




Making

Agents of A.C.E.
Based on the widely popular ‘The 
Man from ACE’ spy novels the 
Agents of A.C.E. TV show ran for 4 
seasons, over 5 years. Chalking up 
68 episodes and two made for TV 
movies. 

Despite being beset by budget difficulties 
from the start the show was known 
for it’s high octane action sequences, 
uncompromising special effects and 
memorable characters. 

In Production
As a long time fan of the novels, 
producer Jack Johnson pitched his idea 
for an ongoing tv show based on the 
Man from ACE books by Han Flanders. 
The show would differ from the novels 
in that it would be more of an ensemble 
piece. The books were centred around 
one ACE agent, (Agent Blue aka Jackson 
Hawksby). For the TV show Hawksby 
was no longer Agent blue but a kind of 
sub-contracted genius millionaire. It was 
never clear weather he work for A.C.E. 
as an employee or purely on voluntary 
basis. 

This allowed the writers to portray 
Hawksby as maverick, loose cannon. 
To offset this a completely new female 
lead was added in the form of Penelope 
Royale, (aka Agent Black, or just Penny 
Black). 

The show enjoyed a rich cast of 
reoccurring supporting characters, such 
as the A.C.E. supremo Agent White, 
the other ace agents, Like Agent Blue 
and Agent Orange and in later seasons 
Hawksby’s Father Jack.

Story Arcs
The first season of 18 episodes 
comprised largely of stand alone 
episodes, with only the first two and last 
two episodes being two part stories. 

In season 2 the writers were keen to 
develop the show and introduced an 
ongoing story arc. Whilst most of the 
episodes were still stand alone the 
writers introduced an ongoing sub-plot 
revolving around a plot, by a high level 
criminal organisation to assassinate 
Agent White and take control of A.C.E.

Following positive viewer reaction to 
season two’s story arc the writers further 
expanded on this in season 3 with all 
the episode connected to the main arc. 
Dealing primarily with the return of super 
villain The Manster. The last 3 episodes, 
known as the ‘Father’ trilogy formed one 
concluding story and have constantly 
come up as some many fan’s favourite 
episodes. In seasons 4 and 5 this was 
scaled back a little, returning to a similar 
model to season 2, a mixture of arc 
stories and stand alone episodes. 
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–AGENTS OF A.C.E. –
EPISODE 4 

4. OFFICE INTERIOR

Agent white stands looking out of the window, his back to Hawksby and Penny

WhiteIt just wont do Hawksby, wont do at all. I have the minister breathing down my neck on this one.

HawksbySpeaking of necks Sir, its not his on the line here. With all respect the minister needs to shuffle on back to Westminster and let us get on with keeping the PM safe.
Agent white turns and walks from the widow to the desk, picks up some papers, clearly agitated.

WhiteVery well, I’ll keep the minister and his hounds at bay, but you better find this assassin and sharpish, or it will be all of our necks on the block. Now Jackson, please tell me you at least have some sort of a plan to keep the PM safe from harm?

Hawksby begins to hustle Penny put of the room, he turns to Agent White.

HawksbyOf course sir, no need to fret, when don’t I have some sort of a plan.
Agent white is left alone in the room. 

White (Mutters to himself)Hmmm. It’s what sort of a plan that makes me fret!
5. IN THE STREET OUTSIDE THE AGENCY OFFICES.
Hawksby and Penny stride towards his car

Penny
Are you sure you have a plan Jackson?

Hawksby (With a grin)Chuckles. I will have by the time we get there, you take the wheel old girl. I need time to think. Head for the dockyards, and try keep it under 90. 
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Watching

Agents of 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 (John Tims), and 
his assistant Agent Black (The beautiful 
but deadly Penelope Royale, or as some 
nickname her Penny Black). 

Penny was played on-screen by the 
talented Elisabeth Jones. (later Elisabeth 
Howell after her marriage to racing car 
driver John Howell).

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

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. Hawksby was played by James 
Benjamin, who would later go on to 
Hollywood fame as tough veteran pilot 
Jacob Masters in the Sci-fi blockbuster 
Duel in Space. 

Friends...
The show featured a number of A.C.E. 
Operatives who were recurring cast 
members. Agent Blue (played by Samuel 
Payne) Agent Red (Carl Durden) and 
Agent Green (Adam Elstone) all featured 
regularly as did A.C.E. Scientists Maddy 
Locke (Jenny Andrews) and Sara Nation 
(Louise Moore).

