =  -1

· Armed Combat = 2

· Unarmed Combat = 2

· Knowledge = 3 (Movies) 
· Persuasion = 1/2 (Questions)

Special Abilities:
Medium Sword [Offense SA, Power: Low, Effect: Medium]

Jill made this weapon for Alice use. It is uses the same waterproof formula as her own clothes. 
DM Rating = Body+3 [-3]

Range = Short 
Bonus: Weightless [-3] 

Restrictions: Item [+2]

Cost: 4 CPs

Mermaid Water-Life 

(Misc. SA, Power: Medium, Effect: Medium) 

This power allows the mermaid to live and breathe in water without the need to surface. 

Cost: 0 SCPs (4 SCPS when not playing “The Mermaid Squad”)

Total CPs: 150 CPs

Appearance:  Alice appears as a red-hair teenage mermaid with her chest area covered by a blue and white stripped dress. There is a special red belt with a buckle shape in the letter “A” that contains her sword--hanging just bit before her body turns from human to fish. Her tail is a red as her hair. 

Background: Alice is one of the four female teenagers kidnapped by Dr. Snot. She did not know her real name—and so she named Alice by the book loving May so May can talk with out calling her a mermaid.

Personality: Alice is quiet and usually has many questions about mermaids. Sometimes, Alice used as a guinea pig for May’s study of mermaids. When in battle, Alice puts her sword to good use against all that is rotten.  She has a good rival going with Dorothy. 

-M-

Charlotte 

“The Smart Mermaid”

Hurt Points = 38
Size = Medium

Oomph = 1

Stunt Point = 1

Story Hooks:

· No legs – Major

· Smart – Moderate

· Has a ego – Moderate
Traits:  

· Body = 2
· Willpower = 3 

· Ranged Combat = 3

· Armed Combat = 1

· Coordination = 1

· Computer = 2

· Inventor = 4 

· Psychology = 3 

· Science = 2

· Medical = 2

· Repair = 2

Special Abilities

Long Staff [Offense SA, Power: Medium]
Jill Arts decide this waterproof weapon for Charlotte to use. 

DM Rating: Body+4 [-4]

Range: Long [-4]
Bonus: Weightless [-3]

Restrictions: Item [+2]

Cost:   18 CPs

Siren Speeder [Vehicle SA, Power: Medium]
This is the Mermaid Squad’s transport. It is a green speedboat with laser cannon on the front end. Charlotte drives more often then any other Mermaid Squad member.

Mode of Travel: Sea [-2]; Rating: 4 (2)

Traits: Armor = 1; Body = 2; Speed = 3, Appearance = 4

Laser Cannon (Weapon, DM-Rating = X-10 [-20], Bonuses = Vehicle Class [-8])
Captivity = 4 humans exposed [-3]

Size: Large 

Structure Points = 60 Structure Points

VDM = 6

Cost: 20 CPs (100 SCPs)
Mermaid Water-Life 

(Misc. SA, Power: Medium, Effect: Medium) 

This power allows the mermaid to live and breathe in water without the need to surface. 

Cost: 0 SCPs (4 SCPS when not playing “The Mermaid Squad”)

Total: 150 CPs
Appearance: Charlotte appears as black-haired teenage mermaid. Her chest area covered up by a waterproofed black blouse. Near the end of the blouse, there is her white belt with a buckle in the shape of the letter “C” containing her staff.  Her trail is black.
Background:  She is one of the teenage girls kidnapped by Dr. Snot. She was called Charlotte because May need a name for her. 

Personality: Charlotte is very polite—hardly anything gets her steamed up. She has an ego when one of her inventions works. She has discovered that it is impossible to cure—if Dr. Snot did not revere the group back to being eggs, they might have been a medium chance of getting their legs back. She is usually the one driving the Siren Speeder, the Mermaid’s speedboat. 
GM’s Notes:

Charlotte was Cindy Spider. Cindy Spider’s mom is Mary Spider. Mary works at the Sea Island’s Public Library. Her aged father, John Spider, is retired and stays home a lot.  
During a battle with Dr. Snot, who was after a special rare book at the library, Charlotte and Mary punched Dr. Snot at the same time. Something in their brain clicked, and they recalled each other. Charlotte learned that the “The Wish Gem” was the rare book. In addition, with foes they new were after it. Charlotte led the gang on the hunt for it—and drestory “The Wish Store”. They brought the moronic members of their rogue gallery back to jail—while the smart villains took off to battle the Mermaid Squad on another day.
The Mermaids usually visit Sea Island’s Library time to time—even before they know Mary Spider as Charlotte’s mother. 
-M-
Dorothy

“The Mermaid Squad’s Leader”

Hurt Points = 45
Size = Medium

Oomph = 4
Stunt Points = 4 

Story Hooks:

· No legs – Major

· The Mermaid Squad’s Leader – Major

Traits:

· Body = 4

· Willpower = 4

· Armed Combat = 3 

· Unarmed Combat = 1

· Perception = 2

· Psychology = 1/2 (Mermaid Squad)
· Knowledge = 2 (Mermaid Squad)

· Medical = 1 

· Ranged Combat = 1/2 (Crossbow)

Special Abilities:
Crossbow (Offense SA, Power: Medium)
Jill Art created this waterproof weapon for Dorothy. 

DM: X+5 [+6]

RANGE: Medium [+4]

BONUSES: Collapsible [+4]

RESTRUTIONS: Item [-2], Charges, Minor (Need to have Jill create more water-proof arrows) [-2]
COST: 6 CPs

Mermaid Water-Life 

(Misc. SA, Power: Medium, Effect: Medium) 

This power allows the mermaid to live and breathe in water without the need to surface. 

Cost: 0 SCPs (4 SCPS when not playing “The Mermaid Squad”)

Appearance: Dorothy appears as a blonde hair teenage mermaid. A white blouse with a pocket covers her chest area. The outside of the pocket has the letter “D” on it. Inside the pocket is where Dorothy puts her crossbow when not in use.

Background: Dorothy is one of the four teenage girls kidnapped by Dr. Snot. She was named Dorothy because May need a name for her. 

Personality: Dorothy is friendly to all most of citizens of New Tokyo, Florida. She is quiet close to their founder, May O’Brian. She has leaded the group against vile villains that attacks the town. 
GM’s Notes:

Dorothy was Donna Wind. Donna’s father is William Wind, the uncle of May O’Brian.  Her mother is Jessica Wind. William Wind’s job is New Tokyo Zoo’s owner. Jessica Wind’s job is New Tokyo zookeeper.

The Mermaid Squad learns that after they saved a girl from a train that stated her name is Donna Wind. The girl was too sweet for her own good—and some how Dorothy thought that girl was lying up a storm.  The bad new is that the zookeeper did not believe Dorothy on Donna.  May O’Brian watch the event in surprise—as she realized Dorothy was her cousin! Some one was faking Donna. 


It turned out the girl was really Rhonda Wind, who believed Dorothy was her old sister. Rhonda Wind was a baby at the time of Dorothy’s kidnapping. After the Mermaid were able to get back the zoo animals from aliens. Jessica Wind reveals that she knew Dorothy was Donna—but kept quiet—for Dorothy’s snake. 

-M-

Pippi

“The Weird Mermaid”

Hurt Points =33
Size = Medium

Oomph = 2 

Stunt Points = 2
Story Hooks:

· No legs – Major

· Loves fast-food – Moderate

· Weird - Moderate

Traits:

· Body = 1
· Willpower = 2

· Unarmed Combat = 3

· Armed Combat = 4

· Knowledge = 4  [New Tokyo, Florida] 

· Artist = -4

· Writing = 1

Special Abilities:

Whip (Offense SA, Power: Medium)

Jill Arts make this waterproof whip for Pippi. This is the long weapon that group’s has. 

DM: X+8 [12]

RANGE: Long [4]

BONUSES: Collapsible [4]

RESTRUTIONS: Item [-2]
COST: 14 CPs

Mermaid Water-Life 

(Misc. SA, Power: Medium, Effect: Medium) 

This power allows the mermaid to live and breathe in water without the need to surface. 

Cost: 0 SCPs (4 SCPS when not playing “The Mermaid Squad”)

Total CPs: 150 CPs

Appearance: Pippi appears as a brown-haired teenage mermaid. A yellow blouse covers her chest area. Near the end of the blouse, there is a belt with a belt buckle in the shape of the letter “P”. The belt buckle hides Pippi’s weapon.  Pippi’s trail is orange.
Background: Pippi is one of the four teenage girls that Dr. Snot kidnapped. May named her Pippi so that May can talk to Pippi like a normal human being. 

Personality: In her own words, Pippi stated, “I’m the weird one of this group”. She has her weird tastes—and weird habits. Some times, Pippi’s weirdness can save the day from any evil that comes the Mermaid Squad’s way.  She is the one that usually get the fast food—and more often then not—the food is cheeseburgers.  

GM’s Notes:

Pippi’s real name is Patrick Pipe. Her dad is Paul Pipe. Her mother is Patty Pipe. Paul and Patty run a Turtle Plumber Service that headquartered in Turtle Island.  
Angry at the Mermaid Squad for re-jailing Dr. Snot, Dare tried to took matter in her own robotic hands. She attempts to use her power to cause chaos on Turtle Island. As usual, the Mermaid Squad had a hard time with her, but somehow Pippi knocked Dare into van used by Paul and Patty. As usual, Dare decided to do the better part of valor and split the scene.

Something in Pippi and her parent’s brain clicked, and they recall her true name. The Pipes are loyal as ever to the Mermaid Squad—thought Dorothy was surprise that Pippi and her parents turned against them after the meeting. It was a secret plan to shut down, Dare to prevent her from freeing Dr. Snot. It did not last long, Dr. Snot soon escape and turned her back on.

-M-

If the GM does not like anything, he or she welcomed to change anything.

Channel #5 – Allies

This channel contains files. I do not counted the mermaid squad’s real family members, but very important people that the Mermaid Squads run into most often. I give the most common allies 100 CPs. 

-M-

May O’Brian

“The Mermaid Squad Founder”
Hurt Points = 33 
Size = Medium

Oomph = 1
Stunt Point = 0

Story Hooks:

· Likes fantasy stories – Moderate

· Founder of the “Mermaid Squad” – Moderate

· Dream: To analyzing all fictional characters – Minor

Traits:

· Knowledge = 3 (Sea animals)

· Body = 1

· Willpower = 1

· Athletic = 2 

· Piloting = 2

· Persuasion = 1  
Total CPs: 100 CPs
Appearance: May O’Brian is a 29-year-old woman with blonde hair. She is dressed in a green blouse, green skirt, and green boots. 
Background: She was born to the Brains on April 19, 1960. She was always very curious about sea animals—both real and fictional. She decided to become a marine biologist—some who study water animals. She was the one that found the eggs that become the Mermaid Squad. 
Personality: She is normal for a late 1980s woman. She is most friendly with all of the Mermaid Squad—and the one that visit with the Mermaid Squad most often.  

