
The Fine Print
Circle Seven is ©2006 Zombie Nirvana Games. All rights reserved. 

Reference to other copyrighted material in no way constitutes a challenge 
to the respective copyright holders of that material. Zombie Nirvana, Cir-
cle Seven, and their associated logos are trademarks of Zombie Nirvana 
Games. 

The following items of this work are designated as Open Gaming 
Content, in accordance with Section 1(e) of the Open Game License, 
Version 1.0a: all character, vehicle, headquarters, gadget and equipment 
statblocks. All other material is designated as Product Identity.

Mutants & Masterminds, M&M Superlink, the M&M Superlink 
logo, and Green Ronin are trademarks of Green Ronin Publishing and 
are used with permission.

Introduction

Circle Seven presents GM’s with a collection of vil-
lains who happen to be the world’s richest and most 
famous metal band. Rather than try to hide their identi-
ties, they’ve gone public in a big way, using their infamy 
to boost their record sales! By default, C7 is a group of 
slightly wacky and over the top villains. But they can 
also provide a more serious foil in campaigns where 
the PC’s are struggling with the media, secret identi-
ties, and the like. 

So grab your axe, fire up the amps, and get ready 
to rock! 

Requires the Mutants & Masterminds RPG by 
Green Ronin Publishing for Use.
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The Fans

Most of the fans of Circle Seven are just your aver-
age heavy metal lovers. They’re not really interested in 
demonic pacts or summoning creatures from the Outer 
Darkness; they just want to crank it up to 11 and rock 
out. 

What they don’t realize is that every time they play 
a Circle Seven album¹, Baalial grows stronger. The back-
masking and subliminal messages included in the songs 
are just a smokescreen, included to give the anti-metal 
faction something to hate. (Which in turn gives the 
young metal fans something to rebel against… always a 
selling point!) The real magic is digitally encoded in the 
music itself, undetectable to any conventional search 
but not beyond the scope of either super-science or sor-
cery to unearth. When played, each song draws a tiny 
amount of life force from the listener and delivers it to 
holding vessel which Baalial keeps hidden within the 
Circle Seven mansion. When the time is right, he will 
consume it, vastly increasing his powers and abilities 
and virtually assuring him of a place among the Dukes 
of Hell.

The Music

Circle Seven’s latest album, Necrosis, is a bizarre fusion 
of brutally fast rhythms and unholier-than-thou death 
grunt lyrics overlaid with virtuoso melodic guitar work. 
The band moves effortlessly from death to grindcore and 
from neo-classical to thrash. Lesser bands might prove to be 
jacks-of-all-trades, masters-of-none while attempting such 
diversity, but C7 proves once again that they’ve earned their 
title as the masters of all metal.

Judith Briggs, Metal Guitar Monthly

This so-called ‘band’ is a travesty. They represent every-
thing wrong with the music industry in general and with 

‘death metal ’ in specific. I’m proud to say I’ve burned two-
hundred and forty seven copies of their last three albums. I’d 
burn them all if I could.

Sandra Culpepper, founder of Mothers Against 
Metal (MAMa)

Dude, they rock.
Ryan Culpepper, president of the C7 Fan Club 

The Band

C7’s current lineup is – pardon the expression – a 
motley crew. Lead singer Jörgen Ströss, lead guitarist 
Simon St. Simone, bassist Billy Z. Bubba, and now-
deceased drummer Freddy Greely (see sidebar) were 
the original members. Since their formation, the band 
has gone through three drummers, with the unusual 
Black Callie now sitting behind the kit. In the early 90’s, 
they added rhythm guitarist Winston Fontaine, and 
shortly thereafter the band broke into the big leagues, 
releasing their multi-platinum album Autopsy Erotica. 
Fans generally credit Winston with triggering the bands’ 

1 Note that this only works when you play one of the 
CD’s. MP3’s and other digital copies strip the enchant-
ment from the music. This goes a long way towards 
explaining C7’s militant stance against online fileshar-
ing. The irony was not lost on C7’s fans when the band, 
famous for their criminal escapades, risked arrest to enter 
the US and shoot an anti-piracy public service announce-
ment. 

Gone But Not Forgotten
Other than the current roster listed here, there have 

been two other members of Circle Seven over the 
years. The first was Freddy Greely, the band’s orig-
inal drummer. He was a brilliant musician, but 
refused to take part in the demonic summoning 
Jörgen had planned, and threatened to tell anyone 
who would listen what they were up to. Ultimately, 
Freddy did take part in the ritual: he served as a 
human sacrifice. 

Arthur “Dark Art” Petrovsky replaced Freddy shortly 
after. Art was easily Jörgen’s mystic equal. He would 
likely have been a force to be reckoned with had he 
survived to make the second bargain with Baalial 
last year. Unfortunately, Art died in concert four 
years ago, when a faulty rigging collapsed, crush-
ing him to death beneath a giant flaming goat’s 
head which served as the main stage decoration 
during their Bloody Offal tour. A massive shrine 
has been dedicated to Art at C7’s mansion; it fea-
tured prominently in the theatre posters for the C7 
biographical documentary Raisin’ Hell: The Circle 
Seven Story.
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Hell’s Half-Acre & Black House
Toughness: 15, Size: Awesome
Features: Communications, Dock, Garage, Gym, 
Hangar, Infirmary, Isolated, Living Space, Pool, Power 
System, Security System
Equipment Cost:  19 EP

Blackwing One and Two
The Blackwings are C7’s private jets. Unwilling to 

settle for a puny Learjet, the band went big when it 
came time to choose an aircraft. They purchased a pair 
of used C-5 Galaxies from the US government.

