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Shadows of the City is a supplement designed for 5-7 Dark
Champions characters with 50-60 active point attacks and
an average of 20 points of PD and ED. Resistant defenses
should be low to maximize the enjoyment of this adventure.

Shadows of the City can also be used with regular Cham-
pions characters. The villains may need to be adjusted;
notes on how to modify the villains for a regular Champions
campaign are provided.

Ifyou are the Gamemaster, read through the entire supple-
ment thoroughly before the beginning of play. If you are
planning on playing this adventure, stop reading here.

This book contains three linked adventures: Revolution,
The Packand Street Magic. These adventures are indended
to be run as an intertwined campaign, and are presented in
that order. Villain and character write-ups follow the sections
in which they first appear.

Revolution is a three-part adventure to be used with the
other two adventures listed in this book. Part One of Revo-
lution takes place before The Pack is run. Part Two comes
after completion of The Pack and before Street Magic has
begun. Part three of Revolution comes after Street Magic’s
conclusion. Revolution is intended to be played with the
same player characters that are used in The Packand Street
Magic. It can be a functioning stand-alone adventure as well
as being used with the rest of the book.

Itis possible to run Revolutionin a single gaming session,
but notrecommended. To achieve the properfeel of time that
takes place between parts of this adventure, it is best to
interrupt Revolution with separate endeavors. The Packand
Street Magic are provided for just this purpose. If the adven-
ture is spread out, the players will be able to get a good feel
for the growth of the organization detailed below. If the GM
rushes the adventure, he will have to explain away the
allotted time and the adventure will lose realism in the eyes
of the players.

Because the time of these intertwined adventures can be
quite confusing, we're providing the GM with a time line of
events. The time line show what adventure comes when,
and where the GM can break up the action by supplying his
own mini-adventures. A synopsis of each adventure’s plot
can be found at the start of each scenario.

1 Revolution, Part One: Make Money the Old Fashioned
Way—Steal it

2 The GM can give the characters a chance to investigate
some of the information they might have learned in the
above adventure, insert his own adventure, or proceed to
Item 3.

3 The Pack, Chapter 1: Assault on the Mansion. This item
takes place about one or two days after item 1.

4 The Pack, Chapter 2: The Shipment. This item takes place
the night after item 3.

5 The Pack, Chapter 3: Investigating the Streets. This item
naturally follows item 4. The GM could throw in some
random encounters, or even a short adventure, to muddy
the waters.

6 The Pack, Chapter 4: Mongrel on the Offensive. About two
weeks will pass between this item and item 5.

7 The GM could insert a short adventure here, if desired.

8 The Pack, Chapter 5: Home Bound Train. There is about
a week between item 6 and this item.

9 Revolution, Part Two: Industrial Accident for Bridgeport.
The GM can put as much time as he desire between this
item anditem 8. The characters may be sidetracked, sent
on another adventure, or continure on to the next item
immediately.

10 Revolution, Part Two: P. Wallace & Sons Get Nailed. A
week passes between the previous item and this one.






