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Welcome once again to the gritty world of the streets, a
world where having the fastest gun is often the only guaran-
tee of success, where justice takes on a colder, sharper
edge, and where the crimefighters often have more in
common with the criminals they fight than they would care to
admit: the world of Dark Champions.

When the decision was made to develop the “Dark Cham-
pions Universe” as a somewhat distinct entity from the four-
color Champions Universe, it became obvious that the Dark
Champions “sub-universe” lacked two things: one, a suffi-
cient number of published write-ups for criminals and other
NPCs that the heroes can interact with (and sometimes
fight); and two, a campaign setting. Hence Justice, Not Law,
a book which fills those two gaps perfectly.

Justice, Not Law can be roughly divided into three parts.
The first section of Justice, Not Law details a new campaign
setting: the fictional metropolis of Hudson City. Additionally,
the world outside of Hudson City is described, and a timeline
of Dark Champions Universe events is provided. The second
par, related to the first, is a large selection of villains to use
in Dark Champions campaigns. Many of these criminals are
much more “comic book-like” than the ones in Dark Cham-
pions—they have minor superpowers and/or unusual gad-
gets which serve to separate them from the average man on
the street. Thus, they can be used in some straightforward
Champions campaigns, but, on the other hand, might not be
appropriate for an absolutely realistic Dark Champions cam-
paign. GMs interested in this subject will find a discussion of
campaign types elsewhere in this book.

The third and final part provides additional information on
organized crime to supplement the material found in Dark
Champions (hereafter referred to as “DC"). Not only are real-
world groups described, but names and descriptions are
provided for (Dark) Champions Universe gangs and groups.

Enjoy! Don't forget to reload now, while you still have the
chance...

HOW TO USE THIS BOOK

How you use this book will depend upon the nature of the
campaign you're running. If your game is entirely non-
superpowered, then you will want to trim out some of the
“superhuman” elements that some of the characters have. If
your Dark Champions campaign does involve some level of
superpowers, then you can use the criminals as they are,
perhaps with a few adjustments based on your campaign’s
style or power level.

If you're running a four-color Champions campaign there
is still plenty of material in Justice, Not Lawthat you can use.
The criminal groups can be carried over into the Champions
Universe without any changes, though a few may get in-
volved in the “superhero scene” (for example, by acquiring a

superpowered leader or being recruited as agents by a
group like VIPER). The villains can also be used without too
many changes, though a few may need to be increased in
power and/or saved for a specific type of scenario.

How the GM uses Hudson City is also a matter of cam-
paign style and taste. Although it is presented as a totally
non-superpowered, relatively realistic campaign setting, the
GM should feel free to introduce superhumans if he prefers.
This may require some broad changes in the city itself,
though (for example, how will the underworld react to the
presence of superhumans?), sobe prepared to deal with the
consequences.

A CONTINUUM OF POWER LEVELS:
ADDING SUPERHEROIC AND
FANTASTIC ELEMENTS TO YOUR
DARK CHAMPIONS CAMPAIGN

One problem that many GMs have when creating a Dark
Champions campaign is deciding what level of power to
allow PCs and NPCs to have. While is it possible to argue
that a Dark Champions campaign should not involve super-
powers at all, in fact there are a variety of power levels that
can be “street-level” in nature. By keeping the limitations of
these different “levels” in mind, the GM can use comic-book,
science fiction, or mystic elements in his Dark Champions
campaign without ruining the “flavor” of the street-level
genre. The power levels in a Dark Champions campaigncan
be arranged along a five-step “continuum:” no superpowers,
occasional superpowered enemies, minor superpowers,
occasional superpowers and full-fledged superheroics.

NO SUPERPOWERS

At one end of the continuum is the entirely “heroic”
campaign, where there are no superpowers at all. The
setting is entirely “real-world,” with absolutely no abilities,
devices or other game aspects which are not found in real
life. Some examples include “pure” street-level campaigns,
campaigns based around a unit of the police department,
most international espionage campaigns and the like. Usu-
ally campaigns of this sortinvolve characters who are builton
around 150 points with Normal Characteristic Maxima auto-
matically imposed, who have CVs and Damage Classes in
about the 6-8 range, and who buy most of their weapons and
gadgets with money, not character points. Resistant de-
fenses should be limited to no more than 6 in most cases;
remember that the characters should be afraid of most
firearms. Characters may have an equipment allowance to
limit the amount of gear they can carry with them.

However, there are a few things to keep in mind about non-
superpowered games. First of all, just because the cam-