-M-
Jack Arts

“The Sport Genius”

Hurt Points = 36

Size = Medium

Oomph = 0

Stunt Points = 0

Story Hooks: 

· Trained in all sports – Moderate

· Jill Arts’s brother -- Moderate

· Consider himself a “master of all jacks, sport-type” – Moderate

· Can be too quiet for his own good – Minor

Traits: 
· Body = 2

· Willpower = 1

· Knowledge = 3 (Sports)

· Coordination = 3 

· Unharmed Combat = 2 

· Ranged Combat = 3

· Armed Combat = 3

· Riding = 2

· Driving = 2

· Piloting = 2

Total CP: 100 CPs

Appearance: From far away, Jack Arts looks a normal 25-year-old human with red hair. Up-close, Jack has bit of muscle. He is usually dressed in a blue T-shirt, and blue jogging pants. He wears male sandals, much to his twin sister’s annoyance.
Background: Jack was born into the Arts family on Oct. 11, 1964. At age 5, he did not know what to do—his sister has become a genius in all fields—expects the one dealing with sports. Then, it hit him like—in his own words, “a ton of bricks”—he may be the athlete of the family.  He learned all the tricks of every sport in the world He trained the Mermaid Squad in their weapons.

Personality: Very friendly—thought he is a sometimes a little too quiet for his own good. He loves to annoy his sister, Jill, with his smelly feet. 

-M-

Jill Arts

“Weapon Maker”

Hurt Points =

Size = Medium

Oomph = 0

Stunt Points = 0

Story Hooks:

· Has a ego – Moderate

· Dislikes her brother’s smelly feet – Minor

· Jack Arts’s sister -- Moderate

Traits:

· Science = 4
· Knowledge = 3 (The World)

· Medical = 2

· Body = -1

· Willpower = 4

· Computers = 3

· Repair = 2

· Psychology = 1

· Writing = 1

· Inventor = 3 

Total Cost: 150 CPs

Appearance: Jill appears as a normal 25-year-old woman with a blue shirt underneath a white lab coat. Jill wears pink sneakers. 
Background: Born to the Arts on June 14, 1964, she becomes a genius in all most all mind-based fields. She befriended the Mermaid Squad and created their waterproof weapons for them.

Personality: Jill is friendly. She is more willing to talk to anyone then her brother, Jack. More often then not, she is creating the waterproof arrows for Dorothy’s crossbow. 
-M-

The follow is a list of minor allies that appear—for lack of better words: “one in a blue moon.” 

Lt. Linda Polar: Linda is a well-known police officer that. She appears to a red-hair 35-year-old woman in the usual blue police uniform. Despite all the donuts she eats, she is still around 90-120 lbs. area. She can get along nicely with the Mermaid Squad.

Sgt. Thomas Nixon: The army has a base on Battleship Island. This base runs under Tomas command. He is a 40-year-old man with white hair dressed in a uniform of a branch of the America Aired Forces. [The GM is free to pick out which branch of the American Armed Force Thomas is in. Default is the Navy.] He does not get along with Dorothy much—since sometimes her plans ruin his base.
Mike Mystery: Despite her name, she is a blonde hair woman dressed in a black blouse, black pants, and black boots. She is the head of the FBI Department in Florida. She is usually quiet—unless she STEAMED up about something or other. 

Dorigaza: He is the galaxy’s most famous private eye. He appears as a green skin lizard with two antennas wearing an old trench coat. He usually handles two cases at one time—usually one leads to a water-filled area. He is allergic to water—this forcing him to yank the Mermaid Squad to do what he cannot do—while he works on another caper.  
Queen Lorida: Lorida lives in parallel universe. In this universe, mermaids are the main species of Earth. Lorida rules the land know as Evergreen. She summons uses magic to summon the Mermaid Squad over to her universe to stop an evil doer. 

Mayor Donald Dragon: D.D. is the mayor of New Tokyo, Florida. He is more annoyed by villains then by Mermaid Squad. 

-M-
The following is the goon-rating chart… 

	Group
	Goon Rating

	Cops

These are the famous donut-eating clichés that appears in almost every cartoon.
	3-5

	Army Persons

These people are just cops with a lot more freedom to be insane and a lack of donuts.
	4-6

	Firefighters

These people send half of the time putting out fire and half of the time saving kitten stuck in trees.
	2-6

	FBI Agents

These people are the one that government try to kept under their control
	6-9

	Men In Black

This group is a bunch of aliens that protect the earth from the forces of evil.
	9-11

	Mermaid Knights

This group is Queen Lorida’s famous guardians against all that is evil in Queen Lorida’s country.
	8-10



	Galaxy Patrollers

This group tries to stop space criminals from having entire planets under their evil heels.
	10-12


Channel #6 – Enemies

This chapter contains the files of the villains. They are few types of villains in The Mermaid Squad villains. 

MINOR VILLIANS: 
This section contains minor villains that can annoy the Mermaid Squad.  This type gets 100 CPs for this series.
-M-


Luke “Tough” Handle

“The Wannabe Gangster”

Hurt Points = 40
Size = Medium

Oomph = 2

Stunt Points = 2

Story Hooks:

· Wants to a be gangster – Moderate

· Mamma Boy – Moderate
Traits:
· Body = 3

· Willpower = 2

· Streetwise = 2

· Ranged Combat = 1

· Athletics = 1

· Unarmed Combat = 1

· Persuasion = 2

Special Abilities:
Luke’s Pistol
(Attack Power Level: Medium) = 4

Luke made this pistol when he decided to become a gangster. He uses it a lot.

DR: 4+2 [= 4]

Range = Medium [2]

Bonuses: Advantage, Minor (Luke is not a stupid head, and he put a silencer on his gun.)  1]

Restrictions: Charges, Moderate (Luke need to refill his pistol if it runs out bullets) [-2], Item [-2] 

Cost: 7 CPs

Total CPs: 100

Appearance: Luke is a 6-foot red-haired man in 25-years-old mark with a so-so face, a round body, and long legs. He is dressed in a Hawaii T-shirt, black leather jacket, blue jeans, and sneakers. 
Background: His widowed mother raised Luke since he was a baby. He hated the heroes on the TV, and routed for the villains. This routine annoyed the other kids badly. One day, while his mother was out shopping—he found out that his father was member of an organized crime group. He built his gun and started to work his way into crime. 

Personality:  He is a pretty much a momma boy when with other people—exceptions are the police officers and the Mermaid Squad members. He speaks in “movie gangster” talk. 
-M-

John “Mr. Blood” Tissue

“The New Tokyo’s Crime Boss”

Hurt Points = 41
Size = Medium

Stunt Points = 1

Oomph = 1

Story Hooks:
· Works for the mob – Major

Traits:

· Body = 3

· Willpower = 3

· Coordination = 1

· Driving = 2

· Piloting = 2

· Ranged Combat = 3

· Armed Combat = 2

· Unarmed Combat = 1 

· Demolitions = 1
· Knowledge = 3 (Underworld)

· Streetwise = 2

Special Abilities:

Mr. Blood’s Mafia Gangsters

(Goons, Power Level: Medium) = 4

These gangs are the usual mafia gangsters. They are dressed in black t-shirts, black shorts, and sandals. Hey, even the mafia knows the whether is usual is very hot in Florida!

Goon Rating = 5 [10 CPs]
Mob Quality = 1 [6 CPs]

Total Cost = 20 CPs
Total CP cost: 100 CPs

Appearance: Mr. Blood appears to a bald man in the late 30s/early 40-age range of life. He is dressed in a brown T-shirt, brown shirts, and sandals. 
Background:  Mr. Blood’s background is unknown. No one on the police force or in the mob can get him to talk about his past. Luke got lucky on Mr. Blood once—and learned that Mr. Blood was born into the mob. 

Personality: Mr. Blood personality is very James Bond-escape in a way. He has a calm manner that no one questions. He usually has his goons do the fighting for him, but if cornered he will fight against who cornered him. 
-M-

The following are the moderate villains. This group can go toe to toe with the Mermaid Squad. They got the same number of CPs, as the Mermaid Squad did. That was 150 CPs—if case, you have forgotten.

-M-

Fangs

“The Mutant Wolf”

Hurt Points = 45
Size = Medium

Oomph = 2 

Stunt Points = 2

Story Hooks: 
· Has a nightmare-ish temper - Major

· People confuse him for a werewolf – Moderate

· Does not like pure-humans – Major

· Archrival:  Pippi – Major
Traits:

· Body = 4
· Will Power = 4

· Unharmed Combat = 3

· Armed Combat = 3

· Stealth = 3

· Disguises = 3

Special Abilities:

Wolf Fangs: 

(OSA, Power: Low, Effects: Medium)

This is Wolf’s fangs. He has to open this mouth to use this attack. Usually it ends up in the Mermaid Squad’s tails breaking the fangs—much to his annoyance. . 

DM = 2 + Body  
RESTRUTIONS: Major Disadvantage (Wolf must open his mouth to use this attack)

COST = 2 CPs

Wolf Claws:

(OSA, Power: Medium, Effect: Medium)

This is Wolf’s claws. This is this most common attack in Wolf’s claw. 

DM = 4 + Body

COST = 4 CPs


TP Cost: 150 CPs

Appearance:  He appears as a six-foot giant wolf with brown fur. When he is in disguise, he wears a large trench coat, army boots, sunglasses, and 10-gallon hat.  
Background:  

Years ago, in the dessert of New Mexico, the United States of America tested out a “Laser Bomb”—a new type of bomb. An exile from a wolf pack walked into the laser bomb and change into a wolf human. They got him with help from Sgt. Thomas Nixon. Nixon kept the body until the wolf human awaken up from his nap. Now, Fangs as he calls himself is one of the Mermaid’s well-known anti-hero.

Personality: Really hates humans. He wants to drestory all humans in the world. He dislikes being confused for a werewolf.  He calls the Mermaid Squad, “those teenaged fish sticks”. He really hates Pippi’s calling him the “Wannabe Werewolf”—and usually that Squad member’s tail that gets Wolf’s fangs broken. 
-M-
Grota

“The Annoying Snake Creature”
Hurt Points = 44
Size = Medium 

Oomph = 1

Stunt Point = 1

Story Hooks: 

· Loves snakes – Major

· Has a ego - Moderate 
Traits: 
· Body = 4 

· Willpower = 3

· Stealth =  2

· Unharmed Combat = 1 

· Armed Combat = 2

· Knowledge  = 3 (Snakes)

Special Abilities:

Venom Acid 

(OSA, Power: Low, Effect: Medium)

This is Grota’s major attack. Like the mutant wolf, Grota needs to open her mouth up to lunch her attack.

