Heroclix Campaign Rules

At the beginning of a Heroclix campaign all players involved choose 100 points worth of Rookie hero’s. All players involved in the campaign work from a single reality and no two of the same named character may be chosen at any one time. No two different levels of the same figure and LE figures of an alternate identity (No constrictor and Frank Schlichting in the same reality). A rotating player will play the bad guys on any one scenario. If at any time you lose your entire team you have to start over at 100 points. 

Opposition

Any one opponent will run the opposition. The opposition must play to the objective of the scenario. Bank robbers will always try to get away but will attack anyone that gets in the way, etc. The opposition can choose any characters in HeroClix that are not currently on the roster of any team in continuity. For campaigns with more than two players opposition will rotate as will team play. Scenarios are generally less than 20 minutes.

KO

If your heroes are KO’ed they remain on the field of battle for the duration of the game or until carried off by a sentinel. You may rescue the character before he is carried off (see Rescuing). Each scenario has the rules for what happens to your KO’ed character at the end of the scenario in the “Wrap up” section.

Sentinels

For most scenarios there will be sentinel activation only for the capture of KO’ed characters. The sentinel will try to carry the KO’ed character off the field, if attacked for damage the sentinel will go into retaliation mode and attack as normal. The number of Sentinel points and the number of hero points on the board at one time should be equivalent. 

Fleeing

Any character playing in a scenario may flee the map. To flee the map you must start your turn in any non-objective (i.e. not the villain side of breakthrough) edge square and spend a move action to exit. You can only exit off of a building if you have flight or leap/climb.   Fleeing allows the character to remain a part of the team. Any fled character can no longer act and has no effect on the outcome of the scenario. 

Rescuing

A KO’ed character can be carried off the map by any character. To pick up a KO’ed character takes a move action and the character must start the round in base to base. A super-strength character can carry up to two KO’ed characters and can move at full movement while carrying. A flyer can carry one KO’ed character and can move full movement. Any other character can carry one KO’ed character at half of their movement. While carrying a character the carrier cannot attack. You can drop a KO’ed character but you must spend another move action to pick him up again. Once off the board, the carrying character and the KO’ed character/s are considered fled from the scenario and can no longer act in the outcome of the scenario.
Capture

A captured character has been carted off to the superhuman internment camp. Once in the camp that character must be rescued to use them again in campaign play. The original team the hero belonged to reserves the right to break out a captured hero for 3 campaign games. After 3 games any team may attempt to break out the character. A character is automatically loyal to the team that breaks out a hero. The team must have enough points in reserve to pay for that character and buy them back or trade the appropriate amount of points on your current roster. Any team that breaks out and does not purchase the character reserves the right for three rounds to pick up the character and after which it is released for purchase by any team. Any character that is traded out for another character is immediately available for purchase by any other team.

Team Levels

100 – 199 – Your new team has the basics to get by. You are lucky to be able to get new costumes when yours get beat up.

200 – 399 – You have a local super team. You have a small base and standard 100% opposition Danger Room (which you get automatically) you don’t have enough room to store a vehicle or items in your supply area. Your team can carry 1 item with them in the field, if they can afford it.

400 – 500 - As a Global Super Team you have the means to purchase an expansive team base. You have a hanger/garage to store your team’s vehicles. You may purchase and store items to bring with you into the field. These items may help you in your battles against super villains.

Team Items 
Items are not "carried" by individual figures. They operate as "player-level" intervention into the battle, representing preparedness and resources.  Items may be purchased prior to your game, just as if you were recruiting characters, and you can only have 1 of any item for your team at a given time unless otherwise specified in the item description. Stuff can be used at any time during any turn as applicable for that item.  Using items  don not take an action or a token unless otherwise specified. 

The storage and use capacities are outlined below:

No Base, No Vehicle - Team can store 1 item; use 1 item per battle.

Base, No Vehicle - Team can store 1 OF EACH item; use 1 item.
Base, Vehicle - Team can store 1 OF EACH item; use two items during the battle.

Permanent:

Expansive Team Base (permanent) - MUST BE NAMED TO FUNCTION - allows the purchase of items requiring a Team Base, AND allows you to select variable Danger Room opposition. This base will also contain your garage/hanger for the teams vehicle - 100pts


Team Vehicle (permanent) - MUST BE NAMED TO FUNCTION, BASE REQUIRED – allows you to deploy your heroes in any 2 available starting areas not already occupied, splitting your force as you wish.  Also a vehicle will allow you to carry more items into battle with you. Your team will be allowed 2 items per scenario  - 100pts

Teleportation Device (permanent)– Upon use of the teleporter any one friendly may be transported off of the field of battle. The condition (KO, standing) is not relevant. Use of this object will cost 100 pts. and only one use during any one scenario. Cost to install 100 pts.

Magna of Illusion (permanent) – Using this very mysterious object will allow you to choose the scenario instead of rolling it every use of this object costs 50 pts. Cost to install 100 pts.

Disposable:
Stimpack (one use) - heal ONE of your figures as if they had been hit by Support (d6 clicks healed instantly). Use of this item takes an action and a token, no hit roll required, requires an adjacent friendly figure. Cost 100 pts.


Revivipack (one use) - revive ONE of your KO'd figures and heal them d6 clicks instantly. Figure comes back with no tokens. Use of this item takes an action and a token, no hit roll required, requires an adjacent friendly figure. Cost 200 pts.