Also Regularly feature was nagging home 
office minister Bartholomew Flynn, and 
special branch police officers Dennis 
Carter and Jack Thaw. Thaw would have 
an on-off romance with Penny for the 
whole of the third season and part of the 
fourth, ending with Thaws heroic death in 
the season four episode “The Ukrainian 
Shipment”.
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...and foes
The Agents of A.C.E. was well known 
for it’s wildly varied mixture of villains, 
from the monstrous Experiment X 
to the Android Armies and fearsome 
Tripeds of the Darkening Mind (an evil 
extraterrestrial life form) each week our 
heroes face off against new threats.

The most famous of these villains 
was the Evil and Cruel Manster. A 
genius scientist, gone power mad, 
Jason Manster was played at first by 
Christopher Peters and later, after 
his transformation by Laurie Vincent. 
Manster had with him his whole criminal 
organisation of thugs and minions, a 
fanatical death cult, the Sisters of Blood 
(3 deadly female assassins) and Hanz 
Klaus, fanatical ex-nazil and leader of the 
Mansters troops.

Other notable opponents included the 
League of Ten, the evil Doctor Ahab 
Kane and his army of human-ape 
man catchers, the shape shifting alien 
infiltrators the Victrons, the mechanised 
forces of Baron Markov and Anastasia 
and the draconian time police, known 
only as ‘the 
Guild’. 

Crossover
The Agents of A.C.E. was largely a stand 
alone show set in it’s own universe, the 
only notable exception to this were three 
two-part crossover stories with the hit 
series The Peg-legged Hero. Each of 
these crossovers featured characters 
from the two shows meeting. The first 
episode each time was in the Agents of 
A.C.E. and the concluding part in the  
Peg-legged Hero. 

Over the crossovers Hawksby and Peg-
legged Hero go from distrust, through 
grudging respect to a common bond 
of trust and friendship. The Peg-legged 
Hero was also one of many male guest 
stars to catch the eye of Penny Royale. 
Their considerable on screen chemistry 
lead many fans to demand a romantic 
relationship between them, demands that 
sadly remain a ‘what-
if’ in the show’s foot 
notes.

6 | Making the Agents of A.C.E.



Best of A.C.E. 
We don’t have the space here to include a full episode guide to the 
whole 68 episodes of the original series, so instead here are some of 
the highlights and fan-favourite episodes. For your enjoyment, 12 of 
the very best stories from the Agents of A.C.E....

A Class of Evil/Manhunt
Episodes 1.1 & 1.2

Hawksby & Agent Black go 
undercover on the Campus of 
South West London University to 
investigate a radical political sect 
called the Children of nowhere. 
Soon they discover there is 
more to the group than they first 
thought. Before long they are 
hunting a dangerous maniac and 
his millionaire heiress hostage 
through the crowded streets of the 
capitol.

Setting out a format that would 
soon become familiar to regular 
viewers of Agents of A.C.E. this 
first ever story begins in a fairly 
low key, innocuous manner and 
leads to a nail biting, action climax.

The Story is notable for the 
sudden cast change in the first five 
minutes of the second episode. 
Veronica Walters, who was playing 
Celia Chase, the first Agent Black 
dropped out of the project after 
the first episode. A replacement 
character was hurriedly written 
and Elisabeth cast in the role. A 
stand in was used to portray Celia 
(from behind only!) in the opening 
scene, in which she meets her 
shocking end. 

A walk on the Wyld Side
Episode 1.16

Jackson, Penny, and Agent Red 
go head to head against sinister 
industrialist Heathcliff Wyld. Having 
previously foiled his plan to steal 
the worlds oil reserves, they track 
him down to his high tech base 
deep in the Amazon rain forest. 

This closing story to season one 
is typically far to ambitious for its 
budget. Despite filming the ‘rain 
forest’ scenes in Birmingham 
botanical gardens the episode went 
considerably over cost. Thankfully 
this didn’t lead to the hit show 
being cancelled. 

Royale Flush
Episode 1.10

An assassination attempt leaves 
Jackson fighting for his life. It is 
up to Penny to track down the 
mysterious female assassin and 
attempt to get the antidote to the 
poison Hawksby has ingested. 

The first of several highly popular 
solo Penny stories. The story 
gives Jones the chance to show 
her acting range. It touches on 
Penny’s troubled childhood as it 
fills in some of her back story. 
The episode also introduces 
recurring villains the Sisters of 
Blood.
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They Walk Among Us
Episodes 2.4

After a number of important foreign diplomats 
disappear from a Brighton Resort peace 
conference, Hawksby and the team take over 
security. They are soon involved in a tense 
room to room battle with shape shifting aliens. 
Meanwhile the League of Ten begin to make their 
move against A.C.E. 