DM = 2 + Body
RESTRICTIONS = Major Disadvantage (Grota must open her mouth to use this attack)
Cost = 2 CPs

Calling All Snakes:

(Goons, Power Level: Low, Effect: Medium]
This goon power allows her to call the nearest group of snakes to attack the enemies.
Goon Rating = 4 [10 CPS]
Mob Quality = 2 [16 CPs]

Cost = 26 CPs
Total Cost: 150 CPs

Background:  Years ago, Grota was a normal snake in a Greece school. One day, a

Greece kid lost his Greece mythology book near Grota book. Grota had a habit of crawling though the vents in the reptile house—much to the annoyance of the other animals. Grota was able to read all about Mesuda, the famous snake-hair woman that turned people to stone. Grota was able to escape the zoo discovered that Greece had found the famous head of Mesuda. When confront with the famous monster’s head, she was transformed into a snake human
Appearance:  Grota is appears as a baldheaded snake-like human dressed in a white togas and white sandals. 

Personality: The Mermaid Squad considers Grota a decent—if annoying—villain.  Like usual, Grota sneaks in the stereotyped snake-man/snake-woman by hissing her “S’s”. 

-M-

This is what you might call the major villains. The villains here are 200 CPs

-M

Dr.  Snot

“The Bone Hunter”

Hurt Points = 33
Size = Medium

Oomph = 4 

Stunt Points = 3

Story Hooks:

· Always sneezes – Major

· Clumsy as a ox – Moderate
· Puts all of his trust in Dare -- Major

Traits:

· Body = 1
· Willpower = 1

· Coordination = -3

· Unarmed Combat = -3

· Armed Combat = -3

· Ranged Combat = 1

· Computers = 2

· Knowledge = 2 (Mermaids)

· Inventor = 2

TP: 200 CPs
Background:  He was one Steve Tons, who believed that Atlantis existed. All of New Tokyo rejected him, because he had no proof. Angry at the city, he kidnapped the five teenagers—who will become his major enemies—the Mermaid Squad. 

Appearance: He appears to a white-hair man dress in a green t-shirt, blue jeans, combat boots, and a black lab coat cover with green snot. 
Personality: He is the evil mad doctor to the letter T. He always sneezing during his plan’s runs down. 

-M-

Dare

“Dr. Snot’s Robot Helper”

Hurt Points = 41
Size = Medium

Oomph = 4

Stunt Points = 3

Story Hooks:

· Loyal to Dr. Snot – Major

· Arch-Rivals: The Mermaid Squad – Major

Traits:

· Armed Combat = 2
· Ranged Combat = 2

· Unarmed Combat = 2

· Athletics = 1

· Body = 3 

· Willpower = 2  
· Computers = 2 

· Stealth = 1

· Repair = 2

· Streetwise = 1 

Special Abilities: 

Robot Attacks:

(Spell Cluster, Power: High)\
This covers all of the possible attacks Dare has inside her robot body.

Cluster Pool = 10 


Restriction = Disadvantage, Major (Must fight inside Dare’s medium size robot frame.)

Total cost: 52

Robot Orbs

(Goon SA, Power Level: Medium)

This are Dare’s small orbs that can give the Mermaid Squad a rough time
Goon Factor = 6

Mob Quality = 1

Restrictions = Disadvantage, Major (No arms or legs)

Total cost: 12 CPs

Total Character CPs: 200 CPs

-M-

The follow villains are usually appearance once in the blue moon. 

Tankar: A robot built by the army in order to drestory Dare. Dare turned this army protect evil, but the Mermaid Squad were able to drestory it—but they wreck the army’s base in the battle. 
Count Dracula: The infamous vampire of Bram Stroker’s novel who plotting to the entire blood bank of New Tokyo.

Trotaza: Trotaza lives in a parallel universe. In this universe, mermaids are the main species of Earth. Trotaza is a problem that Queen Lorida has to summon the Mermaid Squad to deal with. Trotaza is an evil mermaid wizard with many attacks and army of evil knights to do her dirty work. 
The Black Knight: The mermaid assumes that this knight is the ghost of the third infamous member of King Arthur’s rouges. In reality, it is a misguided attempt by a mythical loving rival of May O’ Brain, named Tina Turtle. Tina believes completely the Mermaid Squads are enemies. However, Season 3, they learn her real identity, and Tina becomes helping hand or a fake villain as bait. 

Princess Zara-Tiya: She is the leader of Atlantis. Believing her city to be invisible to all harm, she rejected claims of earthquakes. She is curse to attack the first four half mermaids to appearance in the 20th century until either she is dead or there are. Her weakness is fire. This fire weakness puts her in a comma for a year. 
Vorzulia: She is one of the most dangerous space villains of all time. She is a humanoid alien that lives on a water-full planet called Oceania. Usually one of Dorigaza’s two cases led to Vorzulia’s planet

-M-

The following are the villain’s goon chart.

	Goon Type
	Goon Rating

	Teenage Gang

This gang is more into stealing stuff or just getting a rival gang off the street.
	1-3

	Adult Gang

This group is more troublesome then a teenage gang.
	2-4

	Robbers
This criminal group is usually the type that robs jewelry stores and banks.
	3-6

	Mr. Blood’s Mafia Gangsters

These gangs are the usual mafia gangsters. They are dressed in black t-shirts, black shorts, and sandals. Hey, even the mafia knows the whether is usual is very hot in Florida!
	5

	Robot Orbs

This are Dare’s small orbs that can give the Mermaid Squad a rough time
	6

	Called Snakes

This is Grota’s calling her race’s species to help her out of a jam.
	3-5

	Trotaza’s Servants
This group help Trotaza in her evil plans against the good mermaids of the Everglade
	4-7

	Princess Zara-Tiya’s Bodyguard 
This group usually follows their princess’s order. 
	6-9

	Vorzulia’s Space Wreckers

This is one of the most dangerous foes of evil in the galaxy. 
	7-12


Channel #7 – New Tokyo, Florida

This is all about the town in which the Mermaid Squad called home. 
History: 

New Tokyo, Florida stated out just a little bit before the end of WWII as some of the Japanese decided to hide out in Eastern half of the Americans. After a bit of a time in Liverpool, they decide Florida as the most logical place for them to do. They decide on creating a few main islands off the coast of Florida. 
The FBI discovered—and after talking—agreed to help the Japanese get use to America’s area.  Since much of the islands were small—the Japanese used mostly boats to get around the city. They built a Lighthouse on Rock Island, to kept boats away. An Irish-American knows as William O’Brian runs the lighthouse until 1985, when a new Lighthouse built on Beach Island.

In the early of the 1960s, they built the tallest building in the city, Light Tower. In the 1970s, this location was where Steve Tons throw a dummy of himself off.

More islands created in the summers of 1980, 1981, & 1982. Roads finally added to the spring of New Florida in 1983. 

Famous Landmarks: 

One of the most famous landmarks is Light Tower, the tallest building the city. Every New Year Eves, from 9 PM to 12 AM, the citizens of New Tokyo get together to celebrate the up-coming year in Light Tower’s garden area. 

Another landmark is the Old Lighthouse on Rocky Island, which is the Mermaid Squad’s headquarters.  

Another landmark is Coral Beach, which is a beach on Beach Island. Every summer, these 20 miles of coast filled with enough people to equal the grain of sands in the Coral Beach itself.
Usually Weather:  

The usually weather for New Tokyo, Florida is usually the between the following number: 55-95 degrees. Mostly during the wintertime, New Tokyo, Florida, gets its’ share of rainstorms. One in a great while, a hurricane shows up in New Tokyo. 

Schools:

Public schools follow the usual American route. Private Schools have their own routines. There is at least one grade school, one junior high school, and one high school for each of the 40 islands that make up New Tokyo, Island—Downtown Island, the largest island is an exception—with two high schools only.

Edo College is a famous college on Lesson Island. The government of New Tokyo founds the college. The most common student goes for Journal classes here. However, law and medical are still second places for a common student.
Newspapers:  
Serious Papers:  The Daily Horn and the New Tokyo Journal are the best-known common newspapers written in New Tokyo.  Sliver Press Inc. is a book-size newspaper for business people. 

Not-So-Serious Papers: The Alien Journal is the town’s gossipy tabloid, which contains a brunch of unbelievable stories in it—usually about werewolf, aliens, Elvis’s ghost, weird crimes, etc.

Entertainment:
Of course, the old saying is true even in cartoon land, “All work and no play can make Jack [or Jill] a dull boy [or girl].” This part covers entertainment in New Tokyo, Florida. 

Sports: 

There are no pro teams in New Tokyo. Edo College has a college baseball team (Edo Ninjas) and a college football team (Edo Knights). 

The New Tokyo, Florida citizens can cheer on the following Florida teams:

	Name
	Game
	Year Founded
	1980s routines

	Tampa Bay Buccaneers
	Football
	1976
	They had been on a losing streak.

	Miami Dolphins
	Football
	1966
	Winning streak that looks unbeatable.

	Orlando Magic
	Basketball
	1989
	This is a new team.

	Miami Heat
	Basketball
	1988
	This is sophomore team.


Movies: 

Of course, movies had been popular since the invention of the film camera by Thomas Edison.  The following table is a list of all movies that appeared in theaters during the year of 1989 and their genre when available by Wikipedia.  Stars in the movie title are moves that one or more Mermaid Squad might watch. They are twenty-four indoor theaters, ¼ of them being the drive-in type.
	Movie Title
	Genre

	“84 Charlie Mopic” 
	Fictional Documentary

	“The Abyss”*
	Science Fiction 

	“All Dogs Go To Heaven”*
	Animated original film 

	“Apartment Zero”
	Foreign political film (South America country)

	“Back To Future: Part II”*
	Science-Fiction 

	“Batman”*
	Pulp Magazine/Comic Book film

	“Bert Rigby, You’re A Fool”
	This movie genre is not available. Guess: Comedy 

	“Bill and Ted’s Excellent Adventure”*
	Comedy/Science Fiction

	“Born on The Fourth of July”
	Drama

	“The ‘Burbs”
	Dark Comedy

	“Buy and Cell”
	This movie genre is not available.  

	“Cameron’s Closet”
	This movie genre is not available. 