Personal Force Field (one use) - you can use this to soak any 1 attack as if you had invulnerability. This can be used on civilians (hostages, snitches). Cost 50 pts.

Jet pack (one use) - allows a grounded figure to act as a flying figure for 2 consecutive movement rounds. Cost 75 pts.

LAW Rocket (one use) - use of this disposable munitions will cause an Energy Explosion attack at range 10. Use the attackers value to hit.  Use of this item takes an action and a token. Cost 75 pts.

Probability Grenade (one use) – One use of the Probability control power during the game. Cost 50 pts.


Stake (one use) - on a successful hit a vampire takes BCF damage from a stake. Use of this item will take an action and a token. A telekinetic may use this item at range 10.  Cost 35 pts.

Bomb Disarm kit (use for one scenario) - allows bomb disarming in 1 full round of B2B contact. You still must not be hit on that round and if you are hit you may try with the kit again.  May also be used to disarm the triggers on hostages with explosives by standing next to them, not hit for 1 round. Can only be used any multiple times during one scenario. Cost 50 pts.

Emergency Backup Transmitter (one use) - call in your team backup, who appear on a random (d4) board edge at the beginning of your next turn and assist you under your control.  Backup is scaled as follows, and may be upgraded. Once you have called in your backup, they are "off contract" and must be re-purchased:

    - Shield backup I – 50 pts of shield figures (you decide) - 50pts
    - Shield backup II – 100 pts of shield figures (you decide) - 75pts

Chronal Howitzer (one use) - turns back the clock at any point during the mission, on any turn, and re-roll your mission die (of course, wait for your next turn to play).  The previous mission never happened. Cost 400 pts.

Scenarios
At the start of a campaign your hero’s are new and don’t yet have a headquarters, you must go out into the world and play the following scenario’s chosen at random at the beginning of the game. No scenario will remove points from a team, there is a minimum of 0 points.

1. Bank Robbery – A group of bad guys have gone out and robbed a bank. Your force/s must stop them from getting off of the game map. They will attempt to escape in the direction you are coming from. The bad guys will start anywhere in or on the building they are robbing. Both forces will be equivalent in points. Sentinel activation for KO’ed heroes in three rounds. Scoring points:

-Foiling the robbery (stopping everyone from escaping) 10 pts.

-Disrupting the robbery (stopping someone from escaping) 5 pts

-For villains captured 1 pt for every 10 pts of villain captured (KO’ed)

-For each hero KO’ed –1 pt per character.

Wrap up:

-Win or loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing or escaped.

2. Rescue the Hostages – A villain team is attempting to take a group of hostages. They intend to use them as human shields to get away. There will be a hostage for every villain on the board with a minimum of two hostages. Hostages will start in the middle of the board. No one ever has to roll a break from a hostage. A hostage will bend to the will of whoever is in base-to-base contact with them at the time. If a hero and villain are in contact with the same hostage and he issues the hostage a move command then a break roll will be required for a hostage to move. Hostages move as if they had the Avengers team ability and cannot attack or use any dial team or PAC abilities, they are also treated as battle fury due to the confusion and stress they are under. Once given a move action they will stand still until a hero or villain touches them and assigns another move action. If a villain KO’s a hostage through pushing or damage, they may not flee the board and must fight to get out, unless they can take another hostage (from another villain). If a hero KO’s a hostage either by pushing or damage then the villain that last touched that hostage gets away in the scuffle and is no longer in the game. Should all of the hostages be KO’ed then the scenario ends, regardless of who KO’ed them. When a villain is in base-to-base with a hostage he may deflect the attack as if he had mastermind, but only to the hostage. If a villain and a hostage get to the edge of the map that the heroes started on then that villain gets away with the hostage. The villain does not have to take another move action to leave the map it is automatic once he and the hostage reach the edge. To save a hostage the hero must direct the hostage to the edge of the villain side of the map where they will automatically be safe and out of play. Both forces will be equivalent in points. Sentinel activation for KO’ed heroes in four rounds.  

Roll a D6 if the result is 4-5 then you play the Hostage Sabotage varient.

Scoring points:

-Saving a hostage 5 pts. Per.

-Hero KO’s a hostage –5 pts to a minimum of 0

-Villain KO’s a hostage 0 pts

-Villain Escapes with hostage –5 to a minimum of 0

-You receive 1 pt for every 10 pts of villain KO’ed that did not involve a hostage KO (by a hero, excluding exploding hostage).

Wrap up:

-On win or loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing or escaped.

2b. (variant) Hostage Sabotage – Follow all of the same rules as in Rescue the Hostages, but roll 1d6 for each hostage at the beginning.  On a 5-6, the hostage is wearing a dynamite-laden vest.

If one of the vested hostages physically moves (i.e., a failed break wouldn't trigger), roll 1d10.  On a 10, the hostage blows up, immediately dying (kill credit for negative points or fleeing goes to the order-giver, they persuaded the guy to move), and dealing 2 damage to every figure in an adjacent square (all damage reducing and dodging powers apply and are effective).
3. Artifact recovery – You and a group of bad guys are looking to acquire the same newly discovered artifact. You want to get it and get out of there, so do the bad guys. When you arrive, however you realize the task won’t be as easy as it looks. Roll a six-sided die, on a result of 1-3 the object is encased in a 5 point force field (auto to hit, cumulatively damaged), on a roll of 4-6 the object is surrounded by 4 high level Skrulls who also have a mind to keep the object.  Both hero and villain forces will be equivalent in points. Sentinel activation for KO’ed heroes in three rounds.  Scoring points:

-Getting the artifact and getting it off the board 10 pts.

