FOREWORD

This adventure is a bit different from previous
Champions adventures. First, you’ll notice that The
Great Super Villain Contest contains Superworld
conversions. This makes the GSVC more useful to
gamers who might not play Champions. Second, this
is a campaign adventure; the events described here
should take place over many evenings of play. This
requires a somewhat different style on the part of the
GM.

The Great Super-Villain Contest is an adventure
supplement to CHAMPIONS: The Super R Ie-
Playing Game. It is designed to be used as the
for a series of adventures (or, perhaps, even a
fledged campaign) pitting existing heroes against
recurring cast of powerful villains who have well-
defined goals and motivations. With proper
the part of the GM, The Great Super-Villair
can provide an opportunity to introduce
the intricacies of super-villain role playi
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weaker targets. Properly arranged, it should be
some time before the players realize that there's a
pattern to these unprovoked confrontations.

When they do make that realization, the GM is en-
couraged to move on to a fourth approach, and let
the players play both sides of the street, heroes and
villains. If the GM feels capable of handling it, there
is no reason why the players can’t design villains to
participate in the GSVC at the same time their
player-character heroes are doing their utmost to
stop it. This is a very complex approach to the
GSVC, one that requires careful coordination
between the GM and his players.

The important thing to remember is that CHAM-
PIONS is a role-playing game! For the players, the
object of the game isn’'t necessarily to win (winning
the GSVC will, or should, carry its own disadvan-
tages for the character who comes out on top); the
object is to have a good time.



For several months, the anti-social activities of
many of the world’s most powerful villains have been
on the decline. This has been seen in many quarters
as evidence that the constant vigilance of the world’s
costumed champions of justice has been more suc-
cessful of late; however, some fear that this
observed decline is merely an indication that some
greater evil is marshalling its forces for a grand as-
sault upon humankind.

Those fears are correct.
Hidden high in the mountains north of Burbank,

California, lies the secret citadel of the Crimson
Claw, the mysterious villain whose very existence is
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heroes receives a challenge from an old enemy,
probably one of his Hunteds. If the villain wins, in-
tead of pressing his advantage, he’ll probably run
off cackling. If he loses, he'll trot off to jail in good
spirits. Before our heroes can investigate further, the
“real” adventure for this session begins. Later on in
the adventure, perhaps, an NPC hero will tell the
player-characters about being attacked out of the
blue by a scrawny ex-foe he hadn’t seen in years. At
the beginning of the next adventure, another of our
heroes may be attacked. (Generally, it's a good idea
to use high-INT or psychically-shielded villains, so
that it's more difficult for mind-readers to find out
what is happening.)

The object of this initial phase is to weed out
would-be competitors who are unfit to wield the
power of the Emerald Eye, and to locate those fit to
wield it but who, for whatever reason, did not im-
mediately come to the attention of the Crimson Claw.
Villains who consistently lose to heroes, or who are
too stupid to take advantage of their opportunities,
or who are too psychopathic to control themselves
under stress, will likely not do well enough to reach
the second phase of the competition.



HERO VALUES

Before the competition begins, a value of 6 to 14
points should be assigned to each potential
superhero target. The typical hero should be as-
signed a value of ten. A powerful, dangerous hero
should be worth more; a fledgeling hero, one without
a good reputation, should be worth less. These
values will be adjusted during the course of the com-
petition.

All villains start off with zero points earned. Villains
accumulate points by battling heroes. The more
points a hero is worth, the more points a villain can
gain by fighting him. In a one-on-one fight, if the vil-
lain defeats the hero, the villain gains a number of
points in the competition equal to the value assigned
15 the hero. If the battle ends inconclusively, the vil-
lain gains half that many points. If the villain loses the
fight, the villain loses two (2) points in the competi-
tion regardless of the value of the hero.

Villains may decide to team up to attack a hero or
a group of heroes. In such a case, the value of the
heroes is totalled and divided equally among the vil-
lains, fractions to be rounded down. If the villains win
the fight, the full value of the heroes is awar
the battle is inconclusive, only half the value of
heroes is awarded. If the villains lose, each villai
loses two points.
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of the GM to ensure that the villains understand that
heroes are not to be killed, and to ensure that as
many villains as possible remain involved in the
Contest.
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Being captured
Escaping from capture
Rescuing a fellow villain
Staging a sneak attack

Being attacked by surprise
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Capturing a hero
Humiliating a hero
C aring innocents

the total points awarded, before the points
ided among the villains. The rest are applied
to or subtracted from the villain’s score after points
ave been divided among participating villains.