	“Chances Are”*
	Romantic Comedy

	“Checking Out”
	This movie genre is not available

	“Cinema Paradiso”
	Foreign Historical Drama (Italian)

	“A City of Sadness”
	Foreign Historical Drama (China)

	“Cohen & Tate” 
	This movie genre is not available

	“Cold Feet”
	This movie genre is not available. Guess: Horror

	“Cousins”*
	Comedy 

	“Criminal Law”
	Thriller 

	“Crusoe”
	This movie genre is not available. Guess: Movie Book (Media version of a book)

	“Cyborg”
	Action/Science Fiction

	“The Dawning”
	This movie genre is not available. Guess: Horror

	“Dead Bang”
	Drama

	“Dead Calm”
	Thriller

	“Dead Poets Society”*
	Drama

	“DeepStar Six”
	Horror/Science Fiction

	“Disorganized Crime”*
	Comedy/Crime Story

	“Do The Right Thing”
	Drama 

	“The Dream Team”
	Comedy

	“The Dressmaker”
	This movie genre is not available. Guess: Comedy/Drama

	“Driving Miss Daisy”
	Comedy/Buddy Picture

	“Drugstore Cowboy”
	Drama

	“Edge of Sanity”
	This movie genre is not available. Guess: Horror/Thriller

	“The Experts”
	This movie genre is not available.

	“Farewell to The King”
	War Movie (World War II)

	“Fat Man And Little Boy”/”Shadow Makers”
	War Movie (World War II)

	“Fields of Dreams”*
	Sport Movie (Ghostly Baseball Players)

	“Fletch Lives”*
	Comedy 

	“The Fly II”
	Horror/Science Fiction

	“For Queen and Country”
	Crime Story/Thriller

	“Friday the 13th Part VIII: Jason Takes Manhattan”
	Horror

	“Getting It Right”
	This movie genre is not available.

	“Ghostbusters II”*
	Science Fiction/Comedy

	“Gleaming the Cube”/ “A Brother’s Justice”/ “Skate or Die” 
	Drama

	“Glory”
	War Movie (The American Civil War)

	“Great Balls of Fires”*
	Famous Person (Jerry Lee Lewis)

	“Hard Times”
	This movie genre is not available.

	“Heart of Midnight”
	This movie genre is not available.

	“Heathers”
	Dark Comedy/Teenagers

	“Henry V”
	Movie Book (A Play by William Shakespeare)

	“Her Alibi”*
	Romantic Comedy

	“Honey, I Shrunk The Kids”*
	Kid Movie/Science Fiction

	“Horror Show”
	This movie genre is not available. Guess: Horror 

	“How I Got Into College”*
	Romantic Comedy

	“How To Get Ahead In Adverting”
	Foreign Comedy (United Kingdom)

	“Indiana Jones And The Last Crusade”*
	Adventure Movie

	“Jacknife”
	Drama

	“January Man”
	Thriller

	“Jesus of Montreal” 
	Foreign Movie (Quebec, Canada)

	“K-9”
	Comedy/Animal Movie (Dog Cop)

	“Killing Dad”
	This movie genre is not available. Guess: Horror

	“Lauderdale” / “Spring Break USA” / “Spring Fever USA”
	Comedy

	“Lean on Me”
	Biographical Drama (Joe Clark)

	“Leningrad Cowboys Go American”
	Fictional Biographical (Rock Band) /Foreign Road Movie (Finland)

	“Lethal Weapon 2”*
	Action

	“License to Kill” 
	Action/Spy Movie (James Bond)

	“The Little Mermaid”*
	Animated Musical Fairy Tale 

	“Look Who’s Talking”*
	Comedy

	“Major League”*
	Comedy / Sport Movie (Baseball)

	“Meet The Feebles”
	Dark Comedy

	“Meet The Hollowheads”
	Dark Comedy/Science Fiction

	“Miss Firecreaker”*
	Comedy

	“Music Box”
	Drama

	“My 20th Century”
	Foreign Comedy/Foreign Drama (Hungary) 

	“My Left Foot”
	Biographical Movie (Christy Brown)

	“My Mom’s A Werewolf”
	Horror / Comedy

	“Mystery Train”
	Collection of Short Films

	“New York Stories”
	Collection of Short Films

	“A Nightmare on Elm Street -- Part 5: The Dream Child” 
	Horror

	“No Holds Barred”*
	Sport Movie (Wresting)

	“Parenthood”*
	Comedy / Drama

	“Pen & Teller Get Killed”
	Dark Comedy

	“Prom Night III: The Last Kiss”
	This movie genre is unknown

	“Return To Paradise”
	Drama

	“Roger & Me”
	Event Movie 

	“Rosalie Goes Shopping”
	Foreign Film (Germany)

	“sex, lies and videotape”
	Drama

	“Sleepaway Camp III:  Teenage Wasteland”
	Horror / Comedy

	“Society” 
	Horror

	“She’s Out of Control”*
	Comedy

	“The Toxic Avenger: Part II”*
	Comedy / Horror / Action

	“The Toxic Avenger: Part II – The Last Temptation of Toxie”
	Comedy / Horror / Action”

	“True Love”*
	Comedy

	“UHF”*
	Comedy 

	“Uncle Buck”*
	Comedy / Drama

	“War Requiem”
	This movie does not have a genre. 

	“The War of the Roses”
	Dark Comedy

	“When Harry Met Sally…”
	Romantic Comedy

	“White Hot” / “Crack in the Mirror”
	This movie genre is not available. Guess: Action

	“The Wizard”*
	Kid Movie


TV:  The following table contains events, debuts, and ending from Wikipeida’s 1989 in television. It has stick with mostly American television shows. Some events may be missing dates. Some of kept our world networks in his post.
	Month
	Day
	Event

	January
	N/A
	The newsmagazine series, “Inside Edition” premieres in syndication

	January
	3
	“The Arsenio Hall Show” premiers in syndication

	January
	9
	Pat Sajak leaves the daytime version of “Wheel of Fortune” for a CBS late night talk show while remaining on the nighttime version--his daytime hosting role was taken over by taken by Rolf Benirschke--and, then by Bob Goen. 

	January
	9
	“The Pat Sajak Show” debuts on CBS.

	January 
	13
	Final Episode of “Ryan’s Hope”, a soap opera

	March 
	9
	Final Episode of “Webster”, a comedy

	March 
	11 
	First episode of “Cops”, a camera in cop car show

	March
	18
	Final Episode of “It’s A Living”, a  comedy

	March
	24
	Two games show air their final episodes. The game show are “$ale of the Century” & “Super Password”

	March
	31
	The game show, “Card Sharks” ends its’ final episode.

	April 
	24
	“The New Mickey Mouse Club” appears on the Disney Channel

	May
	N/A.
	Donna Mills makes her last appearance as the vile Abby on “Knots Landing”

	May 
	10
	Final episode of “Dynasty”, a nighttime soap opera

	May 
	14
	Final episodes of “Family Ties”, a comedy, and “Moonlight”, a drama aired.

In the season finale of “Dallas”, Sue Ellen reveals plans to make J.R. Ewing a laughing stock. 



	May
	21
	The secret cop drama, “Miami Vice”, airs its’ final episode.

	May
	22
	“Kate & Allie”, a comedy, airs it final episode.

	June 
	10
	The horror tales series known as “Tales From The Crypt” appears on HBO.

	July
	5
	“The Seinfeld Chronicles” the show about nothing appears. Later, the show will be shorted to “Seinfeld”—and become a hot comedy for NBC.

	July
	17
	The daytime version of “Wheel of Fortune” moves from NBC to CBS.

	August
	4
	“Highway to Heaven” airs its final episode.

	August 
	20
	“Save By the Bell” appears on NBC in prime time. 

	September 
	9
	Disney’s “The Gummi Bears” & “Winnie Pooh” join forces on ABC for a year.

	September
	12
	“Life Goes On” airs its first episode on ABC.

	September 
	22
	“Baywatch” airs first episode on NBC.

“Family Matters” airs first episode on ABC.

	September 
	29
	Susan Sullivan’s character, “Maggie Gioberti Channing” is killed off in the season premiere of “Falcon Crest”

	October
	7
	The music ends for Dick Clark’s “American Bandstand” as its airs its final episode.

	October
	7
	“Major League Baseball on NBC” airs its final episode. 

	November
	3
	“The Price is Right” unhooks “The Phone Game”

	November
	26
	Bob Saget hosts the first episode of “American’s Funniest Home Video.”

	December
	6
	“Pinwheel” airs its final episode.

	December
	17
	The first episode of the “The Simpsons” airs on Fox.

	December
	18
	A rare Christmas episode of “I Love Lucy” from 1956 is re-aired.


The following table is the channel guide for New Tokyo. It lists all channels for the Mermaid’s Squad home city. UHF-VHF is all broadcast networks, while Cable stands for all cable own networks. As usual, I am sticking with American networks. PTV stands for Pay-To-View networks. In the () bellows are the call letters for the networks
	Name
	Channel Number
	Network Type
	Based on 
	Founded In:

	XYZ (WXYZ)
	3
	UHF-VHF/Commercial
	ABC
	1948

	CABO (WCABO)
	4
	UHF-VHF/Commercial
	CBS 
	1948

	OWL  (WOWL)
	5
	UHF-VHF/Commercial
	FOX
	1986

	AMBO (WAMBO)
	6
	UHF-VHF/Commercial
	NBC
	1946

	The Inside Shopping Channel
	7
	UHF-VHF/Shopping Channel
	The Shop At Home Channel
	1987

	SNC 
	8
	UHF-VHF/Shopping
	HSM
	1985

	CBC 
	9
	UHF-VHF/Religion 
	TBN
	1973

	RTV 
	10
	UHF-VHF/Religion
	Christian Television Network
	1979

	UHF (WUHF)
	12
	UHF-VHF/Impendent Commercial
	Impendent Commercial Networks
	1988

	NETO (WNETO) 
	14
	UHF-VHF/City’s Network
	City’s Network
	1988

	YSN (WYSN 11)
	11
	UHF-VHF/Education 
	PBS
	1970

	Artiment
	20
	Cable/Entertainment
	A&E
	1984

	The Old Show Network
	21
	Cable/Entertainment
	The American Life Network (was know as “GoodLife TV” Network & “The Nostalgia Channel”)
	1985

	Excellent Network
	22
	Cable/Entertainment
	BRAVO
	1980

	H
	23
	Cable/Entertainment
	E
	1987

	WSS  
	24
	Cable/Commercial
	Superstation WGN
	1978

	Turn 
	25
	Cable/Commercial
	Turner’s TBS
	1976

	Mite
	26
	Cable/Commercial
	Turner’s TNT
	1988

	“Look Into TV Magazine Channel Guide”
	27
	Cable/Commercial
	TV Guide Network
	1988