-You receive 1 pt for every 10 pts of villain KO’ed.

-For each character KO’ed –1 pt per character.

Wrap up:

-On win any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing on the map.

-On loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing or escaped.

4. Breakthrough – Some bad guys have caused a minor catastrophe, you must get your hero force to the scene to rescue innocents. The bad guys are the only thing standing between you and the poor innocents. You must cross the map and leave on the bad guys side to win the scenario. If you don’t make at least one hero across in 10 rounds it is too late and you lose. Both forces will be equivalent in points. Sentinel activation for KO’ed heroes in three rounds.  Scoring points:

-For every 10 pts of hero that goes to rescue innocents 1 pt.

-You lose 1 pt for every 10 pts of hero that does not go to save innocents on a win. No points are deducted on a loss.
-You receive 1.5 pts for every 10 pts of villain KO’ed on a win. (Due to time restraints), nothing is earned for KO’ed villains on a loss.

Wrap up:

-On win any KO’ed heroes still on the map will be captured.

-On loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing.

5. Safe House – A petty snitch is going to testify in the trial of a major super criminal. The crime lord has found out where they are keeping him and has sent his “boys” to take care of him. They only want to take out the target and will retreat once the target is down. You will start anywhere in or on the building he is being kept in. The villains will assault. The snitch is a rookie hydra, a rookie thug or rookie henchman. The defending force can control the snitch but he must not leave the building or the heroes will lose.  The snitch will move for free as if he had the Avengers team ability, still receiving a token. The snitch also may not attack anyone. If the snitch or the defending force is KO’ed the scenario is over and the defenders lose. The attacking force will be 150% of the defending force. If the attacking force looses 50% of their force they have to roll a six-sided dice every round as a moral check, on a roll of 5-6 they will flee and the scenario will end. Sentinel activation for KO’ed heroes in five rounds.  Scoring Points:

-Saving the snitch will score 15 pts.

-You receive 1 pt for every 10 pts of villain KO’ed.

Wrap up:

-On win or loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing or escaped.
6. Disarm – A bomb has been set in a building. You must get to it and disarm it before it takes out the town! The heroes must get by an equal force of villains to take out the bomb. To disarm the bomb you have to remain in contact with it uninterrupted for 2 rounds.  In order to disarm the bomb the hero in contact must be not be hit with any attack, if you are hit (not necessarily for damage) you have to start your 2 rounds count over again. You have 10 rounds to get to the bomb and disarm it before it blows. No Sentinel activation for this scenario.

Scoring Points:

-Disarming the bomb will score 15 pts.

-You receive 1.5 pt for every 10 pts of villain KO’ed.

-You lose 1 pt for every 10 pts of hero wounded by the bomb with a minimum of 0 pts.

Wrap up:

-On win or loss any KO’ed heroes still on the map will be rescued. Any heroes standing within 5 squares of the bomb when it goes will have their status changed to wounded and will not be able to act in the next game for that team. If all team members are wounded that team will miss the next game. Wounded characters will count toward the point total of any team for calculating opposition. You cannot drop a wounded hero; you must wait until he has been nursed back to health.

7. Prison Break – The inmates of a penal institution are making a daring escape through a damaged outer wall.  Your force/s must stop as many of them as possible from leaving the game map. They will attempt to escape in all available directions.  The hero forces may begin spread out across any of the available escape edges of the map.   The inmates will start anywhere in the prison. To determine the point match-up and composition of the escapee force, roll 1d6 and compare the results to this table:

1-3 = This is a standard prison break.  All of the escapees are one of the following classes: lackey, criminal, thug, or henchman.  The point total for the escapees should equal the point total of the hero force.  In this version, all escapees have the Avengers team power and can move without costing an action, although they do receive an action token.

4-5 = One super-powered villain has broken several non-powered thugs (who are his former cronies) out of prison.  The escapees are restricted to the classes listed above, and the point total for the escapees plus their villainous liberator should be 150% of the hero force.  The supervillain will fight the heroes while the thugs flee, until at least half the thugs have escaped or been recaptured, at which time the super-villain may also flee.  In this version, all escapees going in the same direction are considered separate forces, meaning only one move per turn per 100 pts. (four thugs may run on the same turn if all four are running in separate directions as part of separate forces).  The super-villain is considered an independent force for actions per turn, until he begins to flee.

6 = Breakout at Belle Reve!  (or The Vault!)  All escapees are super-villains.  The point total of the escaping villains should be 200% of the hero force, but the heroes do not fight to recapture the villains alone.  A detachment of Mandroid armored units and/or sentinels will grudgingly assist the hero force, with a point total equal to 50% of the hero force.  The super-villains are considered a single force and standard rules of actions/turn/100pts apply. The villains will not look out for each other and will only fight if prevented from escaping.

