


TEAM HISTORY

Although the authorities tend to believe Trawler—with 
her history as a smuggler and dubious “salvage opera-
tor”—is the force behind the Trident, the group actually 
came together due to one of its other members. Coral 
Snake has extensively studied her Serpent heritage and 
the secrets of ancient Lemuria. She believes the key to 
greater power and control over her ophidian nature lies 
there, deep beneath the Pacific. To reach it, she needs 
help. So she came up with the smuggling scheme and re-
cruited Trawler and Steelhead to help back it, prom-
ising Trawler a shot at the greatest trea-
sure trove she could imagine. Forked 
tongue firmly in 
cheek, Coral 
Snake dubbed 
their new venture 
“the Trident”.

Initially, the smug-
gling operation relied 
heavily on Trawler’s resourc-
es and the capabilities of its 
three founders. Success has 
allowed for expansion, in-
cluding investment in better 
equipment (such as the Tri-
dent’s sea-cave hideout and 
“sea-serpent” submersible) and 
more personnel. Indeed, with the 
boom in illegal activities in Emerald City 
and the surrounding area, the Trident 
has more demand for contraband—par-
ticularly illegal weapons and technolo-
gies—than it can supply.

MOTIVATION AND GOALS

The three primary members of the Trident each have 
different motivations and goals for the group, although 
some of them are not entirely aware of those of the others.

Steelhead is fairly satisfied with the Trident’s outward goal, 
namely making a lot of money from smuggling and putting 
some of that profit back into growing the organization, al-
lowing it to earn even more profit. He likes opportunities 
to thumb his nose at the authorities and make enough 
money to live like a king. The only thing he’d like better is 
if he were the one in charge of the whole operation, or at 
least an opportunity to get rid of that creepy Coral Snake 
chick so he and Trawler can run the show by themselves.

Trawler plays the smuggling game well, and certainly 
doesn’t object to making a hefty profit, but her real 
passion is finding and claiming lost treasures. Coral Snake 
promises the haul they will find in the ruins of Lemuria 
is greater than anything she has seen before, enough to 
set them all up for life, so Trawler is willing to be patient 
and help her “business partner” acquire what they need to 
reach their goal. Still, she doesn’t entirely trust the snake-
woman (or anyone else, for that matter) and wonders 
what Coral Snake’s angle is on all of this.

Coral Snake needs Trawler’s expertise and, to a lesser 
extent, Steelhead’s muscle and deep-sea capabilities. She 
wants to claim the mystic power she knows awaits her in 
Lemuria. Once she has that, she’ll have no further use for 
her so-called “partners.” Until all the pieces are in place, 
however, she keeps Trawler close, dangling promises in 
front of her, and Steelhead at arm’s length, keeping a close 
eye on him.

TACTICS

In spite of past successes, Coral Snake does not 
want the smuggling ring to overplay its 

hand. There’s added profit in keeping 
demand high, 
while also lying 
low to evade the 
authorities, who 
are increasingly 

intent on closing 
up the smuggling 

routes into Emerald City. 
Eager as she is to further 
her own goals, she councils 
patience to the others.

The Trident prefers to 
operate unseen—literally 

beneath the surface—as much 
as possible. Either the Sea Serpent 

delivers cargo to a vessel offshore 
or, more rarely, to some hidden cove or 
abandoned dock late at night. In places 
with more potential witnesses, Trawler 
or Steelhead can carry small amounts of 
contraband sealed in watertight crates 
and held in heavy netting.

In the event they are caught in the open, the Trident’s 
primary tactic is to get to the water and submerge as 
quickly as possible. There they have more of a “home 
field advantage” and can attempt a quick getaway. Coral 
Snake uses her venom to slow or petrify foes, while 
Trawler and Steelhead use their nets to likewise slow any 
pursuit. Steelhead is the most likely to fall behind to trade 
punches, and he’s largely unaware of how likely Trawler 
and Coral Snake are to abandon him should he become a 
liability in those circumstances.

HEADQUARTERS: THE SEA-CAVE  •  16 POINTS

Large; Tou 10, Features: Communications, Computer, 
Concealed 3 (+15 DC), Dock, Living Space, Personnel, Power 
System, Security System 2 (DC 25), Workshop

VEHICLE: THE SEA SERPENT  •  70 POINTS

Colossal; Str 16, Speed 6 (Swimming), Def 2, Tou 13, Features: 
Maw Dock*, Navigation System, Remote Control, Tow Cables, 
Powers: Torpedoes (Ranged Damage 8, Burst Area 5)

*This feature reflects the ability of the Sea Serpent to 
“swallow” huge or smaller craft.