	United Network
	28
	Cable/Commercial 
	USA Network
	1977

	The Walter  Channel
	29
	PTV/Entertainment
	The Disney Channel
	1983

	Slime Network/Classic Network
	30
	Cable/Kids Show – Cable/Entertainment
	Nickelodeon / Nick At Nite
	1979

	FAMNEL
	31 
	Cable/Entertainment
	Family Channel
	1979

	Live Network
	32
	Cable/Entertainment
	Lifetime Network
	1984

	African-American TV


	33
	Cable/Entertainment
	Black Entertainment
	1980

	The World Channel
	34
	Cable/Education
	The Discovery Channel
	1985

	EFL
	35
	Cable/Education 
	TLC
	1972

	The Travelers’ Channel
	36
	Cable/Education 
	The Travel Channel
	1987

	Classic Movies United
	37
	Cable/Movies
	America Movies Classics
	1984

	BOC
	38
	PTV/Movies
	HBO
	1972

	MOVMAX
	39
	PTV/Movies
	CINEMAX
	1980

	Stagetime
	40
	PTV/Movies
	Showtime
	1976

	VTV
	41
	Cable/Music Videos
	MTV
	1981

	MH-1
	42
	Cable/Music Videos
	VH-1
	1982

	Congress-H  
	43
	Cable/News
	C-SPN
	1976

	Congress-S
	44
	Cable/News 
	C-SPN 2 
	1986

	News Network
	45
	Cable/News
	CNN
	1980

	Headlines
	46
	Cable/News
	Headline News Network
	1982

	Sport Network
	47
	Cable/Sports
	ESPN
	1979

	CVQ
	48
	Cable/Shopping
	QVC 
	1986


Cartoons: Even if you call them wannabe-anime or animated comedy/dramas—most 1980s animated series considered by many Americans to be cartoons. XYZ, CABO, OWL and AMBO air Saturday cartoons. UHF does the daily cartoons—in the morning from 7:00 AM to 9:00 AM –and in the after from 3:00 PM and 5:00 MP.  Most common cartoon mention shows on Mermaid Squad are the following: “Warriors of The Cosmos”, “Transbots”, “Final Lap”, “Tommy K and the Star Kitties” & “Gem”. 
Video Games: Yep, this is part of a teenager’s life a well. The following table is a list of games that sent out before or during 1989 for the Nintendo Entertainment System games. The date of the Mermaid Squad’s founding is May 18, 1989—but the GM has the freedom to change it to any date in 1989.  
	Name
	Genre
	Month / Year

(Year—If Month is Missing)
	Company 

	10-Yard Fight
	Sports – Football
	October 1985
	Nintendo

	1942
	Shooter – Air War
	November 1986
	Capcom

	1943: The Battle For Midway
	Shooter – Air War
	October 1988
	Capcom

	3-D WorldRunner
	Shooter – Ground War
	September 1987
	Acclaim (Square)

	720
	Sports – Skateboarding
	November 1989
	Mindscape (Atari)

	Adventure Island
	Action
	September  1988
	Hudson Soft

	The Adventure of Bayou Billy
	Action
	June 1989
	Konami

	The Adventure of Captain Comic
	Platformer
	1989
	Color Dreams

[Unlicensed] 

	The Adventures of  Dino Riki
	Shooter
	September  1989
	Hudson Soft

	The Adventures of Lolo
	Puzzle
	April 1989
	HAL

	The Adventure of  Tom Sawyer
	Platformer
	August 1989
	Seta

	After Burner
	Shooter – Air War
	1989
	Tengen (a.k.a Atari) [Unlicensed]

	Air Fortress
	Shooter – Air War / Platformer
	September 1988
	Hal

	Airwolf
	Shooter – Air War
	June 1988
	Acclaim

	Alien Syndrome
	Shooter – Ground War
	1989
	Tengen (a.k.a. Atari) 
[Unlicensed]

	All-Pro Baseball
	Sports – Baseball
	December 1989
	Vic Tokai

	Alpha Mission
	Shooter –Air War
	October 1987
	SNK

	Amagon
	Platformer
	April 1989
	American Sammy

	Anticipation
	Misc. 
	November 1988
	Nintendo

	Archon
	Board  Game – Battle Chess 
	December 1989
	Activision

	Arkanoid
	Puzzle
	August 1987
	Taito

	Athena
	Platformer
	August 1987
	SNK

	Athletic World
	Sports – Track & Field
	July 1987
	Bandai

	Baby Boomer
	Action
	1989
	Color Dreams [Unlicensed]

	Back To Future
	Action
	September 1989
	LJN

	Bad Street Brawler
	Punch & Kicker
	September 1989
	Mattel

	Balloon Fight
	Puzzle
	June 1986
	Nintendo

	Bandai Golf: Challenge Pebble Beach
	Sports – Golfing
	February 1989
	Bandai

	Baseball
	Sports – Baseball
	October 1985
	Nintendo

	Baseball Stars
	Sports – Baseball
	July 1989
	SNK

	Bases Loaded
	Sports – Baseball
	July 1989
	Jaleco

	The Battle of Olympus
	Platformer
	December 1989
	Broderbund

	Bionic Commando
	Platformer
	December 1988
	Capcom

	The Black Bass USA
	Sports – Fishing
	September 1989
	Hot B

	Blades of Steels
	Sports – Hockey
	December 1988
	Konami

	Blaster Master
	Adventure
	November 1988
	Sunsoft

	Break Thru
	Puzzle
	November 1987
	Data East

	Bubble Bobble
	Action
	November 1988
	Taito

	The Bug Bunny Crazy Castle
	Puzzle
	August 1989
	Kemco

	Bump & Jump
	Racing
	December 1988
	Vic Tokai

	Burger Time
	Action
	May 1987
	Data East

	California Games 
	Sports – 1980s California Fads
	June 1989
	Milton Bradley Company

	Casino Kid
	Card Games
	October 1989
	Sofel

	Castlequest
	Adventure / Puzzle
	September  1989


	ASCII

	Castlevania
	Platformer
	May 1987
	Konami

	Castlevania II: Simon’s Quest
	Platformer
	December 1988
	Konami



	Championship Bowling
	Sports – Bowling
	December 1989
	Romstar

	Chiller
	Shooter – Ground War
	1989
	American Games Cartridges

[Unlicensed]

	Chubby Cherub
	Action
	October 1986
	Bandai

	City Connection
	Action
	May 1989
	Jaleco

	Clu Clu Land
	Puzzle
	October 1985
	Nintendo

	Cobra Triangle
	Racing
	July 1989
	Nintendo

(Rare)

	Commando
	Shooter – Ground War
	November 1986
	Capcom

	Contra
	Shooter – Ground War
	February 1988
	Konami

	Cyberniod: The Fighting Machine
	Shooter – Air War
	December 1989
	Acclaim

	Dance Aerobics
	Misc.
	March 1989
	Nintendo

	Deadly Towers
	Action / RPG
	September 1987
	Broderbund

	Defender II 
	Shooter 
	July 1988
	HAL

	Defender of the Crown
	Strategy / RPG
	July 1989
	Ultra

	Desert Commander
	Strategy
	June 1989
	Kemco

	Dig Dug 2: Trouble In Paradise 
	Action /Arcade
	December 1989
	Bandai

	Donkey Kong 
	Action / Arcade 
	June 1986
	Nintendo

	Donkey Kong 3
	Action / Arcade
	June 1986 
	Nintendo

	Donkey Kong Classics
	Action / Arcade
	October 1988
	Nintendo

	Donkey Kong Jr. 
	Action / Arcade
	June 1986
	Nintendo

	Donkey Kong Math
	Action / Arcade / Education
	October 1985
	Nintendo

	Double Dragon
	Punch & Kicker
	June 1988
	Tradewest

	Double Dribble
	Sports – Basketball
	September 1987
	Konami

	Dr. Chaos
	Action / Adventure
	November 1988
	FCI

	Dr. Jekyll and Mr. Hyde
	Action / Adventure / Media Based – Classic Book
	April 1989
	Bandai

	Dragon Power
	Action / Adventure 
	March 1988
	Bandai

	Dragon Warrior
	RPG
	August 1989
	Nintendo
(Enix)

	Duck Hunt
	Misc.
	October 1985
	Nintendo

	DuckTales
	Platformer
	September 1989
	Capcom

	Elevator Action
	Arcade / Action
	August 1987
	Taito

	Excitebike 
	Racing
	October 1985
	Nintendo

	Fantasy Zone
	Shooter – Air War 
	1987
	Tengen

(a.k.a. Atari)

[Unlicensed]

	Faxandadu
	Platformer / Adventure / RPG
	August 1989
	Nintendo

	Fester’s Quest
	Action / Adventure / Media Based – TV Show (The Addams Family)
	September 1989
	Sunsoft

	Fist of the North Star
	Punch & Kick
	April 1989
	Taxan

	Freedom Force
	Shooter – Ground War
	April 1988
	Sunsoft

	Friday the Thirteenth 
	Action / Adventure / Media Based - Movie 
	February 1989
	LJN

	Galaga
	Shooter – Air War
	September 1988 
	Bandai

	Gauntlet
	Arcade / Action
	1985
	Tengen (a.k.a Atari)

[Unlicensed]

	Ghostbusters
	Action / Media Based – Movie
	October 1988
	Activision 

	Ghosts N’ Goblins
	Platformer
	November 1986
	Capcom

	Goal
	Sports – Soccer
	October 1989
	Jaleco

	Godzilla
	Media Based – Japanese Monster Movie (Godzilla)
	October 1989
	Toho

	Golgo 13: Top Secret Episode
	Action / Shooter – Ground War
	September 1988
	Vic Tokai

	The Goonies II
	Action / Adventure 
	November 1987
	Konami

	Gotcha: The Sport
	Misc.
	November 1987
	LJN

	Gradius 
	Shooter – Air War
	December 1986
	Konami

	The Guardian Legend
	Shooter – Air War / Adventure
	April 1989
	Broderbund

	Guerrilla War
	Shooter – Ground War
	June 1989
	SNK

	Gumshoe
	Shooter – Ground War
	June 1986
	Nintendo

	Gun-Smoke
	Shooter – Ground War
	February 1988
	Capcom

	Gyromite
	Misc.
	October 1985
	Nintendo

	Gyruss
	Shooter – Air War
	February 1989
	Konami

	Hogan’s Alley
	Misc.
	October 1985
	Nintendo

	Hollywood Squares
	Media Based – Game Show
	September 1989
	Gametak

	Hoops
	Sports – Basketball
	June 1989
	Jaleco

	Hydlide 
	RPG 
	June 1989 
	FCI

	Ice Climber 
	Action
	October 1985
	Nintendo

	Ice Hockey
	Sports – Hockey
	March 1988
	Nintendo

	Ikari Warriors
	Shooter – Ground War
	May 1987
	SNK

	Ikari Warriors II: Victory Road
	Shooter – Ground War
	April 1988
	SNK

	Indiana Jones and the Temple of Doom
	Action / Adventure
	December 1988
	Mindscape