Examples of Competition:

1) The Bunny Master, Spider Web, Sand Blaster,
and Nitro decide to team up to fight the Galloping
Galooper and Captain Freedom. The Galooper, a
highly regarded hero who has sent many a villain to
jail, has a value of 13 points. Captain Freedom, a
hero who hasn’t been around very long, has a value
of 8 points. The villains ambush and defeat the
heroes, but are unable to take prisoners because the
police show up.

The total value of the heroes is 21 points, less 2
penalty points because the villains outnumbered
them by two. The remaining 19 points are split
equally among the villains, giving them 4 points each
(rounding down). But because the villains ambushed
the heroes, a penalty of 1 point for the sneak attack
is assessed, reducing the net award to 3 points per
character in the competition.

2) The Gemini twins, Pollux and Castor, challenge
Solarr and the gallant Defender to a fight. Solarr is
considered dangerous, though itisn’t clear that she’s
truly a hero, and has been assigned a value of 12.
The Defender has been assigned a value of 11. The
battle is inconclusive, so the Gemini twins break off
the fight, but Pollux is caught by the police.



The total value of the heroes is 23 points. Because
the actual fight was inconclusive, 11 points are
divided equally between Castor and Pollux, giving
them & each (rounding down). Because Pollux was
captured, he is assessed a 2 point penalty, reducing
his net award to 3 points. Were he later to escape
from custody, he would recoup one of those points;
were his brother to break him out, his brother would
gain a point.

3) The Unstoppable Creep decides to take on the
entire team of Minutemen in Washington, D.C. He is
thoroughly defeated and ends up in jail. He loses two
points for the defeat, two points for being captured,
and one point for stupidity. However, this loss is
more than balanced by the fact that the brave Creep
was outnumbered seven to one, giving him six bonus
points for a net gain of 1 point in the competition.
(Obviously, it is the team defeat that is important; if
the Creep defeated one of the Minuteman and was
then captured by the rest, he has still lost and they
have still won.)

WHAT IS A
HERO/VILLAIN?

In some cases, it may not be clear which side
the law a character is on. A character w
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midable enemy. The Weapons Master is a classic
hero/villain. If ordered to do so by his government,
he might well compete as a villain in the GSVC, but
his personal preference would be to help the heroes
stomp on this criminal scum.
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STRATEGY )

The intelﬁgent villain may see several devious
ways to take advantage of these contest rules.
Methods include:

THE TAG-ALONG SCHE

A villain who lacks raw p
vices to more powerful villains,
fighting heroes he wo
handle. But this sch
the wily lesser vi
more powerful v
have him along.

THE

A villain may lure heroe a situation in which
the heroes are at a disadva . In the case of a
high-value_hero, the penalty for a surprise attack is
effecti

E PATSY SCHEME

out heroes he knows to be par-
to his attacks, or heroes who are

THE OVERKILL SCHEME

Since there is no limit to the number of battles a
villain may fight during the course of the first phase
of the competition, a villain who feels confident of his
ability to escape from custody may choose to fight
eroes time and time again. In this way a lesser vil-
lain may make up in volume what a greater villain
may gather in the way of points in only a few battles.

Once the GSVC has become established in the
campaign and word has begun leaking to the player-
character heroes, adventures of these sorts can fol-
low:

THE “COME OUT AND FIGHT” SCENARIO

In which a villain or group of villains shows up out-
side the hero headquarters and demands that some
hero or group come out and fight. This approach
works best for villains who are not especially wanted
by the authorities, and who may have a grudge
against a particular hero. It is limited in use,
however, because the heroes aren't likely to put up
with several such incidents.
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THE “BALLGAME” SCENARIO

In which villains hold a large group of people
hostage and demand the heroes show up within a
specified time...or else. So long as the innocents are
in no danger, the Claw assigns the villains no penalty
for this approach. This scenario works best where
there’s a lot of room for a fight. A ballpark is the idea
place. (Supervillains interfering with the Super Bowl
will probably find themselves assassinated by fans,
however.)