Sentinel activation for this scenario is 3 rounds, however, if a sentinel is helping your team he will turn to capture the KO’ed hero in 3 rounds! If the sentinel is currently engaged in capture of an escapee, he will continue that attempt first. No more then 1 sentinel will enter the board at a time.

Scoring points:

-For escapees re-captured (KO’ed) 1 pt for every 10 pts of villain 

-For each hero KO’ed –1 pt per character

- If the heroes recapture 75% of the escapees, multiply the capture reward by 1.5

- If the heroes recapture ALL of the escapees, double the capture reward

Wrap up:

-On win or loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing or escaped.

8. Revenge – A super-villain who has been thwarted by the hero force in the past (according to that team’s Jimmy Olsen log) has assembled a revenge squad.  The revenge squad is 150% of the point value of the hero force, and attacks the hero force looking for blood.  The heroes must defend themselves and cannot flee.  As in Safehouse, roll a morale check if the revenge squad has 50% or more of its point total KO’ed, but only a 6 results in the villains fleeing.  However, if the super-villain seeking revenge is KO’ed, morale check fails on a 5 or 6. The super-villain seeking revenge will not roll moral. No Sentinel activation for this scenario (see below).

Scoring points:

- You receive 1 pt for every 10 pts of villain KO’ed.

- For each character KO’ed –1 pt per character.

Wrap up:

- On win any KO’ed heroes still on the map will be rescued provided that there is a hero standing on the map.

- On loss the revenge squad will capture any KO’ed heroes still on the map!  Next game you will fight in the scenario Escape from the Villain’s Lair.

8b. Escape from the Villain’s Lair – Some or all of your team has been captured by a villain bent on revenge.

The villain from the Revenge scenario has 100% of your forces in opposition. The main villain in his lair will have mastermind for all clicks and can use it even on figures with a higher point total. Any forces captured in the previous scenario may attempt to fight their way out from the inside. Any forces not captured will fight their way in from the outside. If you don’t make it out and/or the outside forces flee you must fight the scenario again until all forces are out. You may ask another team to assist you in escaping if you have tried to free them and failed. Your heroes on the inside will no longer be able to fight there way out and the other force will have to fight it’s way in. You can only ask a team that is at least 150% of the primary villain. If they break out your team you must pay them 5 points for the assistance. They will also get points for villains KO’ed.

Scoring points:

- You can receive no points for this scenario unless you are an assisting team.

- Assisting teams get 1 pt for every 10 points of villains KO’ed.

Wrap up:

- You can only win if one of your heroes is standing or all of your heroes are escaped.

- On loss the revenge squad will capture any KO’ed heroes still on the map!  Next game you will fight in the scenario Escape from the Villain’s Lair.

9. Vampire Lair – The heroes have discovered a vampire lair and must destroy it. The force is equal to the force of heroes attacking the lair. The heroes always move first. The vampires will consist of the following figures as appropriate by point total: Only ever 1 Ancient Vampire who would never fight alone (Nightmare, additionally he has battle fury all clicks), Any number of Vampire Minions (any level Blades), and any number of Vampire Lackeys (any level) If point totals are not satisfied then Zombies (any level Solomon Grundy, additionally has battle fury all clicks) can also be used. The vampires will never willingly leave their lair. If any vampire (not a zombie) is forced to leave the lair they have 3 rounds to get back in or are destroyed by the light (auto KO full points awarded) Any Hero that is KO’ed by the vampires will heal 3 clicks at the end of 5 turns, but is now fighting on the vampire force. If KO’ed characters are carried off the board, the fled character will be rescued from vampirism. Killing all vamps in the lair will revert your team back to non-vampires. There is no sentinel activation for this scenario.

Scoring points:

- Upon clearing the crypt you receive 1 pt for every 10 pts of ghoulish villains KO’ed.

Wrap up:

- On win any KO’ed heroes still on the map will be rescued from vampirism provided that there is a hero not vampirized standing on the map.

- On loss you must recruit another hero team to retrieve your fallen team mates they will fight the number of points left in vampires. The fallen team mates will be entombed and will not fight against next attacking force.
10. Vortex – The heroes have come upon a vortex created by a mad genius and  guarded by villains. The vortex starts 2x2 and has 10 clicks of health and Toughness. It auto-destroys all terrain.  Any figure caught in the vortex automatically takes 1 click of unpreventable damage (figures with impervious or super senses can still dodge).  The vortex "sucks you in."  If you are adjacent to or inside the vortex, you must break (unless you phase, superspeed or have leap/climb). You must destroy the vortex and if you do so the scenario ends (the villains will slip away while the vortex collapses). The villains will try to keep it alive. There is no sentinel activation in this round.


At the start of each Villain turn, you roll a d6 for the vortex -
1 Vortex remains the same
2-3 Vortex moves d6 squares in a straight line, roll d8 for direction
4-5 Vortex expands 1 full ring to a max of 5 rings.
6 Vortex SPLITS into 2 vortices, each 1 ring smaller than it was when it split (minimum 2x2) each of the vortices will have the same health as the original.


Scoring points:

- Destroying a vortex/vortices is worth 10 pts

- If you destroy the vortex you will receive 1 pt for every 10 pts of villains KO’ed, villains standing when the vortex is destroyed do not count as KO’ed.

Wrap up:

- On win any KO’ed heroes still on the map will be rescued.

- On loss (vortex not destroyed) any KO’ed heroes still on the map will be intered.