Blackwing One has had half of it’s cargo space con-
verted into plush mobile apartments for the band, with 
plenty of room left over for their personal tour bus, 
Rolling Iron, to ride in back. Blackwing Two was left 
unchanged except for the paint job, and is used to carry 
the ridiculous quantity of gear Circle Seven requires to 
put on one of their now-famous shows. 

The Blackwings are unarmed. When Nigel is con-
cerned about security – which is most of the time – he 
pays off local governments to provide fighter aircraft 
escorts. As an added insurance against being shot down, 
the band always travels with journalists, groupies, and 
other innocent bystanders on board. 

If the Half-Acre is compromised, Blackwing One 
can serve as a temporary mobile home for the band. The 
same small countries that provide them with fighter jet 
coverage can typically provide safe harbor 
or mid-air refueling. 

 Blackwing One and Two
Strength 70, Speed 8, Defense –2, 
Toughness 15, Size Awesome. 
Equipment Cost: 23 EP each

Hellcycles
When C7 successfully consigned 

their thousandth soul to the Pit, Baalial 
granted them each a motorcycle forged 
in the fires of Hell as a reward. The cycles 
can travel over any solid surface, including 
up vertical walls, but not over water. If the 

Hellcycles are destroyed, there’s no one on Earth who 
can repair them, and there’s no way in Hell – literally! 

– that they’ll be granted any more.

Hellcycles
Strength 15, Speed 5, Defense 10, Toughness 12, Size 
Medium
Powers: Super-Movement 2 (Wall-crawling at full 
speed)
Cost: 15 points each

The Inferno
This is Circle Seven’s “yacht”, a converted research 

vessel. They have considered purchasing a conventional 
yacht from time to time, with Simon and Winston 
being particularly vocal about their dislike of the Inferno. 
Jörgen always votes them down, however, saying that 
normal yachts “aren’t metal enough”. Like Blackwing 
One, it includes comfortable – if somewhat cramped 
– living space for the band members while retaining 
most of the equipment it originally shipped out with. 
Jörgen has a pet project: seeking out an ancient dead 
city once occupied by bizarre, otherworldly beings, the 
Ancients. His research has led him to believe that the 
city is hidden some-
where underwater 
north of the Arctic 
Circle. While the 
rest of the band 

SPIVEY
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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 trade-
mark owners who have contributed Open Game Content; (b)”Derivative 
Material” means copyrighted material including derivative works and 
translations (including into other computer languages), potation, modifi-
cation, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, trans-
formed or adapted; (c) “Distribute” means to reproduce, license, rent, 
lease, sell, broadcast, publicly display, transmit or otherwise distribute; 
(d)”Open Game Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent such content 
does not embody the Product Identity and is an enhancement over the 
prior art and any additional content clearly identified as Open Game 
Content by the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, but spe-
cifically excludes Product Identity. (e) “Product Identity” means product 
and product line names, logos and identifying marks including trade dress; 
artifacts; creatures characters; stories, storylines, plots, thematic elements, 
dialogue, incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of charac-
ters, 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 identi-
fied 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 oth-
erwise create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content may only 
be Used under and in terms of this License. You must affix such a notice 
to any Open Game Content that you Use. No terms may be added to or 
subtracted from this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game Content 
distributed using this License.

3.Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to Use, the 
Open Game Content.

5.Representation of Authority to Contribute: If You are contributing 
original material as Open Game Content, You represent that Your Con-
tributions 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 COPY-
RIGHT NOTICE portion of this License to include the exact text of 
the COPYRIGHT NOTICE of any Open Game Content You are copy-
ing, modifying or distributing, and You must add the title, the copyright 
date, and the copyright holder’s name to the COPYRIGHT NOTICE 
of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, 
including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of 
that Product Identity. You agree not to indicate compatibility or co-adapt-
ability with any Trademark or Registered Trademark in conjunction with 
a work containing Open Game Content except as expressly licensed in 
another, independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open Game 
Content does not constitute a challenge to the ownership of that Product 
Identity. The owner of any Product Identity used in Open Game Content 
shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must 
clearly indicate which portions of the work that you are distributing are 
Open Game Content.

9. Updating the License: Wizards or its designated Agents may pub-
lish updated versions of this License. You may use any authorized version 
of this License to copy, modify and distribute any Open Game Content 
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all of the Open 
Game Content due to statute, judicial order, or governmental regulation 
then You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail 
to comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termi-
nation of this License.

14 Reformation: If any provision of this License is held to be unen-
forceable, 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.
Mutants & Masterminds, Second Edition, Copyright 2005, Green 

Ronin Publishing; Author Steve Kenson.
Circle Seven, Copyright 2006, Zombie Nirvana Games; Author 

Butch Curry.

Colophon
This book was created with Adobe InDesign CS on a Compaq 

Presario V2000Z. The fonts used are Adobe Caslon Pro and (surprise 
surprise) Zombie. The artwork and maps were created with Adobe 
Illustrator 10.


	Background
	Discography
	Jorgen Stross 
	Simon St. Simone 
	Billy Z. Bubba 
	Winston Fontaine 
	Black Callie 
	Nigel LaPorte / Baalial 
	Alice Tears 
	The Roadies 
	Red
	Hell’s Half-Acre & Black House 
	Blackwing One and Two 
	Hellcycles
	The Inferno 
	Rolling Iron 
	Motivation
	Capers