Members: Coral Snake, 
Steelhead, and Trawler
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HOOKS

Raise the Jolly Roger! Steelhead gets restive with the Tri-
dent’s smuggling operations; they’re all sneaking around 
when he would like to be cracking heads! So he takes it 
upon himself to “supplement” the group’s income with 
some high-seas piracy, using the Sea Serpent and some 
Tines to hit some ships off the coast near Emerald City, 
taking their cargoes. Heroes may initially hear about a 
“giant sea serpent” attacking shipping or of these mysteri-
ous new pirates. When they rush to an SOS (or perhaps 
bait a trap for the pirates) they encounter Steelhead and 
his men, and later Steelhead’s partners, who show up to 

STEELHEAD AND ULTRAMARINE

In the descriptions of the Sentinels sample heroes (available for free online), Steelhead is the brother of Ultramarine, who 
wears an experimental diving suit similar to his. If Ultramarine is featured in your M&M series, then part of Steelhead’s 
motivation is showing up his sister (and probably stealing her armor). If she’s not, then nothing needs to change. If Ultra-
marine is a villain in your series (per the villain option given for the character), then she can potentially replace Trawler in 
the Trident, making it a brother-sister team working with Coral Snake.

HENCHMEN: TINES PL4 MINIONS  • 30 POINTS

Abilities Str 1, Sta 1, Agl 1, all others 0.

Equipment Commlink, Diving Suit (Movement 1 
(Environmental Adaptation—Aquatic), Immunity 1 
(Drowning), Protection 2, Swimming 3 (4 MPH)), Goggles 
(Senses 1 (Low-Light Vision)), Knife (Strength-based Damage 
1), Spear-gun (Ranged Damage 4)

Advantages Equipment 4

Skills Athletics 4 (+5), Close Combat: Unarmed 4 (+4), 
Expertise: Nautical 2 (+2), Ranged Combat: Spear-Guns 4 (+4)

Offense Initiative +0, Spear-gun +4 (Damage 4), Unarmed +4 
(Damage 1)

Defense Dodge 4, Parry 4, Fortitude 4, Toughness 3, Will 3

Abilities 6 + Powers 0 + Advantages 4 + Skills 7 + Defenses 13 = 30

help him out and prevent the heroes from capturing and 
interrogating him.

High-Priced Taxi: Although it spends most of its time 
and energy on smuggling weapons and technology, it’s 
not above playing the role of high-priced taxi to people 
interested in entering or leaving the country with no 
one knowing. Clients could be anyone from assassins to 
despots to super-villains. The heroes get involved when 
they get word someone will be arriving on (or leaving 
from) the docks late one night. When the heroes arrive, 
they see members of Trident waiting to taxi their client 
away.

Press Ganged: This hook works best after the heroes have 
encountered the Trident a handful of times. The heroes 
are approached by one of the Trident’s Tine agents, claim-
ing to have escaped the organization and is looking for 
help to keep him safe. He tells the heroes he was okay 
with smuggling, but not human smuggling, which is what 
the Trident has started doing lately! Everything the man 
says is a lie and he’s trying to lead the heroes into a trap so 
the Trident can deal with them once and for all.

Distant Early Warning: The heroes are contacted by 
AEGIS to look into unusual seismic readings off the coast. 
When the heroes arrive they find a Trident “salvage” op-
eration underway, complete with undersea dwellings 
for workers. Whatever they’re after seems to be buried in 
the sea floor. Has Coral Snake finally found a portion of 
Lemuria or something else? And maybe it’s that “some-
thing else” that’s sending out the seismic waves AEGIS is 
concerned about....
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CREDITS & LICENSE

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 copyright-
ed 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 iden-
tified as Open Game Content by the Contributor, and 
means any work covered by this License, including trans-
lations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and iden-
tifying 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 rep-
resentations; 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 Mate-
rial 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 agree-
ing to use this License, the Contributors grant You a per-
petual, 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 distribut-
ing, 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 com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compat-
ibility or co-adaptability with any Trademark or Regis-
tered 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 automati-
cally 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 Red-man, 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. 

Advanced Player’s Manual, Copyright 2005, Green Ronin 
Publishing, LLC; Author Skip Williams. 

Silver Age Sentinels d20, Copyright 2002, Guardians 
of Order, Inc.; Authors Stephen Kenson, Mark C. 
Mackinnon, Jeff Mackintosh, Jesse Scoble. 

Mutants & Masterminds, Second Edition, Copyright 2005, 
Green Ronin Publishing, LLC; Author Steve Kenson. 

DC Adventures Hero’s Handbook, Copyright 2010, Green 
Ronin Publishing, LLC; Author Steve Kenson. 

Mutants & Masterminds Hero’s Handbook, Copyright 
2011, Green Ronin Publishing, LLC; Author Steve Kenson.

Mutants & Masterminds Threat Report: Trident, Copyright 
2011, Green Ronin Publishing, LLC; Author Steve Kenson.
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