11. The Summoning - A villain has opened a portal to another dimension populated by monsters, and the monsters are spilling forth into The City (use any outdoor map).  The villain(s) responsible for the unholy orifice in space and time can be any character.  Monsters will be any combination of the following custom-paints: Hulk, She-Hulk, Sabretooth, Wolfsbane, Manbat, Grundy, Pyro, Yellowjacket and possibly the Blob.  The total of the villain(s) and the monsters will be 175% of the hero force HOWEVER not all of the monsters begin on the board.

 

The portal occupies four squares (2x2) and has the following stats: seven clicks before destruction, invuln on the first three clicks, toughness on the next two, no bonus on the last two.  The portal always has a defense stat of 14 to represent its mystical origin.  The portal CANNOT be targeted by a ranged attack; a hero must be in base-to-base contact to attack.

 At the beginning of the scenario, set up the heroes on one side and the villain and portal on the opposite side.  Set two monsters in the squares immediately in front of the portal.  Set the rest of the monsters off the board.

 

At the beginning of every villain turn in which the portal has not yet been destroyed, roll 1d6.  On 1-5, a new monster emerges from the portal; on 6, the heroes catch a break.  Monsters emerge from the portal in one of the squares immediately in front of the portal.  Monsters will begin to rampage through the city and try to flee the board in the direction the heroes are coming, but will fight if attacked.  The single-minded monster will always counter-attack the same hero, and when/if the hero is KO’ed, then and only then will the monster begin to flee again.

 

Once all of the monsters have come through the portal, no new monsters will appear.  However, if a monster is KO’ed, and the portal has not yet been destroyed, the villain may again roll 1d6 on his turn to determine if the portal summons a “new” monster (really the same old monster that was removed from the board).  If a monster is KO’ed before all the monsters have come through the portal, the KO’ed monster goes to the end of the portal queue (no re-summoning a monster before all the original monsters have been summoned at least once!)

 

The villain will fight the heroes to defend the portal, but once the portal is destroyed, the villains will attempt to flee.  Any monsters off the board when the portal is destroyed - whether they have never been summoned or are waiting to be respawned - do not come into play.

 

Sentinel activation in five rounds for KO’ed heroes.

 

Scoring:

- Destroy the portal is worth 10 points

- KO the villain and each monster summoned 1 pt for every 10 pts of opposition KO’ed.

- For every monster that escapes  to wreak havoc on the city  – 5 points to a minimum of 0.

Wrap up:
-On win or loss any KO’ed heroes still on the map will be rescued (including ones being carried by sentinels still on the board) provided that there is a hero standing or escaped.
Assault: the bad guys come to you this time! A force of 100% come to your base. If you defeat them you get 10% of opposition. If you loose you cannot play the danger room until you assault your own base and get it back! There is no sentinel activation for this scenario. If you lose you are simply evicted.

Subplots


Key: Session = 1 gaming evening/multiple games. Game = 1 player's team playing 1 scenario or Danger Room in a session. Patrol = Game not fought in Danger Room, rolling the scenario.


1. Highest point value hero loses a random super power due to exposure to an unusual substance or compound. Roll 1 die to determine number of games this will last (no longer than 1 full session, include flight)

2. Your team leader goes missing for the first patrol. He isn't captured he is just off on a bender or having dinner with the family. Opposing force is lowered by cost of leader. (leader is a char with leadership and/or the highest point value, or we could have a designated leader on your roster.)

3. Exposure to an unusual substance or compound makes any character not fully promoted (vet or unique) goes up one level (rookie to exp) for 1 game you may choose after the scenario die is rolled. But the opposing force is still calculated by your original force value. If the character is at the top level they gain 1 superpower for 1 game. The power lasts for all clix. If the power is already on the dial, you may roll again one time but do not have to (if you want to keep it for all clix).
            1. Outwit
            2. RCE w/min 4 range (for rangeless chars)
            3. CCE
            4. Running Shot or Charge (you pick)
            5. Perplex
            6. Support

4. Betrayal: you may without penelty drop any one character this session without penelty at any point and recruit, except during battle.

5. Team up you may bring another force/s with you into battle royale. Opposition is 150% of your force regardless of number of points on the field. (an easy day) Points are divided among all teams.

6. The bad guys seem to have the edge, opposition for all games this session are raised 20% of what the scenario calls for.

7. You seem to have the edge over the bad guys, maybe this hero stuff is really working. opposition for all games this session is reduced by 20%.

8. Your team is having internal conflicts with one another. All team abilities are negated for 1d6 games this session.

9. For your first game, your patrol is met by SENTINELS they have an equal force of Mandroids with them. Look out they want to "question you" back in the internment camp.
(details to be filled in)

10. Gang activity. The bad guys for your first Patrol are all thugs and punks headed up by one super villian. (thugs and punks can include any non hero piece, including shield, and skrulls not currently in play)

11. Innocent Bystanders – 4 lackey clix get placed in addition to object tokens at beginning of patrol, you lose points for the scenario for each civilian caught in the crossfire (or targeted by the villains specifically and maliciously) and KO’ed. Any villain that has mastemind on the current click, can use a civilian to push damage too.