This episode introduced the Victrons, an insidious 
alien race of shape shifters. It is in this episode 
that Hawksby first mentions the mysterious 
disappearance of his father, Jack Hawksby.

The Island of Dr Kane
Episodes 2.8 & 2.9

While on holiday off the coast of Florida Hawksby 
stumbles upon a small private island, where the 
crazed Dr Kane performs experiments using 
human cells on Monkeys. Hawksby finds himself 
fighting for his life as he is tracked by a deadly 
pack of ferocious half human man-hunters.

This firm fan favourite takes its cues from 
classics such as the The Island of Doctor Moreau 
and the Planet of the Apes.

White out/ Ten to One
Episodes 2.15 & 2.16

The League of Ten make their move. Agent White 
is shot and critically wounded, Penny and Agents 
Blue and Red are captured and the A.C.E. HQ is 
soon taken over by the Leagues minions. Jackson 
must lead the remaining A.C.E. commandos in a 
suicidal mission to stop the League and free their 
friends.

This was the last episode of A.C.E. to be directed 
by George Vera, who sadly passed away just 
weeks after it’s broadcast. Broadcast on an 
unusually cold Saturday in May the episode earned 
the show’s largest audience to that point. It would 
however be over 18 months before A.C.E. would 
return to the TV  due to industrial action and actor 
illness.

Experiment X
Episode 3.2

On a mission in Belgium Agent Green uncovers a 
secret Nazi research facility left over from the war. 
Soon the agents are fighting for their lives against 
the terrible Experiment X.

Shot partly on location in Belgium this story 
doesn’t feature Jackson or 
Penny until 2/3rds of the way 
through. The death of Agent 
Green left many views 
shocked and the show 
received a number of 
complaints that the 
episode contained 
too much gruesome 
violence for the evening 
time slot. 
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The Return of the Manster Arc
Episodes 3.4 to 3.9

This story arc, beginning with ‘Something Plastic 
this Way Comes’ and ending with ‘Break Out’ 
this arc details the return of the crazed villainous 
mastermind, and enemy of Jack Hawksby Jason 
Manster.

The arc begins with the reanimation of Jason 
Manster’s Brain and ends with his attempted 
escape from the A.C.E. compound. 

This story arc contains some of the best loved 
episodes, including ‘Cult of the Manster’ and ‘Day 
of the Assassin’ The casting of Jason Manster 
proved difficult, but eventually the team settled on 
veteran TV actor Julian Clarke. This proved to be 
the right choice as the Manster soon became the 
shows most memorable bad guy. 

Metal Heart
Episode 4.1

The forces of A.C.E. battle with the a powerful 
extraterrestrial, the Darkening Mind and its force 
of giant robot tripeds. 

Memorable scenes of giant Triped walkers 
stomping through London’s Hyde Park, and past 
Marble Arch were a triumph of budget effects and 
helped to make this story an iconic episode. The 
story is clearly inspired by HG Wells War of the 
Worlds. 

The Sound of Silence
Episode 4.13

Jason Manster and his cult launch a deadly virus 
that strikes the inhabitants of a small village 
entirely dumb. Manster and Hawksby battle wits 
and forces in the grounds and corridors of an 
aging stately home.

This was the last TV appearance of the Manster. 
It would also mark the last appearance of John 
Timms as Agent Blue. Agent Blue was the most 
frequent of the Agents to appear in the show 
(apart from Penny and Jackson). He featured in 39 
episodes. 

A Walk on the Dark Side
Episode 4.18

With Agent White under the malign influence of 
the Darkening Mind, and Hawksby and Penny 
wanted as traitors the duo must turn to former 
adversaries The Guild for help.

This typically action packed season finale, gives 
us a suitable end to the show. Despite the show 
maintaining a generally large audience, and 
a secure fan base, financial problems for the 
network and high production costs put the status 
of the show on hold. However Jackson and Penny 
would be gracing screens across the UK again, not 
TV screens, but cinema screens....

Sins of the Father/ In the Name of 
the Father/ Like Father, Like Son
Episodes 3.16, 3.17 & 3.18

Jackson and Penny finally discover what happened 
to Jack Jackson, Hawksby’s father. Manster makes 
his move as armies of his mindless androids sweep 
the country and a state of national emergency is 
declared. Jackson Hawksby and Penny race to bring 
back Jackson’s Father, and hopefully with him the 
answer of how to defeat Jason Manster.

