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Champions Ill 3 

INTRODUCTION 

You may have thought that Champions II was the 
final supplement to Champions. Well, we've done it 
again; welcome to Champions Ill. 

The material in Champions Iii is intended to add to 
your current Champions campaign. The material in 
Champions Ill is optional; you're under no obligation 
to use any of it. Like all Hero System rules, you 
should take what you lik·e and leave what you don't 
like. 

We had a long discussion about the title for this 
book. At first, we wanted to call it Champions 3-D, 
but we couldn't figure out how to put in the little glas­
ses. We tried Champions Ill: The Search tor Thok, 
but somehow it just didn't seem to fit. Son of Cham­
pions and Bride of Champions were considered, but 

, FOX BATTLE IWI• 

· 711£ MIOOM PIIMMOIJNT STUDIO� w,:, 
SUttESSFUL; THE l!WISl'OR'TER 15 NOW AT HQ, 

50011 I'll KIDNAPUUVOHE ON fARTII 
.'ANO �OLD 111[1'\ °roR, fW'SDl'I! 

,_ All I Hffj) Ii A 11,\STIR t.oMPOTER 
, TO RUN THE TMIISl'OilTI\-

il'IIISE Z • I WIU BAOJ( •11(10 
•�iJAAOIANS HEAl)(lUAATERS, 

.SOUNOI.V.DEFEAT lllOSE lllTHEllC 111111\1'5, 
IAHDWC£ MWIAHOH'.5 8/IAIN,., 

somehow they didn't feel right. So we're left with 
Champions Ill. At least we don't have to worry about 
a title for the next one (not for the next few months, 
anyway). 

There's one more thing. In Champions II, Foxbat 
made a plea for Experience Points. Many villains 
contributed to his cause, which added to Foxbat's 
megalomaniacal tendencies. You see, he thought he 
could actually use those Experience Points himself. 
Not realizing that the rules don't allow that, Foxbat 
proceeded with his Master Plan, with results that 
you'll see ... 

Sam
ple 

file



CHARACTER 

CREATION 

Sam
ple 

file



Champions Ill 5 

THE EVIL THAT 

URKS IN THE HEARTS 

Role-playing games are often described as 
"cooperative storytelling". The Gamemaster creates 
the world or setting for the story. The GM provides 
the atmosphere, revealing facts as needed to chal-. 
lenge the characters. The players, in turn, cause 
their characters to take actions, to work towards 
making the story complete. When things all go well, 
the story that's told is complete and fun to recount. 
All too often, however, the story is incomplete. 

Why? Where do these joint stories fail? What 
makes the difference between fight scenes or battle 
reports and a full fledged story? Why are so many 
"campaigns" really nothing than "What crook gets 
pulped tonight?" outings for the characters? 

Every author knows what a story needs. A story 
needs a plot, a setting, pacing and characters. Any 
Gamemaster, whether a novice or an expert, can 
provide a setting (a bank perhaps), and a plot (robb­
ing the bank), and some pacing to make the adven­
ture fun (hostage in the bank needs medication 
within 2 hours or everyone in the bank gets the 
plague). The one aspect of an adventure that the 
Gamemaster cannot control is the characters who 
are going to be involved in the adventure. 

Before anyone protests that a GM can always limit 
the characters going into an adventure, we should 
clear up a point or two. By "character" I'm not referr­
ing to the ungodly pile of points that indicates that 
your playing piece can lift a car, eat the tires and 
throw the rest of it a country mile. That sort of action 
can be done by any hero who decides to take his 
vitamins in the morning. What I'm speaking about 
when I refer to a character is the personality that 
motivates that collection of Powers, gaudy cloth and 
Disadvantages. 

Everyone knows that the Disadvantages built into 
a Champions character are there for more than just 
the purpose of justifying his powers. Disadvantages 
force you to define some areas of weakness, of per­
sonality for your characters. The Disad"antages are 
supposed to give you a handle on the nature of your 
character that will· make her different than all the 
other car-lifting, tire-biting monsters out there. 

The key to lively role playing, of true campaigns 
and character development is contained in the inter­
nal motivations of the characters in the campaign. 
Sure, everyone assumes that all heroes are out to rid 
the world of evil because they believe in sweetness 
and niceness. The real question that comes in is 

"Why do they like niceness? Why do they go out and 
risk their lives to stop a bunch of nuts from robbing 
banks or dominating the world?" "Because they're 
heroes!" isn't enough of an answer. 

Face it, being a hero takes lots of dedication. 
Imagine having worked a really hard week in your 
secret identity. It's Friday, and the attractive person 
from across the hall has invited you over to his/her 
apartment because your air conditioner is broken; 
the white wine is on ice and love is in the air. A 
perfect evening, right? It is until The Lavender Doom 
and the Chartreuse Death decide to kidnap the 
mayor. Given the choice of spending a quiet evening 
�ipping wine with someone you like or getting your 
face battered while you rescue a Mayor who believes 
all heroes are costumed vigilantes worthy of a cell, 
what would you choose? 

And given the outright hostility of some com:.. 
munities to their heroes, plus the medical bills ancl 
the reluctance to accept cash rewards for actions, 
risking your neck as a hero does require more 
motivation than the desire to see your picture in the 
paper. Face it1 you can't use your scrapbook of clip­
pings to get a job. Who's going to hire a guy that half 
the evil villains in the world want to trash? 

Deciding to become a hero and choosing to pur­
sue that course of action requires a strength of con­
viction that is, perhaps, what makes heroes different 
from normal folk. The things that make a character 
tick are what build personalities. Personalities make 
characters more than a complicated math problem. 

In Tempe, Arizona, we have a campaign world be­
ing run by five or six different Gamemasters. Having 
heroes cross over from one campaign to another is 
not uncommon, and are often worked towards in the 
pages of the Tempe Daily Bugler, the newsletter of 
the campaign, I'd like to talk about a specific 
character in that campaign world to help illustrate 
the points I was trying to make above. 

Revenant is the character I created and play most 
often. Without going into boring detail, he can be 
described as a highly trained. human who uses 
devices in his campaign against normal mortal 
criminals. A mixture of The Batman, Daredevil, and 
The Shadow, Revenant specializes in criminals who 
believe themselves beyond the law, in the sense that 
their crimes have been forgotten. Justice, not law, is 
his guide to action. 

Revenant appears to be your normal hero type. 
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