12. Hurricane means there is driving rain and gale-force winds on the battlefield (obviously you must be outside).  Flyers cannot be used as taxis - period.  Every turn, roll 1d6.  A 1-4 means a gust of wind, a 5-6 means a lull in the wind.  1 means the wind blows N-S, 2 means E-W, 3 S-N, 4 W-E.  If the wind is blowing, roll 2d6 and that's ... wait for it ... HOW MANY SQUARES OF KNOCKBACK EVERY CHARACTER MOVES IN THE WIND'S DIRECTION.  If you hit a wall, ouch.  If you fall off a building, yikes.  After 10 turns, every character is exhausted and every action is a push. Super Strength on your current click negates the knock back from winds as does being the Blob.

13. Blackout means the bad guys have summoned a "cover of darkness" (either supernatural fog or they literally disrupted the city power grid at midnight), which hinders everybody.  All movement is halved; no ranged attacks can be made, just stumbling and close combat.  After five turns, if you roll 9 or better on 2d6, the fog begins to lift and characters can move normally the next full turn and use ranged attacks the next full turn after that.  If you don't roll 9 or better, next turn you only have to roll an 8, next turn you only have to roll a 7, etc. Super Senses allows full movement but does not help ranged combat.

14. Fear of Reprisal: A master villain who is behind the scenes has hired the villain team. The villain has threatened them with death or worse if they fail against the heroes.  All villains gain Willpower for the scenario.

15: Machinesmith: The Machinesmith has made robot duplicates of some or all of the villains.  Villain force is still point-appropriate for the scenario, but duplicates are allowed (three Spirals, two Blastaars, five Boomerangs, whatever...)

16: Flood

17: Ice Storm

18: Dirtville: The patrol takes place in a particularly junky part of town, with lots of random debris.  Instead of allotting six object tokens at the beginning of the map set-up, twelve object tokens are allotted, and placed in normal alternation.
19. Cleanville: The patrol takes place in a particularly spiffy part of town, with very little extraneous clutter.  No object tokens are allotted.
 20. Landmines: The villains have hidden explosives underground at the site of the battle.  Every time a grounded character changes position (whether running or being carried and set down), roll 1d12.  On a 12, the character has activated a landmine.  If the character then leaves that square, the landmine explodes, doing one click of damage.

21. Bounty: The villains facing the heroes are all wanted for a recent atrocity.  Therefore, the prestige of capturing these villains is even greater than normal.  1.5 points per 10 points of villains KO’ed.
22: Start up Criminals - a bunch of low level (Exp/Rookie) criminals is starting a crime spree. No start up criminal can be over 50 points.


23: Difficult Indoor setting:

24: Ambush: villains set up anywhere.

25: New Villian Team: Earth movers – they will suspend you on a barier.

26 New Villian Team: Mirror Masters – can shoot around blocking terrain within their range. Line of Fire can Always be drawn unless to a stealth character IN hindering terrain.

27 new team charges – 0 rangers have charge. Then a free move.

28. Fear Gas: The villains have subjected the heroes to a powerful neurotoxin playing on human phobias.  The heroes find the villains terrifying and can only make close combat attacks if 2 or more heroes are in base-to-base contact with the target (safety in numbers).  If the villains have not been defeated after six rounds, the heroes must begin making morale checks every turn, and will flee on a roll of 5 or 6.

29. Suicide Mission: The villains must thwart the heroes at all costs!  Any villains KO'ed will trigger an explosion (they are all wearing the dynamite vests normally reserved for Hostages) as a dying gesture of defiance.  Explosions have a one square radius and do two clicks of unpreventable damage.  If a conscious villain is caught in the blast, there is a 50% chance (4 - 6 on d6) that villain's vest will also detonate.

Danger Room

If your super team has 200 or more points then you can train in the Danger room instead of fighting in a scenario. Fighting in the Danger Room gives you 1 pt for every 10 pts of villains KO’ed. The team may choose how many points of villains they would like to fight and may choose to fight more or less points then the current roster. You can also choose a portion of your roster to fight. You can earn a 10 pt sweep bonus for defeating at least an even number of points as your team without receiving any KO’s on your force. There is never Sentinel retrieval from a Danger Room Scenario. All units are safe, win or lose in the Danger Room. After fighting in the Danger Room any points earned can immediately be used to upgrade any hero that has trained.

Danger Room Rules

Roll at the beginning of each players turn. All actions are resolved immediately. Even players with no figures on the field must roll and may use the Lasers, Vengeance Bot and Move Obstacles. Set your characters up along the edge of the board. Make sure they’re no more than 2 squares away from the edge, and at least 3 squares away from the left and right edges. You may also start in the control room 2 squares away from the outer edge. The Vengeance Bot has the flight base of any character agreed on at the beginning of the game.

	1 – Danger Room Lasers (2) – Each laser in the danger room will attack the closest character within their LOS and Range. The person whose turn it is will choose between two characters at the same range. The lasers attack with the values to the right.
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2 – Move Danger Room Obstacles – You can move any piece of danger room terrain on the danger room floor that is non-damaging. You can move the terrain from any space to any space that does not currently have a piece of terrain on it. Note: non-flying combatants without leap-climb may be stranded on some elevated terrain. The normal combat rules for elevated terrain apply in this instance. 

Damaging terrain includes, the Danger Room Lasers, the energy net, and the vengeance bot.