The ‘Father Trilogy’ is considered the height of the 
Agents of A.C.E. by many fans and critics. The story 
deftly combines action and drama, leading to a 
memorable and explosive climax. 
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At the movies...
As the TV show began to wind down, producer Jack Johnson struck 
a three film deal with Universal Artists to adapt A.C.E. for the cinema. 
However only two of the movies made it to screen. Hawksby: Agent of 
A.C.E., and two years later Agents of ACE: A World in Peril.

Hawksby: Agent of A.C.E.
100min UK/USA Dir Jack Johnson

Essentially a retelling of the Jason Manster story 
arc from the TV show. Hawksby and Penny are 
on the trail of a missing scientist and a deadly 
assassin. They begin to realise the two cases 
are fundamentally connected and soon the pair 
must face their deadliest foe yet.
 
The studio hoped to create a modern super spy 
franchise to rival the ever popular Bond movies. 
However Jack Johnson was keen to keep an 
element of the English whimsy and Hawksby’s 
reserved character. He felt the studio wanted 
a more traditional action hero than he was 
prepared to give them in Hawksby. The resulting 
film benefits from explosive high budget effects 
and glamorous locations but is on the whole 
an uneven affair, that never quite knows what 
it is. Released late in the summer the film 
underperformed at the box office and was met 
with a luke warm reception from critics.

A World in Peril
98min UK/USA Dir Matthew D Wood

The agents are in battle with a force of giant 
tripod alien invaders, but as Hawksby and Penny 
investigate they realise the threat may be more home 
grown than they had first thought.
 
In a renegotiated deal after the box office failure of 
the first movie Jack Johnson was relegated to Script 
Writing duties only and hot shot, up and coming 
filmaker Matthew Wood was brought in to take 
the helm. The studio were keen to stress the more 
Sci-fi aspects of the show, as that was becoming 
the box office vogue. The film Wood initially turned 
in to the studio was visually fantastic, but almost 
unintelligible, And at over 2 and a half hours in 
desperate need of some editing. Johns was re-hired 
as ‘Post production Editor’ and managed to cobble 
together a half decent movie. Despite performing 
reasonably well at the box office, relations between 
Johnson and UA were so deteriorated that the third 
movie would remain in development for over a 
decade before being eventually dropped. 
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Playing

Agents of A.C.E.
An A.C.E. cast offers the player 
a wide array of possibilities. With 
two very formidable stars and a 
supporting cast of highly trained 
specialists it is possible to prepare 
a force suitable for any scenario.

An A.C.E. cast will usually be centred 
around Jackson and Penny. This 
powerful team mix brawn, beauty and 
brains and present a real challenge to 
opponents.

You can choose cast members from any 
of those listed in this guide. A carfeul 
selection of supporting cast and extras 
can make all the difference, consider 
what skills and weapons you might want 
at your disposal.

Apart from the Agents, Commandos 
and Scientists that the A.C.E. cast 
can provide a more conventional law 
enforcement element might be required 
for some scenarios. The Crooked Dice 
‘The Beat’ cast can be used as extras or 
guest stars to represent the long arm of 
the law.

Tactics
The A.C.E. Organisation is well funded 
and well manned, this gives the player 
a number of options when choosing 
playing them. Here are a few helpful tips:

•  Boots on the ground. Jackson 
and Penny are relatively expensive 
stars. Although well worth their 
weight it is worth considering that 
against an opponent with a high 
number of extras there might be an 
‘activations’ disadvantage. Take full 
use of the Stars command abilities.

•	  Choose carefully. With such a wide 
variety of extras and weapons choices 
it is vitally important to have a good 
think about the scenario. What is 
suited to the environment you are 
fighting in, or the forces you may 
meet. Armoured vehicles and rocket 
launchers might be great against 
lumbering tripods, but of little use 
against the stealth and deadly blade of 
the assassin.

•	  Vehicles and gadgets. Make full use 
of the available vehicles and gadgets. 
Sometimes the ability to move quickly 
across the board can make all the 
difference.
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Event Cards

Strikeforce
A.C.E. Forces are capable of rapid 
deployment due to their advanced tech 
and superior training. This card gives 
2 extra activations for one turn. (Both 
activations must be used in that turn).