	Iron Tank
	Unknown
	July 1988
	SNK

	Ironsword: Wizard & Warlords II
	Action / Adventure
	December 1989
	Acclaim

	Jackal
	Shooter – Ground War
	September 1988
	Konami

	Jaws
	Action / Media Based on Movie (Jaws)
	November 1987
	LJN

	Jeopardy
	Media Based – Game Show
	September 1989
	Gametak

	Jeopardy : Jr. Edition
	Media – Based – Game Show
	October 1989
	Gametak

	John Elway’s Quarterback
	Sports – Football
	March 1989
	Tradewest

	Jordan vs. Bird: One on One
	Sports – Basketball
	August 1989
	Milton Bradley Company

	Joust
	Action / Arcade 
	October 1988
	HAL

	Karate Champ
	Fighting 
	November  1986
	Data East

	The Karate Kid
	Platformer / Media Based – Movie
	November 1987
	LJN

	Karnov 
	Platformer 
	January
	Data East

	Kid  Icarus
	Platformer
	July 1987
	Nintendo

	Kid Niki: Radical Ninja
	Unknown – Guess: Platformer / Arcade
	November 1987
	Data East

	Knight Rider
	Racing 
	December 1989
	Acclaim

	Kung Fu
	Punch & Kick
	October 1985
	Nintendo

	Kung Fu Heroes 
	Unknown – Guess: Punch & Kirk
	March 1989
	Culture Brain

	Lee Trevino’s Fighting Golf
	Sports – Golfing 
	September 1988
	SNK

	Legacy of the Wizard
	Action / Adventure
	April 1989
	Broderbund

	The Legend of Kage
	Platformer 
	August 1987
	Taito

	The Legend of Zelda
	Action / Adventure 
	July 1987
	Nintendo

	Legendary Wings
	Shooter – Air War 
	July 1988
	Capcom1

	Life Force
	Shooter – Air War
	August 1988
	Konami

	Lode Runner
	Action / Arcade 
	September 1987
	Broderbund

	Lunar Pool
	Sports – Billiards
	October 1987
	FCI

	M.U.S.C.L.E
	Sports – Wresting
	October 1986
	Bandai

	Mach Rider
	Racing 
	October 1985
	Nintendo

	The Magic of Scheherazade
	 Adventure / Action / RPG
	December 1989
	Culture Brain

	Magmax
	Unknown
	October 1988
	FCI

	Major League Baseball
	Sports – Baseball
	April 1988
	LJN

	Mappyland
	Arcade / Action
	April 1989
	Taxan

	Marble Madness 
	Puzzle
	March 1989
	Milton Bradley Company

	Mario Bros.
	Action / Arcade
	June 1986
	Nintendo

	Marvel’s X-Men
	Action / Media Based – Comic Book
	December 1989
	LJN

	Master Chu  & The Drunkard Hu
	Unknown / 

Guess – Pick & Kick
	1989
	Color Dreams [Unlicensed]

	Mega Man
	Platformer
	December 1987
	Capcom 

	Mega Man 2
	Platformer
	June 1989
	Capcom

	Metal Gear
	Adventure
	June 1988
	Konami

	Metriod
	Adventure 
	August 1987
	Nintendo

	Mickey Mousecapade
	Platformer
	October 1988
	Capcom

	Mighty Bomb Jack
	Platformer
	July 1987
	Tecmo

	Mike Tyson’s Punch-Out
	Sports – Boxing
	October 1987
	Nintendo

	Millipede
	Arcade 
	October 1988
	HAL

	Milon’s Secret Castle 
	Action / Adventure
	September 1988
	Hudson Soft

	NFL  Football
	Sports – Football
	September 1989
	LJN

	Ninja Gaiden
	Platformer
	March 1989
	Tecmo

	Ninja Kid
	Unknown – Guess: Platformer
	October 1986
	Bandai

	Nobunaga’s Ambition
	Misc.
	June 1989
	Koei

	Operation Wolf
	Shooter – Ground War
	May 1989
	Taito

	Othello
	Board Game
	December 1988
	Acclaim

	P.O.W – Prisoners of War
	Punch & Kick
	September1989
	SNK

	Paperboy 
	Misc.
	December 1988
	Mindscape

	Pinball
	Arcade 
	October 1985
	Nintendo

	Popeye
	Media Based – Theater Cartoon / Arcade
	June 1986
	Nintendo

	Predator: Soon The Hunt Will Began
	Shooter – Ground War / Media Based – Movie 
	April 1989
	Activision

	Pro Wrestling
	Sports – Wrestling
	March 1987
	Nintendo

	Q*Bert
	Arcade / Puzzle
	February 1989
	Ultra

	R.C. Pro-Am Racing
	Racing
	February 1988
	Nintendo

	Rad Racer
	Racing
	October 1987
	Nintendo

	Raid on Bungeling Bay 
	Shooter – Air War
	September 1987
	Broderbund

	Rambo
	Platformer / Media Based – Movie
	May 1989
	Acclaim

	Rampage
	Arcade 
	December 1988
	Data East

	RBI Baseball
	Sports – Baseball
	1988
	Tengen 

(a.k.a. Atari) 

[Unlicensed]

	Renegade
	Punch & Kick
	January 1988
	Taito

	Ring King
	Sports – Boxing
	September 1987
	Data East

	Robocop
	Shooter – Ground War / Media Based – Movie
	December 1989
	Data East

	RoboWarrior
	Unknown
	December 1988
	Jaleco

	Romance of the Three Kingdom
	Misc.
	October 1989
	Koei

	Rush’n Attack
	Action / Platform
	April 1987
	Konami

	Rygar
	Action / Adventure
	July 1987
	Tecmo

	Section Z
	Unknown
	July 1987
	Capcom

	Seicross
	Racing
	October 1988
	FCI

	Sesame Street: 1-2-3
	Education
	January 1989
	Hi Tech

	Sesame Street: A-B-C
	Education
	September 1989
	Hi Tech

	Shadowgate
	Adventure / RPG
	December 1989
	Seika 

	Shooting Range 
	Misc.
	June 1989
	Bandai

	Short Order / Eggsplode
	Unknown – Guess: Arcade 
	December 1989
	Nintendo

	Side Pocket
	Sports – Billiards
	June 1987
	Data East

	Silent Service
	Shooter – Sea War 
	December  1989
	Ultra

	Skate or Die
	Sports – Skateboarding
	December 1988
	Ultra

	Sky Kid
	Shooter – Air War
	September 1987
	Sunsoft

	Sky Shark
	Shooter – Air War
	September 1989
	Taito

	Slalom
	Sports – Skiing 
	August  1987
	Rare 



	Soccer
	Sports – Soccer
	March 1987
	Nintendo

	Solomon’s Key
	Puzzle / Action
	July 1987
	Tecmo

	Spelunker
	Arcade
	September 1987
	Broderbund

	Spy Hunter 
	Racing
	September 1987
	Sunsoft

	Spy Vs Spy
	Misc. / Media – MAD Magazine’s “Spy Vs Spy” comic strips
	October 1988
	Kemco

	Sqoon
	Shooter – Sea War 
	September 1987
	Irem

	Stack Up
	Misc.
	October 1985
	Nintendo

	Stadium Events  / World Class Track Meet
	Sports – Track & Field
	September 1987
	Bandai

	Star Force
	Shooter – Air War
	November 1987
	Tecmo

	Star Soldier
	Shooter -  Air War
	January 1989
	Taxan

	Star Voyagar 
	Shooter – Air War
	September 1987
	Acclaim

	Stealth ATF
	Shooter – Air War
	October 1989
	Activision

	Stinger
	Shooter – Air War
	September 1987


	Konami

	Street Cop
	Punch & Kick
	June 1989
	Capcom

	Super Dodge Ball
	Sports – Dodge Ball
	June 1989
	Sony Imagesoft

	Super Mario Bros.
	Platformer 
	October 1985
	Nintendo

	Super Mario Bros & Duck Hunt
	Platformer [Mario Bros.] / Misc. [Duck Hunt]
	November 1988
	Nintendo

	Super Mario Bros. 2
	Platformer
	October 1988
	Nintendo

	Super Pitfall
	Arcade
	November 1988
	Activision



	Super Team Games
	Misc.
	November 1988
	Nintendo

	Superman 
	Adventure / Action
	December 1988
	Seika

	Taboo: The Sixth Sense
	Misc.
	April 1989
	Tradewest

	Tag Team Wrestling
	Sports – Wrestling
	October 1986
	Data East

	Tecmo Baseball
	Sports – Baseball
	January 1989
	Tecmo

	Tecmo Bowl
	Sports – Bowling
	February 1989
	Tecmo

	Teenage Mutant Ninja Turtles
	Platformer / Adventure
	June 1989
	Ultra / Konami 

	Tennis
	Sports – Tennis
	October 1985
	Nintendo

	Tetris
	Puzzle
	November 1989
	Nintendo

	Tetris
	Puzzle
	May 1989
	Tengen 

(a.k.a. Atari)

[Unlicensed]

	The Three Stooges
	Misc. / Media Based 
	October 1989
	Activison

	Thundercade
	Unknown – Guess: Shooter – Air War
	July 1989
	American Sammy

	Tiger-Heli
	Shooter – Air War
	September 1987
	Acclaim

	To The Earth
	Shooter – Air War
	November 1989
	Nintendo

	Top Gun
	Shooter – Air War / Media Based – Movie
	November 1987
	Konami

	Town & Country  Surf Designs
	Sports – Surfing / Action
	February 1988
	LJN

	Track & Field
	Sports – Track & Field
	April 1987
	Konami

	Track & Field II
	Sports – Track and Field
	June 1989
	Konami

	Twin Eagle
	Unknown: Guess – Shooter – Air War 
	October 1989
	Romstar

	Ultima 3 – Exodus
	RPG
	February 1989
	FCI

	Urban Champion
	Fighting
	June 1986
	Nintendo

	Vindicators
	Unknown
	1988
	Tengen 

(a.k.a Atari)

	Volleyball
	Sports – Volleyball
	March 1987
	Nintendo

	Wheel of Fortune
	Media Based – Game Show
	September 1988
	Gametak

	Wheel of Fortune – Jr. Edition
	Media Based – Game Show
	October 1989
	Gametak

	Who Framed Roger Rabbit? 
	Media Based – Movie
	September 1989
	LJN

	Wild Gunman
	Misc.
	October 1985
	Nintendo

	Willow
	RPG / Media Based – Movie
	December  1989
	Capcom

	Winter Games
	Sports Games – The Olympic Games
	September 1987
	Acclaim

	Wizard & Warriors
	Platformer
	December 1987
	Acclaim

	World Games
	Unknown – Guess: Regular Board Games
	March 1989
	Milton Bradley Company

	Wrecking Crew
	Arcade
	October 1985
	Nintendo

	WWF WrestleMania
	Sports – Wrestling 
	January 1989


	Acclaim

	Xenophobe
	Arcade
	December 1988
	Sunsoft

	Xevious
	Shooter – Air War
	September 1988
	Bandai

	Zanac
	Shooter – Air War
	October 1987
	FCI

	Zelda II: The Adventure of Link
	RPG
	December 1988
	Nintendo


Eating Places: To make a new phrase out of an old saying, “I eat, therefore I am”. The following table is a table of the food restaurants in New Tokyo Florida.  
	Name
	Type of Restaurants
	Common Food 
	Food 

Prince Range 
	Notes

	Amy 
	Fast Food 
	Hamburger/Cheeseburger
	.99 to $2.59 
	Famous “Alice in Wonderland” characters are names for different dishes: The White Rabbit (French Friends); The Mad Hatter (A double cheeseburger with the works); The Queen of Hearts (A triple double cheeseburgers with the words), Humpy Dumper (Egg & Cheese Breakfast Sandwich) & The Mock Turtle (Chicken Sandwich).


