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INTRODUCTION TO
CHAMPIONS

|

Welcome to the superpowered world of Champions!
Here’s where the four-color fantasies of comic books be-
come real; here superheroes and supervillains do battle for
the destiny of the human race. Championsallows anyone to
become a superhero and fight for justice. With these rules
and your pencils, paper, and imagination, you can recreate
the fanciful world of the comic books and adventure novels.
But beware! Champions is not a game for the weak at heart.
It takes guts, intelligence, and imagination to succeed. Can
you meet the challenge?

Champions has all the rules to show you how to create
your own unique character. Any power or ability you've seen
in the comics can be duplicated with the Champions rules;
this is your chance to create the character that you want.
Once you've created your hero, you'll join other heroes in the
fight against evil.

So get out there and BE A HERO!

(' WHATSINSIDE )

You've started in the right spot. First, here’s alist of what's
in the book, so you'll know what you have:

HERO System Rulesbook: The first section of the book,
this section has the rules necessary to play Champions.
The Rulesbook includes introductory material, in case
you've never played before. This section also has all the
rules necessary to roleplay any type of game, from
fantasy to science fiction. It is identical to the HERO
System Rulesbook sold separately (so you don’t have to
buy it).

Champions Sourcebook: This section explains how you
can use the rules in the Rulesbook to create your own
comic-book game. There are also extensive guidelines
on how to maintain a Champions campaign.

Champions Campaign Book: This includes ready-to-use
material for your Championsgame. There is a superhero
team called The Champions which you can play. There
are over a dozen villains to lock horns with. And there’s
a ready-to-go scenario that will propel you right into the
world of comic-book adventuring.

Before you start, you’ll also probably also want:

* Pencils and Paper

« Copies of the Character Sheets

» Miniatures or markers to represent characters.
+ At least 3 six-sided dice for each player

* Lots of imagination

( HOW TO USE THIS BOOK )

If you've never played a roleplaying game before, start at
the beginning of the HERO System Rulebook. There you'll
get an introduction to roleplaying and a review of how the
HERO System works. Then you can get a couple of friends
together and turn to the introductory adventure in the Cham-
pions Campaign Book and begin playing. Once you've
played the game, then go back at your leisure and read
through the rest of the Rulebook.

If you're an experienced roleplayer but unfamiliar with the
HERO System, you should also read the beginning of the
HERO System Rulebook. But you might also want to read
through Character Creation and Combat to get a better idea
of how the game works. Then play the introductory adven-
ture and move on to the Mob Rule adventure.

If you're already a HERO player, then you don’t need to
play the adventure. Read all the way through to catch all the
rule changes and additions.

All players and GMs should read the rules all the way
through when you have time.

~

~
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