Advanced Comms
This card can be used once,after the 
initiative roll. Due to the A.C.E. 
Organisation’s advanced communications 
ability their operatives can sometimes gain 
intel a few seconds earlier than their foes. 
This reverses the results of the initiative 
roll... Including Audience appreciation.

Laughs at Danger
A.C.E. Operatives are trained to work in 
highly dangerous situations, indeed some 
of them even welcome such situations. 
This card can be played once. For one 
turn the whole A.C.E. cast passes any 
moral rolls automatically.

Eye in the Sky
A.C.E. Have various surveillance options 
available to them, helicopters, satellites 
etc. For the rest of this turn, ignore any 
Concealment or Infiltrator effects in use by 
the enemy.

Call in the Cavalry
Reinforcements are radioed in. Roll 1D3 
this number of A.C.E. Commandos are 
deployed on the board edge of choice. 
These can only be armed with regular 
weapons. However on a roll of 1 the order 
is intercepted. And instead of any A.C.E. 
reinforcements the opposing side gets an 
additional minion (lowest level extra).

Cast Special Effects

Unbroken
Highly trained, highly motivated and 
dedicated it is harder to damage the moral 
of an A.C.E. Taskforce. A.C.E. casts have 
to be reduced to 2/3 their original strength 
before moral rolls are taken. 

Ultimate Sacrifice
All A.C.E. operatives know that one day 
they may have to pay the ultimate price 
for making the world a safer place. All ace 
operatives carry a deadly poisonous pill. 
If captured they can attempt to activate 
this so rather than face imprisonment and 
torture. A roll of +5 activates the pill. This 
can be particularly useful if the opponents 
objective is to capture one or more agents. 
The player can only use this in their 
activation and it uses a single action, it 
can only be attempted once.

Research and 
Development
A.C.E. Have a team of expert scientists 
and engineers who work tirelessly to make 
sure that the A.C.E. Operatives are in the 
very cutting edge of technology.

Signal Interception Beacon
The SiB can be deployed by the 
Agents of A.C.E to interrupt all enemy 
communications for a turn. Opponent 
automatically loses 2 activations this turn, 
due to their loss off comms.

Sensory Grenade
Emits a super sonic blast, and an 
explosion of white light. Any models 
caught within its blast receive the 
confused status.
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Mind wipe gun
Any model that is hit by this rolls an 
intelligence test. If they fail it their mind 
is wiped. They have a confused status 
and are no longer fighting for any side for 
the remainder of the game. They can be 
captured by either side but can no longer 
take part in the action or count towards 
activations.

Pocket computer
Whilst the idea of an actual pocket 
computer is some years off the A.C.E. 
Scientists have developed a hand 
held radio powered device that can 
communicate with the massive A.C.E 
mainframe super computer WORP 
(Worldwide Operational Response 
Platform). This gadget stays in use. Each 
turn roll 1D6. On a roll of 3+ the A.C.E 
player gets one additional activation that 
turn, to represent the advantage in terms 
of understanding enemy movement and 
deployment that connection to WORP 
gives.

Special Vehicles 

Landrover
The A.C.E. Commandos vehicle of choice. 
The A.C.E. Landrover boasts Pintle 

mounted heavy machine gun and armour 
plating.

Helicopter 
Based on the prototype Westland WG 13 
helicopter the A.C.E. AOV 1 helicopter is 
fitted with 2x energy cannons and a side 
mounted HMG. The state of the art auto 
cannons fire a 10mm, high impact electron 
energy burst beam fed ordinance. These 
devastating weapons have a 3” blast. And 
can pierce most types of armour.

Weapon Type Range Hit Str Special Rating

HIE 
energy 
cannon

- 8” 2 5 Burst
3” 6

Hawksby’s E-type Jaguar
Hawksby’s Series 1 two-seater coupé 
has had a few special modifications. 
The standard 4.2 litre six cylinder engine 
has the special ‘lightening injection’ 
system added to it, giving it increased 
acceleration. And the car is bullet proofed 
using the state of the art spray on 
deflection paint, developed by A.C.E. labs.

Penny’s Mini Cooper
Penny’s sport mini Cooper also benefits 
from the ‘lightening injection’ system and 
deflection paint additions.
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Agents of A.C.E.

Locations
One of the most notable aspects of 
the Agents of A.C.E. was the many 
and varied locations the show took 
it’s agents too. These were not 
always created 100% convincingly 
by the show’s over worked set 
designers due to the budget and 
time constraints!