THE ‘“‘DON’'T LOOK NOW, BUT”
SCENARIO

In which a hero who makes a scheduled ap-
pearance finds himself mobbed by villains out to
make points.

THE “RINGER” SCENARIO

In which a hero poses as a villain in order to in-
filtrate the mysterious Claw’s organization. If he suc-
ceeds, he may well play out the competition as
though he were a real villain in order to learn what
© the Claw’s real game is.

THE “BUILD ’EM UP” SCENARIO

In which a criminal mastermind sends wave after
wave of minor villains against some poor clo

In which a villain arranges
caught and sent to jail in the

in which a villain
caping allows himself

WITH THUGS”

athers a whole mass of thugs
s to trounce some minor heroes. A thug
han 100 points counts as only one-half
urposes of computing the point award.

T RICH WHILE YOU'RE AT IT”
SCENARIO
In which the villains stage a robbery primarily for

the purpose of luring heroes onto the scene and into
a trap.

At some point it will occur to one or more villains
— or heroes posing as villains — to wonder why the
Crimson Claw doesn’t simply take the Emerald Eye
for himself. The wise character will mistrust the Claw,
assume that he has hidden motives, and play out the
game until the Claw slips and reveals part of the

In which a villain at‘pts tou
(probably) pays fofit withsis life.

tent, he would spare someone who gives
reason to do so.

ON DESTROYING HEROES

A hero may be destroyed in several ways. The
most obvious way, killing him, usually doesn’t work,
as villains have learned over the years. The clever
and creative villain will spurn mere murder in favor
of more subtle forms of destruction. After all, you
can only kill someone once...in most cases. It is more
exquisite to let the hero live, knowing he has met his
greatest defeat.

Villains may destroy a superhero by finding a way
to strip him of his Powers, by exposing his Secret
Identity, by manipulating him (perhaps by taking ad-
vantage of his Psychological Limitations) into giving
up his costumed identity, by tricking him into a
flagrant violation of the law, or by any one of a
number of means.

THE TIME FRAME

The referee should allow a period of time suf-
ficient for the cream to rise to the top in the first
phase of The Great Super-Villain Contest. The real-
time duration of the Contest will, of course, depend




on how often scenarios are played. A period of one
real month should be sufficient if scenarios are
played several times a week. As few as a dozen
scenarios may be sufficient, though we would
recommend playing substantially more than that.

As the competition nears an end, the referee

villains will be to capture a specific targe
and bring him alive to the citadel of the
Claw. In this way, the resourcef
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enemy, though a particular villain
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be a target. Obviously, there will be
in the pool than there are villains in the

villain will then choose a name at random
from the pool; that hero will be the villain’s target. He
must be defeated and brought to the Crimson Claw
in order for the villain to advance to the final phase
of the Contest.
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should make real-time allowances for each villain to
make his final attacks on heroes. At the end of this
first phase, the villains who have accumulated, the
greatest number of points will be invited to move on
to Phase Two.

The Annihilator absolutely hates the Galloping
alooper and has sworn to see him be annihilated.
But it's the Wingless Gizzard who draws the
Galooper’s name out of the pool, and the Annihilator
considers the Gizzard an incompetent dolt. At this
point, because the Gizzard refuses to give up an op-
portunity to destroy the hated Galooper, the An-
nihilator attacks the Gizzard, and a free-for-all
breaks out. The villains are smashing each other,
and it's up to the Crimson Claw to put a stop to it!

THE HERO PERSPECTIVE

By this time, the player-character superheroes
should be aware of the existence of the Contest. One
or more superheroes may have begun investigating
the Contest, perhaps taking on villain identities and
actually participating. Word of the Contest is
spreading among the superheroes and the pecking
order is becoming better-known. Some hostility
among heroes may result; this can only make a cam-
paign more entertaining. Here are some possibilities
for scenarios in the second phase of the competition:

THE “DISGRUNTLED LOSER” SCENARIO

In which a villain who didn’t make it to the second
phase, but who thinks he should have, interferes in a