3 – Vengeance Bot – The Vengeance Bot is activated right now and can be used by the player who is next in the turn sequence whether or not the player has any figures left in the game.

4 – Command Information - All characters on your force without a team ability gain the same team ability (player chooses one ability) until your next danger room roll.

5 – Sonic Attack - All characters on your force with a team ability lose that ability until your next danger room roll.

6 – Cerebro Feed – Your least expensive character gains the Outwit super power until your next danger room roll. He however loses his team ability for the same duration. If more than one character has the same point value, you choose who is affected.
Upgrading your team

On the start of a round in which your team is playing you may use any points you have accumulated to upgrade your characters or purchase new team members. If you upgrade a character you can only go one step at a time. A rookie can only go to experienced, an experienced can only go to veteran, and a veteran to unique. Any unique character can be changed out for any other unique or LE. At no time may you go backwards in experience like from unique to veteran. You only have to pay the difference between the two characters.

Rescuing captured heroes from Mutant Interment Facility

Mission parameters: A group of super humans gets together to try to save mutants that have been captured and put into a mutant internment camp. They have been researching the facility for this attack and know what the opposing capabilities will be. This is a mutant fight and as such no non-super powered beings will help you. Hydra, Shield, Henchmen, Thug, Skrull, Criminal, Lackey, Intergang, Checkmate SCU, and Police cannot be used as attackers. The attacking team always sets up last and goes first.

Rules: The facility can be breached by any number of points but the more points you use the more Sentinels and Special Weapons and Tactics: Anti Mutant (SWAT:AM) and the greater the sentinels and SWAT:AMs ranks. Points always outnumber the attackers but the facilities guards will be working with the same number of moves as the points of the attacker.

100 - 200 pts = 1 Mark I Sentinel and 50 pts of SWAT:AM

200 -300 pts = 2 Mark I Sentinels 100 pts of SWAT:AM

300 - 400 pts = 1 Mark III Sentinel and 200 pts of SWAT:AM

400 - 500 pts = 2 Mark III Sentinels and 100 pts of SWAT:AM

500 - 600 pts = 1 Mark VII Sentinel, 1 Mark III Sentinel and 100 points of SWAT:AM

600 - 700 pts = 2 Mark VII Sentinels and 200 pts of SWAT:AM

Sentinels

Sentinels are played as per Sentinel rules but they will drop opposing figures in a containment facility instead of off the board. Once a player is dropped in a containment facility they are considered inhibitor cuffed and must be freed in order to continue game play.

Towers

Towers have heavy weapons and allow attackers special attack capabilities. The attack value of any tower attacker is increased by 2. The range is also increased by 2. Damage from a tower attacker is increased by 1. The bonuses that are gained by a tower can be outwitted. When attacking a figure in a tower they are considered in hindering terrain unless attacking from inside that tower.

Auto lasers

Auto lasers can be fired once per turn during the camps attack phase. This will require an action token to fire but does not take an action. The Auto lasers must cool and can only fire with 0 action tokens (every other turn). They can only take 1 click of damage. They attack with the following attack values when the generator is in Active mode:
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When the generator is in Overload then the Damage is increased by 2. If the generator is Offline you may not use the lasers.

Electric Fence

The electric fence will act as hindering terrain for ranged combat or line of sight. The fence is considered blocking terrain for close combat or for movement. You can close combat attack a fence to create a breach but the attack will cause the attacker electric damage of 2 clicks if the generator is in Active mode. That will be doubled to 4 clicks if the generator is in overload.  No damage will be taken if the generator is destroyed. The same damage values apply if any figure is knocked back into the fence.

Buildings

Buildings are used to detain captured heroes. They have standard 3pt damage walls as per normal blocking terrain rules. When the generator is in Active mode, the buildings cannot be phased through. When the generator is in Overload then the walls become invulnerable (damage decreased by two) and cannot be phased through. When the generator is Offline, the walls are normal blocking terrain. The door to the building can be used by anyone from the outside, but will become walls from the inside with the same properties as the rest of the walls as far as performance with the generator. The door will work both ways during the phase that the door is entered or if someone is standing outside the door.

Generator

The generator works to power the camps resources. While the generator is active the camps defenses are in normal operation. If the generator is in Overload then the camps defenses have been breached and the camp is in full capabilities mode. But it can only remain in Overload for so long. While the generator is in overload it loses a point of health every phase. Once the generator is offline the defenses are no longer functional. The health bar is as follows. The generator is always Tough (minus 1 from damage)  and defends as a 13. Knockback is ignored and mental powers won’t effect it. At any time the camp may move into the next lowest overload position.

	Active
	Overload
	Overload
	Active
	Active
	Overload
	Overload
	Active
	Active
	Offline


SWAT:AM Special Abilities

SWAT:AM are any Hydra, Shield, Henchmen, Thug, Skrull, Criminal, Lackey, Intergang, Checkmate SCU, and Police forces, their team abilities are ignored for the purpose of this game and they get the following team abilities.

All veteran SWAT:AM can make a close combat attack and place an inhibitor collar on an opposing figure. If successful this attack will outwit all of the PAC abilities that he possesses and flight until the collar is removed. Characters with an inhibitor collar can make non-powered close combat attacks only and can do no more than 1 click of damage. To remove a collar another friendly figure that starts his turn in base to base with the figure has to spend a movement action to remove the collar.