Many episodes were set around various 
locations in London and the surrounding 
countryside, but locations as remote as the 
Pacific Islands, a Russian Gulag, an Arctic 
sub-station and several stately homes were 
all featured. 

The Constable Club / A.C.E. HQ
Hidden away beneath London’s exclusive 
Constable Club is the secret headquarters 
of A.C.E. The labyrinthine base houses 
offices, a training gym, a firing range, 
science labs and holding cells, as well as 
a fully equipped arsenal and underground 
parking. The HQ has several secret exits 
including Lonsdale’s Men’s Tailors and the 
Knight’s Arm tavern. Several of the shows 
episodes were set entirely or in a large part 
in the A.C.E. HQ including it’s notorious 
capture by the League of Ten.

Elstone Hall
Penny’s child hood home, and family seat 
of the Smythingtons Elstone Hall featured 
in a couple of A.C.E. episodes, including 
‘Royale Family’ In which Penny travels 
back home for Christmas, and ends up 
having to rescue her friends and family 
from a dangerous group of hostage takers. 

Isle of Ravens
On the very top edge of the British Isles this 
small inhospitable island Is home to Jason 
Manster’s organisation. Built underneath 
the derelict village and castle the Manster’s 
base is a vast complex of corridors and 
rooms, some of them housing the evil 
mastermind’s darkest secrets. The Island 
also featured the episode ‘The depth of 
terror’ in which half human sea creatures 
roamed the now abandoned island, the 
results of Manster’s nuclear experiments.

Wyld Industries Plant
Built in the heart of London’s dockland 
the Wyld Industries Manufacturing plant 
was in several episodes, including being 
the location of a pitched battle between 
the A.C.E. Blue and Red task-forces and 
the monstrous mechanised troops of the 
Darkening Mind.

“Honey, If you didn’t look so cute I’d kill you 
where you stand”
Penelope (Penny) Royale
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Agents of A.C.E.

The Cast
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Daring agents, hardened soldiers and genius scientists make up the ranks of 
the A.C.E. Organisation. 

Jackson Hawksby

Born with a silver spoon some might 
say, but Hawksby has never been one 
to rest on the family laurels. Jackson 
is the son of wealthy English aristocrat 
Jack (John) Hawksby. Jackson was a 
generally intelligent but not applied child, 
coasting through school on his family 
name and wealth, until his scientist father 
mysteriously disappeared during an 
experiment gone wrong. Jackson then 
dedicated his life to the service of others, 
with the hope of one day of finding out 
what happened to his father.

After studying philosophy, maths, chemistry, 
history and astrophysics at Oxford and 
Cambridge Hawksby disappeared to the far 
east for several years, there he studied under 
notable teachers until he was master of the 

martial arts. Upon his return he worked for 
military intelligence, until he was recruited 
by Agent White to be special advisor to the 
A.C.E. organisation.

Intelligent, strong, disciplined, and 
unflinching, Jackson is both master of the 
mind and body. He is intensely private, and 
often deadly serious, yet Jackson does have 
a lighter side. He has an enjoyment of the 
finer things in life and a sharp wit. Although 
there have been many beautiful and 
glamorous ladies who’s names have been 
mentioned along side Hawksby’s his love 
life still remains a secret to all but his closest 
friends. 

“No we don’t have a plan, 
but, with a first degree in 
astrophysics and a black 
belt in ninjutsu, I’m hoping 
to work something out!”
Jackson Hawksby

Heroic Agent | 84 ratings
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Special Effects
Luck (2), Boffin (1), Infiltrator, Pressure Point, 
Leader (2), Car

Unique Effect

Comanding influence
Hawksby’s cool intelligent demeanour has 
a calming effect on those he is fighting 
alongside. Friendly miniatures within 4” of 
Hawksby add a +1 to any Moral tests. If the 
side is bellow 50% but Hawksby is still in 
play then the -1 modifier on the moral role is 
not added.  
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Penelope Royale

Orphaned at a very early age, Penny 
was brought up in the forbidding 
Elstone Hall. Her kind benefactor was 
widow Lady Jane Smythington. There 
Penny struck up a life time friendship 
with Jane’s son Smith. After finishing 
school and college Penny was drifting 
through life with no real aim. It was 
through Smith that Penny met Agent 
White who recruited her into the ranks 
of A.C.E. 

It became rapidly apparent that 
Penny was naturally capable and she 
became the star of her class in the 
A.C.E. Academy, and despite run-
ins with some of her instructors she 
graduated with distinction.

