HeroClix Campaign: Paranormals Invade Normal!

1. Organizations: Each player has an organization that must have a campy name.  Start with 6 characters in the organization.  You will get 1 additional character for every location that you control.  Parameters for your organization:

· No individual character may cost more than 150 points.

· You cannot mix members of “good” and “evil” teams in your organization.  Good Teams: Avengers, Defenders, Fantastic Four, SHIELD, Spider-Man, X Men.  Evil Teams: The Brotherhood, Hydra, Master of Evil, Minions of Doom, Sinister Syndicate, Skrull.

· You cannot have both a character and his/her arch-enemy in your organization.

· You can mix other characters who might typically be considered good and evil on your team, as long as they are not arch-enemies or members of teams with opposing alignments.

· You can have multiple versions of a character in your organization, but you cannot use multiple versions of a named character in the same game.  Multiple versions of the following ARE allowed (including more than one of the same level; in other words, these are the non-named characters): SHIELD Agents, SHIELD Medics, Hydra Operatives, Hydra Medics, Thugs, Henchmen, Skrull Agents, and Skrull Warriors.

2. Battles: Rules for battles are as follows:

· You may choose up to 200 points of characters from your organization for a battle (this amount may be raised for any given battle if ALL involved players agree).  If a player owns the location, they get an extra +25 points for this battle.  Standard rules for 200 point battles will be used (subject to the following provisions; if players agree to use more points, standard rules for that number of points will be used).

· As noted, you cannot use multiple versions of a named character in the same battle (including Unique versions).

· Before the battle begins, all players reveal their chosen roster for this battle.  If 2 or more players want to use the same named character (even different versions) in the battle, each player should roll 1d6 for each character in question and add +3 if their version is Unique, +2 if Veteran, +1 if Experienced, and +0 if Rookie.  The high roller gets to use the character (re-roll if you tie until the tie is broken); the other player does not.  The other player may substitute other character(s) totaling less than or equal to the point value of the character(s) not being used; note that substitutes may not be a version of any named character already revealed for this battle.

· If more than 2 players challenge a location held by another player during the same turn (see below), or 3+ players attempt to control a location on the same turn, a multiplayer battle takes place (i.e., 3+ players fight at the same time).

· Battles last until a location is conceded to 1 player (i.e., the other player or players move off the board), or only 1 player is left standing (i.e., all of the other characters are KO'd).

· KO’s: roll a d6 for each character KO’d after a battle (if you roll a 6, roll again; if you then roll a 5 or 6, see below):

1-2 = this character is out of action/cannot be used by this player for 1 turn

3-4 = this character is out of action/cannot be used by this player for 2 turns

5-6 = this character is out of action/cannot be used by this player for 3 turns.  If you roll a 6, reroll:

6 followed by a 5 or 6 = this character is out for the rest of the campaign.  If a named character, this player cannot use this version of the character for the rest of the campaign, though other players can.  If it is not a named character, you can add this version of the character to your organization when you acquire additional locations.  (Example: your Red Kang is KO’d.  You cannot ever get another Red Kang for the rest of the campaign, but another player can do so.  However, if you lose a Blue SHIELD Medic, you can add another Blue SHIELD Medic to your force as soon as you acquire an additional location that allows you to add another character to your organization.)

· If a character KO’s the character’s arch-enemy, the arch-enemy is so humiliated that he/she is out for that player for the rest of the campaign (as a 6 followed by a 5 or 6 result above).

3. The Campaign:

· Each turn, every player can do nothing, swap controlled locations with other players, make other deals with other players, and/or declare that they are attempting to control one location.  If no other player already controls the location or is also attempting to control it this turn, the player attempting to control it automatically gains control of it.  If another player already controls the location, or other players are also attempting to control it this turn, the player making the attempt must battle the other player(s) for control.  Note that any of the players involved can automatically withdraw their attempt to control the location.  A controlling player can also automatically give up control of a location.  If this happens and there is no longer a dispute over who controls a location, then a battle does not take place.  Note that once you control a location, you maintain control until you voluntarily give it up or another player takes it in a battle.

· There will be a minimum of 1 turn played per week of “real time” (unless the GM declares otherwise).  A summary of results of the last turn’s battles (form provided) and orders for the next turn must be given to the GM by 8 p.m. Sunday.  If no orders are received, it is assumed that a player is sitting tight and doing nothing.

· Results of turns will be electronically published in the Phantagraph on a weekly basis.  Particularly good stories/recaps of battles or other events will be rewarded (at the GM’s discretion) with things like an extra character for your organization, re-rolls on the KO Table, healing elixirs, etc.

· The winner of the campaign will be the player controlling the most locations after 12 weeks of “real time” have passed.

· THE GM HAS THE FINAL SAY WHEN ANY DISPUTES ARISE.  WHINING, EVEN BY EVIL SUPERHEROES, WILL NOT BE TOLERATED!

Strategic Locations

HeroClix Map to Use

1.
Airport


Buildings

2.
Beichs factory

Mall

3.
BroMenn Hospital

Buildings

4.
College Hills Mall

Mall

5.
Eastland Mall

Mall

6.
Interstate Center

Buildings

7.
ISU North


Buildings

8.
ISU South


Buildings

9.
IWU



Buildings

10.
Miller Park


Open

11.
Minier (the village)

Buildings

12.
Mitsubishi plant

Mall

13.
St. Joseph Hospital
Buildings

14.
State Farm HQ

Mall

15.
State Farm Corp. South
Mall

16.
WalMart


Mall
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3

