ASSASSINATION PLOT 

Concept: A key political figure is being targeted for extermination by the villains, whether it be for terrorism, revenge, or a high-paying contract, it's up to the heroes to stop them 

Set up: The hero player chooses two bystander tokens, the TARGET and the BODYGUARD, and places them anywhere in the center two rows of the map adjacent to one another. The villain player chooses the map, the hero player chooses their starting area and also goes first 

Special Rules: The hero player may assign the TARGET and BODYGUARD actions as if they were part of their team. Whenever the hero player assigns a move action to the TARGET or BODYGUARD, both tokens move together using the slower of their two speeds, and must remain adjacent. As long as the BODYGUARD is in play, the TARGET takes no damage or suffers any other effects of attacks. (For example, if the BODYGUARD and TARGET are both hit by an Energy Explosion attack or splash damage, the TARGET would be unhurt.) 

Victory Conditions: If the villain player KO's the TARGET, they win the game. If the TARGET is still in play after 10 rounds, the heroes have successfully stopped the assassination attempt and the hero player wins. 

Example: Senator Kelly and Henry Gyrich are being targeted by Magneto and the Brotherhood of Evil Mutants...

DOOMSDAY DEVICE 

Concept: The villains are putting the finishing touches on their diabolic machine that will let them take over the world. 

Set up: The villain player places two special tokens adjacent to each other anywhere within their starting area. These special tokens represent the DOOMSDAY DEVICE. The villain player's team must contain one figure that has either Mastermind or Outwit on their starting click, this figure is the DIABOLIC GENIUS. The villain player chooses the map, the hero player chooses the starting area they wish to use, and the hero player goes first. 

Special Rules: The hero player may attack the DOOMSDAY DEVICE. Each piece of the DOOMSDAY DEVICE may be destroyed with a successful attack against a 16 defense that deals damage. At the end of each round that the DIABOLIC GENIUS is adjacent to the DOOMSDAY DEVICE, place a token on the DOOMSDAY DEVICE 

Victory Conditions: If there are 10 tokens on the DOOMSDAY DEVICE, it is activated and the villain team wins. If both pieces of the DOOMSDAY DEVICE are destroyed, or if the DIABOLIC GENIUS gets KO'ed, the hero player wins. 

Example: The Injustice League is building a mass-mind-control device to seize control of Central City...

ELIMINATION 

Concept: The villains know they can never achieve their goals as long as the heroes oppose them. The order has come down..."Cut off the head, and the body dies." The leader of the heroes must be eliminated! 

Set up: The villain player chooses the map. The hero player chooses their starting side but deploys to the center two rows of the map instead of their normal starting area. The hero player goes first. 

Special Rules: Determine the LEADER of the hero team by the following criteria: If any of the heroes have Leadership on their first click they are the LEADER. If more than one hero starts with Leadership, the figure who costs the most amongst them is the LEADER. If no heroes have Leadership, the villain player may choose the heroes leader from among the two most expensive figures on the heroes team. 

Victory Conditions: If the LEADER is KO'ed, the villain player wins. If the LEADER is still in play after 10 rounds, the hero player wins. 

Example: Once Captain America falls, Baron Zemo and the Masters of Evil are confident the rest of the Avengers will surrender...

HOSTAGE SITUATION 

Concept: The villains have taken a hostage, and it's up to the heroes to rescue them before it's too late 

Set up: The villain player selects the map and map side. The hero chooses their starting area on the map. The villain player's starting area is the center two rows of the map instead of the first two on their side. The villain player has initiative and goes first (first turn immunity applies to the hero). If the hero player has a theme appropriate bystander token, they can supply it to the villain player to use as the HOSTAGE. Otherwise, the villain player will supply a bystander token as the HOSTAGE. The villain player chooses one of his figures to hold the HOSTAGE captive. See our RULES page for modifications to the standard bystander token rules regarding captives 

Special Rules: While a captive, the HOSTAGE moves with their captor, as if being carried. Any successful close combat attack against the figure holding the HOSTAGE captive frees the HOSTAGE. If the HOSTAGE is freed in this way, they may be given actions as normal by the hero player. Any successful close combat attack against the HOSTAGE by the villain player recaptures the HOSTAGE instead of dealing any damage or having any other effect. The hostage may not be the target of ranged attacks, and takes no damage from Energy Explosion or Pulsewave attacks 

Victory Conditions: If the villain player has control of the HOSTAGE after 10 rounds the villain player wins the game. If the hostage is free after 10 rounds, the hero player wins the game 

Example: The Green Goblin has kidnapped Mary Jane, he and the rest of the Sinister Syndicate are holding her in an effort to draw out Spider-Man. Luckily...Spider-Man has some friends who owe him a favor...

THE COMMANDER! 

Concept: An evil mastermind has come into political power, either through guile or force...and it's up to the heroes to expose them as a fraud! 

Set up: The villain player must choose a figure for their team that starts with either Mastermind or Leadership. This figure is designated as the COMMANDER. The villain player chooses the map. The hero player determines their starting area. The villain player deploys in the center two rows of the map. The villain player goes first. 

Special Rules: There are no special rules for this scenario 

Victory Conditions: If the COMMANDER is KO'ed, the hero player wins the game. If after 10 rounds the COMMANDER is still in play, the villain player wins the game. 

Example: The Red Skull seizes control of the US Government after masquerading as Dell Rusk, the Secretary of Defense...

RAMPAGE 

Concept: Murderous villains are running amok, endangering innocent lives! 

Set up: For every 100 points of build total for the game the villain team picks 2 bystander tokens that do not have Team Abilities and places them in the middle two rows of the board. Bystander tokens selected in this way are the INNOCENT BYSTANDERS. The villain player picks the map. The hero player picks their starting area and goes first. 

Special Rules: The INNOCENT BYSTANDERS are considered to be part of the hero team, though they don't count against the hero players build total. The hero may assign actions to the INNOCENT BYSTANDERS as normal. In addition to their normal action allotment, the hero player also gets 1 action per 100 points of build total that may only be assigned to the INNOCENT BYSTANDERS. 

Victory Conditions:  After 10 rounds, calculate victory points as normal except for the folling: KO'd INNOCENT BYSTANDERS are worth 5 times their point values in victory points to the villain player. 

Example: Nightmare commands a small army of vampire lackeys to attack the city...

ROBBERY 

Concept: Either a key component of their new weapon, or a priceless object, is being targeted for robbery by the villains. 

Set up: A *special* token is placed in one of the middle 4 squares of the board. The villains pick the map and have the initiative. At the start of the game, the villain team selects two of the middle squares on one of the non-starting squares of the map to be *the escape route*. 

Special Rules: The special is an object that can be picked up like any other object (no superstrength required). The object gets dropped if the holding character takes any damage. 

Victory Conditions: Each turn a villain carrying the object is standing on one of the escape route squares, the villain is about to escape. If the hero player fails to knock the object out of the villains hands during the hero turn, the villains win. If a villain has failed to escape with the object after 10 turns, the heroes win. 

Example: The Serpent Crown is at the Museum, and the Serpent Society has mobilized to steal it for Roxxon Corp...