	Waterville
	Set-Down
	Fish Dinners 
	.50 – $7.00
	Sometimes, on Sunday, the Mermaid Squad comes here if they are tired of cheeseburgers. 

	Le Bell
	Set-Down
	Rich Food
	$18.00 to $60.00 
	Le Bell is the play where people go to pop the question of marriage to their boyfriend/girlfriend.

	Great Food Station
	Deli
	Subs
	$2.00 to $5.00
	May O’Brain usually gets four meatball subs with cheese.  

	Make Your Own

Dinner
	Set-Down
	All-You-Can-Eat-Buffet
	$5.00
	A common meeting place for other allies of the Mermaid Squad 

	The Creamy Horror Café
	Fast Food
	Ice Cream—we all scream for ice cream!
	.50 to $2.99
	This ice cream-based restaurant looks like haunted castle. Inside, famous statues of early horror monsters (Dracula, The Werewolf, The  Frankenstein Monster, The Blob & The Creature From The Black Lagoon)

	Waterlogged
	Fast-Food
	Fish & Chips (or as the America might say Fish & French Fries) 
	.50 to $2.99
	Waterlogged is a restaurant that uses what they think the city of Atlantis might look like

	The Pizza Stage 
	Set-Down
	Pizza
	.99 to $10.00
	The Pizza Stage’s mascot is fictional alligator called Alex Gator. 

[Author Note – Getting the Chuck E. Cheese feeling? Well this is the Mermaid Squad’s world answer to that place! – Dr. Thinker]



	BBQ
	Set-Down
	Grilled Food 
	$1.00 to $15.00
	Bring napkins—the food is just plan covered with barbecue sauce.   

	McMac
	Fast Food
	Hamburgers/Cheeseburgers
	.30 to $6.00
	Mac, the McMac’s mascot is a clown. 



	Chicks
	Fast Food 
	Chicken Sandwich
	.40 to $6.00
	In their TV ads, Cathy Cow, (a female cow) sneaks into fake fast food to discover that chickens are trying to make cows as extinct as the dinosaurs. Cathy also reports that Cows are need to make milk. 



	Pit Stop
	Fast Food
	Hamburgers/Cheeseburgers
	$.10 to $5.00
	This fast food place has two drive-throws.




Channel #8– A Sea of Seeds

The chapter contains the episodes of the first season of “The Mermaid Squad”. GM can play it far or use this as based for his or her own episodes. The first three 
Episode #1 – “Four Mermaids”
Summary:  May O’ Brain discovers the egg that would become the Mermaid Squad.

Notes:

· Do not play this episode with anyone that read “Chapter 3 – The Silly Siren’s Origin”.
· The Mermaid Squad’s names of the character must come from a female character that had her book released before 1989. 
Behind the Episode: The episode is Part 1 of 3-parted mini-series.

Episode 2 – “Dr. Snot”

Summary: Dr. Snot tries to con the Mermaid Squad into believing him.

Notes: 

· Dare is awaken at the start of this episode 

· Dare sends out her orbs. The Mermaids do not have their weapons at the time. 
· Dr. Snot does not attack, just talk. 

Behind the Episode: This episode is Part 2 of 3-parted mini-series.

Episode 3 – “Mermaids’ Pact”

Summary: The Mermaid Squad makes a pact to fight all evil in New Tokyo, Florida.

Notes: 

· Feel to pick one of the usual criminal goons as the Mermaid’s fight for the climax. 
Behind the Episode: This episode was Part 3 of a 3-parted mini-series.

Episode 4 – “Against the Currents”
Summary:  The Mermaid Squads deal with gangsters that use water against New Tokyo.
Note:

· Most of this episode takes place on boats and in the rivers of New Tokyo. 
· The gangsters have wetsuits that are very high-tech. 

Behind The Episodes: Before the plot of the episode begins, May O’ Brain discovers that mermaids recycle their food waste.  This avoids problems with the network’s public status people.  This is also the first episode aired in prime time as a sneak peak.  

Episode 5 – “The Water Planet”

Summary: Dorigaza calls the Mermaid Squad to deal with Vorzulia’s gang of water-loving crooks. 

Notes: 

· Two thirds of this episode takes place on and in Vorzulia’s water. 

· Vorzulia’s planet, Oceania is 100% water.

· The only things Dorigaza knows is that Vorzulia is up to something—and he weak against water.
Behind the Episode:  This episode contains the first appearances of Dorigaza and Vorzulia. This episode is the first time for space travel for the Mermaid Squad.
Episode 6 – “The Sword of the Sirens”

Summary:  The Mermaid Squads are transported to Queen Lorida’s alternate universe to find the missing “Sword of the Sirens’—but someone doesn’t want that sword to be found at all.
Notes:

· Everglades covers everything from what is consider the northern half of Georgina down to the Flordia’s keys. 
· “The Sword of The Sirens” is a legendry weapon that can be dangerous in the wrong hands.

· The thieves are just a bunch of goons with a goon rating = 6

Behind the Episode: First dimensional travel via Lorida’s magic for the Mermaid Squad.
Episode 7 – “All Wet”

Summary: Luke steals a ML (“More Luck”) machine from a New Tokyo lab—and uses it against the Mermaid Squad. 

Notes:
· Once the ML machine hits a Mermaid Squad member, she looses a bit of luck.

· If all four members are hit (because of bad rolls of the D12), the allies will be roll a Persuasion check with a DN rating of eight: If May, Jack or Jill is successfully, they recharge Mermaid Squads’ hope.
· Luke will not use the ML machine during the climax fight—because he thinks, they are going to easy picking for him. 

· During the battle, the ML machine will be destroyed.

Behind the Episode: This episode contains the first appearance of Luke.

Episode 8 – “Mr. Blood”
Summary: Lt. Linda Polar calls the Mermaid Squad to help clean up out Mr. Blood and his mood from Blood Island.
Notes: 

· Mr. Blood’s mansions on Blood Island have force field. The force field is copy of one created by the Pentagon to protect their weapon lab.

· The force filed has four machines. Drestory the machine and the force will fall. 

· The locations of the four parts are on Blood Island. The locations default are the following:

· The first one is in located at the old police station. It is guard by a goon squad with a rating of 4

· The second one is located at a penthouse of an old house. It is guarded by a goon squad with a rating of 5

· The third one is located in an old stage theater. It is guard by a goon squad with a rating of 5
· The four one is located in an empty warehouse guard by a goon squad with a rating of 6

· Once two parts goes down—Mr. Blood will send two vans out. If one of vans spots the Mermaid Squad at anytime—it will unload two waves of goons with a goon rating of “5”at the Squad. If the goons get their hides knock out—the van’s front set mafia members will jump out and attack. The drivers have a goon rating of 3 

· Once all four of the force field parts are destroyed—the gang can take on Mr. Blood.  Mr. Blood has his mafia goons ready for attack. If Mr. Blood goes out of the fight, the mob goons will run off.—and one Mr. Blood is awaken by the police—he will give up with a fight but promise to escape to pay back the Mermaid Squad for annoying him. If anyone asks about the escape goons, Lt. Linda will laugh if off—and remark that her police co-workers had circled the entire mansion.
Behind the Episode: This is Mr. Blood’s first appearance in Mermaid Squad.
Episode 8 – “The Girl Who Cried Werewolf”
Summary: A girl who runs into the Mermaid Squad states that her father’s company has been attack by a werewolf. 

Notes:

· The girl has following traits: Persuasion = 3, Knowledge (Werewolf) = 2
· The default villain is Fang, the mutant wolf. 

Behind the Episode: Fang’s first appearance is in this episode.
Episode 9 – “Dr. Snot Makes a Move”
Summary:  Dr. Snot builds a restorer. This restorer will transform the Mermaid back to their eggs. 

Notes:

· The restorer is fickle. It can work only on following dice numbers: 1, 3, 6, 8, & 11. 

·  If a Mermaid Squad hit by the restore, she will become an egg. If a human hit by the restorer, she will become a 16-year old teenager. 
· If the all four Mermaid Squad members become egg, it will be up to major allies of the Mermaid Squad to recover the eggs before the eggs hatched. The default allies are May O’ Brain, Jack Arts, and Jill Arts.

Behind the Episode: As usual, this episode features an old stunt—machines that changes people younger then they are. 
Episode 10 – “Medusa’s Daughter”

Summary: The girl with the claimed that she saw a werewolf is once again--save by the Mermaid Squad.  She tells the Mermaid Squad that she saw Mesuda in New Tokyo. 
· The girl knows has the following traits: Persuasion = 3, Knowledge (Mesuda) = 1
· The default villain is Grota.

Behind The Episode: This episode is Grota’s first appearance in the Mermaid Squad. 
Channel #9 – Today’s Episode – “Greece In”

I am assuming the PCs are playing the Mermaids as I had listed on.  I am splitting the show following way:
Set-Up:

Dare and Grota had decided the reason that the Mermaid Squad has been winning against their foes is that fact that the foes attack New Tokyo, Florida. Grota and Dare know the first mention of mermaids were sirens of Ancient Greece—and decided to attack Athens, Greece—but first things, they need to bait the Mermaid Squad—and that means attacking New Tokyo, Florida.