Penny is tough, sassy and fiercely 
independant , she doesn’t suffer fools 
gladly. She his a highly skilled marks 
woman and a brilliant driver. Her fiery 
nature can sometimes land Penny in 
hot water, as she has a tendency to 
rush in where angels fear to tread. 
She is usually first into any fray!

Penny is deeply loyal to Agent White 
and Jackson, and has often put her 
own life in danger to save theirs. 

Penny Royale Co-star | 57 ratings
MOVE DEF HITS STR AGJ INT MOR

6 5 2 4 5 4 3

Special Effects
Luck (1), Fists of Fury, Eagle Eye, Cat 
Burglar, Plucky
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Agent Blue

Cool, calm and impeccably trained, 
Agent Blue is the model A.C.E. 
agent. 

Agent Blue is often seen fighting 
alongside Hawksby and Penny, and 
is the A.C.E. agent that featured in 
the most episodes. 

Heroic Agent | 37 ratings
MOVE DEF HITS STR AGJ INT MOR

6 5 2 5 3 4 4

Special Effects
Heroic Surge, Leader (1), Military Training
Sixth Sense

Agent White

The leader of the whole A.C.E. 
organisation, Agent White is a cool, 
calculating and hard nosed leader 

Although it is some time since he 
was a field operative Agent White 
is still a force to be reckoned with, 
a master schemer who inspire 
confidence and loyalty in his troops. 

Heroic Agent | 37 ratings
MOVE DEF HITS STR AGJ INT MOR

6 4 2 4 3 6 4

Special Effects
Leader (2), Military Training
Sixth Sense

Taskforce Leader

It takes a special kind of trooper to 
rise to the rank of taskforce leader.  

Tough and dependable, the A.C.E 
taskforce leaders are both brave and 
capable, many of them hardened 
veterans. Can be armed with a Pistol 
or Rifle.

Soldier | 14 ratings
MOVE DEF HITS STR AGJ INT MOR

6 3 1 3 3 3 2

Special Effects
Military Training
Grenades (2)

Taskforce Trooper

Some of the worlds best soldiers 
form the ranks of the A.C.E. 
Taskforce. 

The A.C.E.trooper is highly trained 
and fiercely loyal, trained to think on 
his feet and keep calm in thye heat of 
battle.  Can be armed with a Pistol, 
SMG or Rifle.

Soldier | 10 ratings
MOVE DEF HITS STR AGJ INT MOR

6 3 1 3 3 3 2

Special Effects
Grenades (2)
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Episode: They Walk Among Us

20 | Episode

Hawksby, Penny and Agent blue, plus 
handful of A.C.E. must escort a high 
ranking diplomat through the corridors 
of an enemy occupied Hotel. 

The story so far...
Delegates from various world nations 
are gathered in the Bourne Manor Hotel 
in Brighton to finalise the terms of a de-
armament treaty. During the course of the 
talks delegates have began to disappear, 
and the reappearing, changed, and 
unwilling to negotiate, causing the talks to 
grind to a virtual halt. Hawksby and Penny 
were soon drafted in to try and uncover 
the whereabouts of the missing dignitaries. 
They have uncovered a plot by a sinister  
Alien race known as the Victrons. These 
shape shifting invaders were hoping 
to infiltrate the various world powers 
represented, and to bring about the start 
of World War 3. Their plot uncovered the 
Victrons assault the hotel to try and rescue 
their leader, still in human form, captured 
by Jackson and Penny. 

It is a race against time for The Agents of 
ACE to get the captured Victron Leader 
out of the building by the only viable exit, 
in a small service room in the other side of 
the hotel floor. The Victrons are trying to 
prevent this, without killing their leader.

Casts 
A.C.E (195 ratings)
Jackson and Penny have managed 
to contact ACE HQ and the first 
reinforcements have rushed to the scene, 
a small squad of ACE troopers.  The ACE 
Troops for this Scenario are Jackson, 
Penny, 1 ACE Taskforce Leader and 3x 
ACE Taskforce Troopers.

Victrons (200 ratings)
Victron Commander Chal, (64) 8 Victron 
Solders 10x8, 3 with Energy Weapon  
(96) Victron Special Weapons Team (40). 
Victrons can be played as either still in their 
human form, or in their true Alien form, this 
doesn’t affect how they are in the game. 
The Victron High Commander Tnar has 
been captured by Penny and Hawksby, 
he takes no active part in the game and is 
just moved around with either Jackson or 
Penny. 



