
A.C.E. Taskforce 222 ratings
The Advanced Containment Executive. International agency for containing all major threats to global security, from adversary, both 
terrestrial and extraterrestrial. The agency is a secret organisation, equipped with the latest gadgets and best trained agents.
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Jackson 
Hawksby 6 5 3 4 3 7 4

Luck (2)
Boffin (1)
Infiltrator
Pressure Point
Leader (2)
Car 

Brawl Melee 4+ 3

84
High 
Calibre 
Pistol

12 3+ 4 +1 to hit at short range

Penelope
Royale
(aka Penny 
Balck)

6 5 2 4 5 4 3

Luck (1)
Fists of Fury
Eagle Eye
Cat Burglar
Plucky

Brawl Melee 3+ 4

57

Pistol 12 4+ 4 +1 to hit at short range

ACE Agents 6 5 2 5 3 4 4
Heroic Surge
Leader (1)
Military Training
Sixth Sense

Brawl Melee 4+ 3
37

Pistol 12 4+ 4 +1 to hit at short range

ACE 
Taskforce 
Leader

6 3 1 3 3 3 3 Military Training
Grenades (2)

Brawl Melee 4+ 3

14Pistol 12 4+ 4 +1 to hit at short range

Rifle 24 4+ 3

Taskforce 
Troopers 6 3 1 3 3 3 2 Grenades (2)

Knife Melee 4+ 3

10
(x3)

Pistol 12 4+ 4 +1 to hit at short range

SMG 16 4+ 3 Burst cannot aim

Rifle 24 4+ 3



A.C.E.

The Allied Containment Executive is an 
international organisation, with members from 
many of the free nations of the world. It was 
formed to protect the globe from super scientific 
and supernatural threats, both terrestrial and extra 
terrestrial.

The structure of A.C.E
A.C.E. Is divided into 4 taskforces.
Blue, Orange, Red and Green. Each taskforce has 
a number of agents and one lead agent known as 
Agent Red (or whichever colour as appropriate). 
Each task force also has a commando division.

A.C.E. Is headed up by the all powerful controller 
Agent White, and his assistant Agent Black (The 
beautiful but deadly Penelope Royale, or as some 
nickname her Penny Black). 

A.C.E. also has a super science division, with 
some of the greatest scientific minds of our 
generation. This is known as Department Grey. 

The department provides A.C.E. with an array of 
super gadgets and vehicles.

Jackson Hawksby
Unofficial leader of Department Gray and super 
agent Jackson Hawksby is A.C.E.’s top advisor. 
The mysterious multi billionaire is dedicated 
to eradicating evil in what ever form it takes. 
Hawksby is not affiliated to any of the taskforces, 
but will often be found fighting along side them. 



8.15 Colour

Agents of A.C.E.
starring James Benjamin, John 
Tims and Elisabeth Jones
The Cult of the Manster
by JACK JOHNSON

Mystery adventure. Hawksby and 
Penny are called in to investigate a 
mysterious set of dissapearences in 
a small English village. H owever 
they soon come to realise that 
something much darker and more 
dangerous is going on behind 
scenes.
Cult Leader ..................... CLIVE MAY

Pub Landlord.............. ANTONY DILL

Khalif ..................... BRENDON WADE

Producer JACK JOHNSON

Director JAMES BENJAMIN

Episode Guide

The Cult of the Manster (Skirmish)
Synopsis
Panny and Jackson are called in 
to investigate dissapearences in a 
small english village. They locate 
the source, a mysterious cult 
opperating in the woods nearby.

They discover that the cult are 
attemting to ressurect evil master 
villain the Manster. Can Penny and 
Hawksby defeat the Cult and stop 
them reviving the Manster?

Cast
Good. 230 points from the Agents 
of A.C.E. (As attached). 
Evil. 230 pints from the SHIVA list. 
(must contain atleast 1 cultist, I 
cult leader and 1 thuggee) minions 
can be represented in standard 
street clothing. 

Location.
36”x36” board should suffice. 
Rural village, with a couple of 
houses, church, graveyard and 
some woods. The woods should 

be roughly 2/3 of the way to the 
right hand side of the board and 
contain some sort of altar with a 
body on it. Plus a brain in a jar if 
you have one. 

The good side begin the game 
In the centre of the village, and 
deploy first. The villains can be 
anywhere on the board, but must 
start 12” away from good. At least 
2 evil models must be by the Altar. 

Special Rules
The evil side are attempting to 
revive the Manster. Each turn 1 
villain can roll a dice and add it to 
his intelligence score. This number 
is noted down. Keep doing this 
each turn and add the scores 
together. When the score reaches 
50 the Manster is revived.

The Manster’s brain is still 
dangerous and can attempt to 
mind control 1 enemy within 6” of 
him, once per turn.

End Credits
The good side wins by 
destroying the Manster’s new 
body and capturing his brain.

The Evil side wins by reviving 
the Manster and getting him off 
the edge of the board. 

It is a draw if the Manster’s brain 
escape off the table with no 
body.

Notes
Hawksby and Penny have 
Hawksby’s E-type Jaguar

The Cultists have a stolen black 
transit van.