PC Discovers: 

The Mermaid Squad members are insulting a waterproofed TV in their lair well. It is a 1989s big box and need all four members to do the carrying.  DN rating is 5 for all four members. If one member tries to do it her self—it is a DN rating of 10.  

One the TV is in, Charlotte or the mermaid who is uses her head will have to plug the cable wire into the TV set.  This job has DN of 7 for her. 

Once, the TV in place and hook up, Dorothy or the mermaid with the leader job will turn on the TV.  One the TV is on: read the following:
The Price is Right is ending. Bob Barker is singing off for the day with his usual ending. Soon as the credits of the game show is over—the 12:00 news report show starts. The female anchorperson states that had been a weird robbery on Book Island—he tosses it to the reporter at the crime scene. The reporter states that Book Island is the home of the main brench of the public library. The female library clerks explain that all of the books all non-fiction books on Athens, Greece. The person mentions the female clerks of main library are know their fierce protection of their books. The library mentions that they are scare of one animal—snakes! 

If a person makes a perception check with a DN rating of four, reveal that she has a feeling that annoying snake, Grota is behind is. If a Mermaid Squad member asks about passports, May O’ Brain had a hunch that they might need them in the future. She will hand out the passports. Having their own boat—they take off for Greece as soon as the passports are given. 

The Arrival in Greece:

Once, the Mermaid Squad arrives in Athens, Greece. They will see a young girl being bully by a group of tall teenagers. The teenage bullies are a DN rating of three—easy pickings—so once the bullies decide to run off—read the following:

The girl takes out a spare pair of glasses. The young girl is not a girl at all—but a young midget-size woman. She gives her name out as Lynn.   She reveals that while looking around a ruin on the outskirts of Athens she saw the person dressed up like Mesuda talking to a strange-looking robot. It does not take a rocket scientist to know that Grota and Dare had teamed-up.
The group has two paths to take—the short path or the long path. Dare’s Robot Orbs are guarding the long path, while Grota’s snakes are guarding the short path. Either way, it is middle different.

At The Ruins:

After getting rid of either Dare’s Robots or Grota’s called snakes, the group will make it the ruins.  

The ruins are looks to an old temple. Dare is sitting on was once a famous statue of a siren, but its top is missing. A few snakes cover a metal column that looks out of place in the ruins. Dare spots you and states in a sweet but dangerously voice: “Come here, my little girls.”
The group will need to make a Willpower check to void. If one of them fails—she will walk past the metal column. The metal column hides Grota from view-and she will drop on the unlucky mermaid squad member.  If either Grota or Dare loses their hit points and go out of the fight, the other villain will escape.  If one of the PC comes up with the following idea: Using the metal column against Dare, telling to make a body check with a DN rating of seven. If success, the PC’s character will able to lift the column. Next, have the PC do a ranged check with a DN of nine. If success, he will knock out both villains in one blow. 

· If Grota is defeated, read the following:

· Dare states, “Mission: Failure. New Move: Escape”, and she actives her legs rockets and rockets into the sky so fast that the Mermaid Squad cannot make a move against her. Grota groans, “I bet she’s going back to the United States to plot another attack against you guys.” [Have the PCs say something that they be ready for her when it comes.]
· If Dare is knock out, read the following:

· Grota again calls her real snake pals. Grota states, “See ya, back in the United States, Silly Sirens!” She jumps into the near-by river—using her snake pals as living water-skis. Dare groans—as Mermaid Squad turn to he. [Have the PCs say something that they be ready for her when it comes.]

· If both Grota and Dare are knocked out:

· It seems that Grota is cover with bruises from her battle, and Dare is almost all but destroyed. Both of them vow next time they will get them. The Mermaid Squad turns off Dare—and decides to take Grota to jail. 
After the Ruins:

Read The Following: 
The Mermaid Squad had decided to help repair the ruins in hopes of making it their Europe headquarters—just in case of more villains entering Europe. As they cleaning up the bottom half statue that Dare was sitting on, Lynn shows up with a surprise—the top half of the statue. The Mermaid Squad puts the halves together and discovered that it shows a siren—which is where the legends of the mermaids began. 
Have the Mermaid talk about this discover for a few moments—this part got to be short as usual—as par for the course for all 1980s action shows.

The After-The Show Message: 
Anything is game, but the best is “teamwork works”—since Dare and Grota tried that to get the Mermaid Squads’ tails in a knot.  
Channel #10 – GM’s Guide

This channel is to how the Game Masters have to do input the trademarks of a 1980s into a “Mermaid Squad” episode and if they want—how to change the show. 
Sub-Channel A: 1980s Cartoon Trademarks
As you know, Mermaid Squad is a 1980 cartoon. The follow list is trademarks of a 1980s cartoon line 

MORALITY: 
In the Mermaid Squad, much of the ethics fit the standard 1980s action cartoon rules to a capital “T”—heroes are very good and villains are very bad.  

OPTIMISM:

Despite Dr. Snot wanting to finish his job of getting the Mermaid Squad’s bones, it is light for the Mermaid Squad. They are considering hero by 99% of citizens of United States of American—and 95% by the rest of the world. 

EXAGGERATED ACTIONS:

Here is a question for you? What do you call a 1980s cartoon with out exaggerated actions? The answer is that you will call it mega-boring or a snooze-o-ramma! Things can get weird on the Mermaid Squad.  Jump into a river from the rooftop of a skyscraper.  Swim underneath a boat and grab its’ propeller.  Slap a few goons with your tails as you punch another goon group with your hands.
COINCIDENCE:

What a coincidence—I was going to talk about that right now! They are lot of unlikely coincidence. Go to town on this once----anything is fair game! 
ROUGUES’ GALLERY:

I give you a few villains—but you are freed to add me. Especially to add to enemies to Queen Lorida’s dimension and Vorzulia’s space crooks.

COMIC RELIEF CHARACTERS:

The weird Mermaid Squad member, Pippi, can be use for bad jokes, bad puns, weird remarks, and fourth wall breakings.  

THE AFTER-THE SHOW MESSAGE:
Of course, it is here—despite the 1980s version of “The Teenage Mutant Ninja Turtles” not using.
Sub Channel B: Adjusting the Show

This show you have to change the show to be lighter or darker. Right now, the show is on the border between light 1980s cartoon and normal 1980s cartoon show.

MAKING IT LIGHTER:

· Have all mermaid squad members break the fourth wall at least one or twice during the episodes. 

· Instead of having Dr. Snot kidnapping them, have them being the willing guinea pigs of Steve Tons. The result of whatever Steve is cooking will be the eggs May is going to find. Steve will aid the mermaids by teaching them about science. Dare might be created by Mr. Blood or be an escaped project from the Pentagon. 
· Turn the Mermaid Squad into real mermaids or alien that look like mermaids. 

MAKING IT DARKER:
· Reveal that teenagers were bad girls before their kidnapping. One of the might be the daughter of Mr. Blood himself.

· Have the Mermaid complain about not having legs anymore. 
Sub Channel C: Secret Histories

B.B. on ‘Cartoon Action Hour” fan group told me to move the backgrounds of the Mermaid Squad to a GM section. 

Alice: 

Alice was originally Amy “Red” Queen. May stated this name is ironic as Lewis’s Alice faced off against the Red Queen in “Looking the Looking-Glass”. Amy’s mother, Lewis Queen is the owner of “Amy”, a burger chain that is headquartered in New Tokyo, Florida. Her husband, Carroll is a math teacher

Amy’s daughter was kidnapped by mysterious stranger—and when Dorothy told the citizen about what happen—she was sure that Dorothy was her daughter—despite Dorothy’s blonde hair. During what the newspapers called the “Wonderland Battle”, Alice was throwing into the “Amy” restaurant she was checking on. Something clicked in both their brains, and Alice recalled her true name.   

Lewis and Carroll has been very loyal to the Mermaid Squad—and sometimes when things get a little tough on the outside---when most of the town people are conned into believing the “Silly Sirens” are the bad guys-they allow to stay in location they are hold up—usually their home or an “Amy” restaurant she was doing her business at.

Charlotte:
Charlotte was Cindy Spider. Cindy Spider’s mom is Mary Spider. Mary works at the Sea Island’s Public Library. Her aged father, John Spider, is retired and stays home a lot.  

During a battle with Dr. Snot, who was after a special rare book at the library, Charlotte and Mary punched Dr. Snot at the same time. Something in their brain clicked, and they recalled each other. Charlotte learned that the “The Wish Gem” was the rare book. In addition, with foes they new were after it. Charlotte led the gang on the hunt for it—and drestory “The Wish Store”. They brought the moronic members of their rogue gallery back to jail—while the smart villains took off to battle the Mermaid Squad on another day.

The Mermaids usually visit Sea Island’s Library time to time—even before they know Mary Spider as Charlotte’s mother. 

Dorothy:

Dorothy was Donna Wind. Donna’s father is William Wind, the uncle of May O’Brian.  Her mother is Jessica Wind. William Wind’s job is New Tokyo Zoo’s owner. Jessica Wind’s job is New Tokyo Zoo’s zookeeper.

The Mermaid Squad learns that after they saved a girl from a train that stated her name is Donna Wind. The girl was too sweet for her own good—and some how Dorothy thought that girl was lying up a storm.  The bad new is that the zookeeper did not believe Dorothy on Donna.  May O’Brian watch the event in surprise—as she realized Dorothy was her cousin! Some one was faking Donna. 


It turned out the girl was really Rhonda Wind, who believed Dorothy was her old sister. Rhonda Wind was a baby at the time of Dorothy’s kidnapping. After the Mermaid were able to get back the zoo animals from aliens. Jessica Wind reveals that she knew Dorothy was Donna—but kept quiet—for Dorothy’s snake
Pippi:

Pippi’s real name is Patrick Pipe. Her dad is Paul Pipe. Her mother is Patty Pipe. Paul and Patty run a Turtle Plumber Service that headquartered in Turtle Island.  

Angry at the Mermaid Squad for re-jailing Dr. Snot, Dare tried to took matter in her own robotic hands. She attempts to use her power to cause chaos on Turtle Island. As usual, the Mermaid Squad had a hard time with her, but somehow Pippi knocked Dare into van used by Paul and Patty. As usual, Dare decided to do the better part of valor and split the scene.

Something in Pippi and her parent’s brain clicked, and they recall her true name. The Pipes are loyal as ever to the Mermaid Squad—thought Dorothy was surprise that Pippi and her parents turned against them after the meeting. It was a secret plan to shut down, Dare to prevent her from freeing Dr. Snot. It did not last long, Dr. Snot soon escape and turned her back on.

-M-

Have fun with this! Anything is game for you to change to suit your and your players need!  

Logging off,

Dr. Thinker
