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IINRODUGIION

in the sky — look!”
Those words opened

each of the seventeen

Superman short films
produced by the animation studio of Max and
Dave Fleischer in the 1940s. Spoken as if by an
everyday man glimpsing something astonishing
in the air above, they made it clear to the audience
that it would soon witness uncommon wonders.

And it was true. In each entry in that ground-
breaking cartoon series, audiences witnessed
Superman, the first and arguably most popular of
all the costumed superhumans, using the powers
that were his alien birthright to battle giant robots,
natural and unnatural disasters, enemy spies, and
supernatural monsters.

These cartoons were, of course, passive enter:
tainment. The members of the audience could
imagine they were the superhero, accomplishing
remarkable feats of strength and daring, but
those were solitary imaginings, seldom shared,
inevitably forgotten. With the HERO Systein, the
audience becomes a set of parti¢ipants, and the
superhero up on the big screen is/ transformed into
a more personal alter egof— one designed to give
the player the experience he could only imagine
previously, and to shiare'that experiencewith
others in a collaborative story.

Champions is a HERO System genre book — a
book of guidelinespadvice, and rules to help you
use the HERO System'to create Superhero charac-
ters and run Superhero campaigns in the style of
your favorite£omic books — or, if your tastes lean
toward other sources of Superhero adventure, of
cartoons, movies, telévision shows, radio shows,
orfmovieserials.

As a'genre book, Champions does not include
the HERQ System rules. You can find those in The
HERO System 6" Edition two-rulebook set (or, if
you want to start with a streamlined version of the
rules, try The HERO System Basic Rulebook).

HOW TO USE THIS BOOK

Champions is designed both for players experi-
enced with Superhero roleplaying and those who
are new to this style and genre of play. Nothing in
these pages is secret or for the GM’s eyes only, so
you can read it all and then decide which portions
you want to utilize.

Chapter One, Truth, Justicé, And ThelAmer-
ican Way: The Superhero Genre, describes what
Superhero comic books, and the campaigns based
on them, are like. Players who are familiar with
comics can skip this chapter initially if they want
to, since they already know many of the genre
conventions it describes. But they should return to
it eventually — even experienced comics readers
can learn something here, and it has good advice
on how to implement genre conventions using the
HERO System. Players‘'who aren’t familiar with
Superhero comic books shotild definitely read
Chapter One.

*BBREVIATIONS

This book uses the
following abbre-
viations to refer to
other HERO System
books:

6E1: The HERO
System 6™ Edition,
Volume I: Character
Creation

6E2: The HERO
System 6 Edition,

r|||.=;|_![lr;|f{{

Volume Il: Combat
And Adventuring

APG: The HERO
System Advanced
Player’s Guide

1) "'rj_r"r.-"""r




6 = Introduction

Chapter Two, With Great Power...: Superhero
Character Creation, talks about using the HERO
System rules to build Superhero characters. It
discusses what it means to be superhuman, the
various types of origin stories that explain how
heroes and villains get their powers, and the main
superhuman archetypes (including a few sample
powers to get you started. Then it goes over the
HERO System game elements — Skills, Powers,
Complications, and more — and discusses their
special applications in the Superheroes genre. It
concludes with a review of superteams and how to
use them in your game.

Chapter Three, ...Comes Great Responsibility:
Gamemastering Champions, as is evident from
its title, includes advice for GMs of Superhero
campaigns. But even players with no interest in
running a campaign should give this chapter a
look, if only to have an idea of what the GM may
expect of them and what they should expect of
their GM.

Chapter Four, The Champions, provides a few
examples from the Champions Universe, the offi-
cial Champions campaign setting of Hero Games,
to get you started. It includes writeups for a
complete superhero team, the Champions, as well
as their base, vehicle, and several of their enemies.
Its members can serve as examples of character
designs for players who are still new to the rules.
In addition, its members might end up as NPCsiin
your own campaign, if the GM so wishes:

Chapter Five, The ChampionsSourcebaok,
continues Chapter Four’s approach by providing
a wide variety of resources for Superhero players
and GMs. It includes a section of gadgets orga-
nized by type, and example Bases and, Vehicles for
superheroes. Nexticomes the Superhero Gallery

Hero System 6th Edition

— 20 different common types of superhumans,
such as a Fire-based character or a Telekinetic.
Each character has a two-page spread with a basic
character sheet and pre-built abilities that you
can “plug in” to that sheet. This allows a player to
easily create a PC if he needs one, and the GM to
quickly generate dozens of supervillains for the
PCs to fight. Lastly, Chapter Five concludes with
character sheets for generic minions and adyer-
saries the PCs might encounter.

Taken all together, Champions provides a
handy jumping-oft point foryyour own adventufes.
This book, like many Hero Games products, is
a toolkit — one addfessing a particulangenre.
Rather than telling you the/One True Way,of doing
something, it typically discusses the optionsiand
alternatives (to makedfou aware of them), and
then lets you decide how to implement something
in your game or'build a particularipower. Ulti-
mately the most important ingredient in the mix
isn't anything in this book, it’s your imagination
and creativity.

As with every other set of rules and recom-
mendations related to the HERO System, you
should remember two important things: first, if
you'refputting together your own campaign, you
shotild adopt any rules that help you have fun and
abandon those that don’t; second, if you know
enough.about the game to question something
in this'book, you also probably know enough to
change it to your satisfaction.

So fetch your impossibly bright, ridiculously
bulletproof underwear from the dryer and prepare
to have some fun!
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