Location
The 4x4 board represents a part of the 
ground floor of the luxurious Bourne 
Manor Hotel. The table should be made 
up from rooms and corridors, with various 
bits of furniture. There should be at least 1 
large conference room and a smaller store 
room, that has the exit to outside in it.

Action!
Determine Initiative as normal for all turns.

Special Rules
Collecting Dignitaries
Place 4 objective makers in random 
rooms on the board (2 placed by each 
player). When you enter a room with 

EXIT

Victron 
deployment zone

Penny & Hawksby 
deployment zone

A.C.E. Taskforce 
deployment zone

Bourne Manor Hotel

one of them in roll 1D6. On 5-6 there 
is another lost delegate. The Victrons 
can capture them, A.C.E. Characters 
will rescue them. If the dice roll is a 
1 however it is not a delegate but 
a Victron, who was disguised as a 
deligate, the Victron will be added to the 
Victron side as another cast member. 

End Credits
The game ends when the Victron Leader 
exits off the table, or all of one side are 
removed from play.

Victory Points
Use the standard Victory Points set out 
on page 131 of the 7TV core rulebook 
with +1 VP for each delegate either 
rescued or captured by the prospective 
side.
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Victron Commander 
Chal

The fearsome commander of this 
Victron Strikeforce, Chal has little 
care for the life of his men, as long as 
the task is accomplished. 

This cruel and viscous veteran 
warrior is armed with the Victron 
Energy Weapon. 

Villainous Guest Co-Star | 64 ratings
MOVE DEF HITS STR AGJ INT MOR

6 4 2 4 4 4 4

Special Effects
Leader (2), Military Training
Pressure Point, Love to Hate

Victron Warrior

The shape shifting frank and file of 
the Victron invasion force.

Armed with a pistol, SMG or the 
fearsome Victron Energy weapon, 
these ruthless soldier can appear as 
standard human minions or in their 
terrible tentacled Victron form. 

Villainous Alien Warrior | 8/10/14 ratings
MOVE DEF HITS STR AGJ INT MOR

6 3 1 3 3 3 2

Special Effects
Blocker
Replace SMG/Pistol with Energy Weapon 
(+6 ratings)

Victron Leader Tnar

The supreme leader of the Victron 
invasion force Tnar is a determined 
and gifted leader. 

Despite being the overall leader Tnar 
likes to be involved on the ground. 
He is often involved personally on 
missions, especially those involving 
subterfuge. 

Villainous Guest Co-Star | 66 ratings
MOVE DEF HITS STR AGJ INT MOR

6 4 3 3 3 5 5

Special Effects
Leader (2), Military Training, Luck (2) 
Sixth Sense, Obey Me!

Victron Energy Weapon
Weapon Type Range Str Special Rating

Energy 
Weapon Adv 16” 4 High-Tech, 

Laser 6
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Betrayal!
Roll 1D6 up to that number of 
your ememies extras swithc to 
your side... you chose half, he 
choses half.

Strikeforce
A.C.E. Forces are capable of 
rapid deployment due to their 
advanced tech and superior 
training. This card gives 2 
extra activations for one turn. 
(Both activations must be 
used in that turn).

Advanced Comms
This card can be used once,after 
the initiative roll. Due to the A.C.E. 
Organisation’s advanced 
communications ability their 
operatives can sometimes gain 
intel a few seconds earlier than 
their foes. This reverses the 
results of the initiative roll... 
Including Audience appreciation.

Laughs at Danger
A.C.E. Operatives are trained to 
work in highly dangerous 
situations, indeed some of them 
even welcome such situations. 
This card can be played once. 
For one turn the whole A.C.E. 
cast passes any moral rolls 
automatically.

Eye in the Sky
A.C.E. Have various surveillance 
options available to them, 
helicopters, satellites etc. For 
the rest of this turn, ignore any 
Concealment or Infiltrator 
effects in use by the enemy.

Call in the Cavalry
Reinforcements are radioed in. Roll 
1D3 this number of A.C.E. Troopers 
are deployed on the board edge of 
choice. These can only be armed 
with regular weapons. On a roll of 1 
the order is intercepted. Instead of 
any A.C.E. reinforcements the 
opposing side gets an additional 
minion (lowest level extra).

Appendix
Event Cards
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For information on 7TV 
miniatures game including the 

core rules needed to use this 
non-endoresed suppliment go 

to: www.crooked-dice.co.uk

https://starshipvorenus.wordpress.com