All experienced SWAT:AM have a stun gun and can choose to incapacitate rather than do damage.

All rookie SWAT:AM have the ability to add one to any attack roll made by a friendly figure that is in an adjacent square, including sentinels. The troop must have line of site on the targeted figure to add to the attackers roll. This effect is cumulative for multiple rookie SWAT:AMs.

Attackers Special Abilities

When attacking an interment facility the normal team abilities will apply to all characters that have them. They will also be granted special abilities based on their rank.

All veteran characters have the knowledge on how to avoid getting an inhibitor bracelet put on them. If a successful attack is made by a Veteran SWAT:AM that has declared he is using an inhibitor bracelet, the Veteran character may role a six sided dice to avoid this. On a roll of 3, 4, 5 or 6 the attack has been avoided and he can continue to use his powers normally.

All experienced attackers can gain outwit that can only be used on a sentinel and will be able to outwit any single sentinel power once per turn. Only 1 “experience outwit” may be used on any one sentinel on one turn. Even if another force is involved and has another experienced player on that force. A second outwit can be used by a character that has outwit on their dial.

All rookie characters can avoid a stun gun attack on a roll of 5, 6 on a six sided die. This ability can be used only when an experienced SWAT:AM declares a stun attack.

All Unique characters can use any of the attacker special abilities listed above.

Scoring points:

-For every 10 pts of broken out prisoner 2 pts

-For every Sentinel taken out 5 pts

-For every SWAT:AM taken out 1 pt

Wrap up:

-On win or loss any KO’ed heroes still on the map will be captured.


Secret Base costs you 200pts.  Once you have a base,
install single-use rescue teleporters costs you 100pts
(they instantly teleport your next KO'd hero off the
map to base, then you have to re-buy).

The maximum number of figure points allowable on any
team is 499.
- You can only buy stuff once you have 400+ points. 
Until then, your team is still developing, and must
continue to grow, though you can bank points all you
want (you can't stall in the low game forever and
cheese it by remaining at 399 with 3 leadership and
all avengers, for example).
- Once you have 400+ points, you are considered an
"end-game team" and are "stuff-enabled."  You can then
devote points to getting new characters up to 499,
switching characters as normal, or buying stuff.
- Stuff must be purchased PRIOR to your game, just as
if you were recruiting characters, and you can only
have 1 of any item for your team at a given time
unless otherwise specified in the item description. 
Stuff can be used at any time during any turn as
applicable, except during the actual application of
damage (you can't use a stimpack while you're taking
damage, for example.  If you survive, go ahead and use
it).  Using items does NOT take an action or give a
token.


  Probability Grenade (one shot) - reroll of
any dice roll (yours or otherwise) during the game -
50pts
  - ONE "stimpack" (one shot) - heal ONE of your
figures as if they had been hit by Support (d6 clicks
healed instantly) - 100pts
  - ONE "revivipack" (one shot) - revive ONE of your
KO'd figures and heal them d6 clicks instantly. 
Figure comes back with no tokens.  REQUIRES AN
ADJACENT FRIENDLY FIGURE - 200pts
  - ONE "emergency backup transmitter" (one shot) -
call in your team backup, who appear on a random (d4)
board edge at the beginning of your next turn and
assist you under your control.  Backup is scaled as
follows, and may be upgraded.  Once you have called in
your backup, they are "off contract" and must be
re-purchased:
    - Shield backup I - 50pts of shield figures (you
decide) - 50pts
    - Shield backup II - 100pts of shield figures (you
decide) - 75pts
    - Sentinel backup I - First rank sentinel comes to
assist you (your battlebot) - 50pts
    - Sentinel backup II - Second rank sentinel comes
to assist you (your battlebot) - 100pts
    - Sentinel backup III - Third rank sentinel comes
to assist you (your battlebot) - 150pts
  - Team Base (permanent) - MUST BE NAMED TO FUNCTION
- allows the purchase of items requiring a Team Base,
AND allows you to select Danger Room opposition of
100%, 125%, or 150% - 100pts
  - Team Vehicle (permanent) - MUST BE NAMED TO
FUNCTION - allows you to deploy your heroes in any 2
available starting areas not already occupied,
splitting your force as you wish - 100pts

- "chronal howitzer" - turn back the clock at any
point during the mission, on any turn, and re-roll
your mission die (of course, wait for your next turn
to play).  The previous mission never happened. -
400pts.

-single-use rescue teleporters costs you 100pts

First hero group to field over 400 points (400 points of heroes, not just having 400 total points) is the current Champion of the world.
   (Not much bragging rights at that point though, just means you can probably show up more often then everyone else.  : )

   Any other hero group that crests 400 can use one of their turns to challenge the leader (Assuming the leader is available for the match, as rotation may have to be edited.  If they are not at that session, they can not be challenged.)

Rules in the bout:

   Winner gets 15 points, loser gets none.
   There is no sentinel activation.
   Fight until last man standing, no fleeing the board.
   Neither team can use purchased items.
   The loser cannot re-challenge their next turn, even if they were just defeated from being the crown champ.  Your hero group has to work it's way back into title contention by doing a scenario and helping some people. 

   If the current champion is doing a scenario and gets wiped out in the scenario, setting the player back to 100 points and making a new team, then the hero team with the most points of heroes becomes the title holder even if they are not present at the game.
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