Ideas for a Sentinels RPG.
The players will have to go through a series of fights that are connected in a storyline. Some fights will have certain required heroes but just like most RPG’s players will have a roster of playable characters to choose. The campaign will start mainly with the core box. If things go well, then there will be more to do with the expansions. If a hero becomes incapacitated, they will be unavailable for the next scenario.
[bookmark: _GoBack]              Players will gain experience points which they can use for various effects. 1pt uses; Revive a dead teammate (Can only be used before a battle starts), Heal 5 HP, Draw an extra card during your draw phase. 2pt uses; Draw 3 cards and end your turn, Before game choose to start with an equipment card in play, or during the game search the deck for an equipment card, put it into play and then shuffle the deck, Increase damage your hero deals by 1 until the start of their next turn. 3pt uses; During game revive an incapacitated hero with 10 HP, they have all the cards they had before being reduced to 0 HP, Search your deck for an ongoing or equipment card and put it into play and shuffle your deck, Start the game with an ongoing in play. Heroes can only gain experience if they participated in the battle and were not incapacitated. All active heroes gain an exp if the battle ended in a victory, if there was a nemesis involved, the hero with the nemesis relationship will gain an extra exp point. An additional point of exp will go the hero who delivered the final blow. There may be other Exp awards based on story objectives.
              The starting roster will be the freedom four with Absolute Zero becoming available later. Promos do not share Exp points with their non-promo counterparts. The roster of playable heroes will only be expanded if certain story conditions are met although some like AZ will join automatically during certain plot points.
The core game and expansions will for the most part contain their own arcs. The core game’s arc will build and end with the invasion of Earth by Grand Warlord Voss. The fights for this will go in the order of villain difficulty.
Advanced Baron Blade will be the first fight in Megalopolis. There will be no special set up requirements. 
If the heroes secure a victory then they will return to their base and get a special distress call from Young Legacy. Pauline was out in the wilderness of Insula Primalis, when they were ambushed by the citizens of the Sun. Haka got captured to allow Pauline to escape. Young Legacy is forced to stay behind and won’t be playable for this scenario. The playable characters for this scenario are still the Freedom Four. Haka’s character card will start off in the villain play area. He still counts as a hero target. He is being brainwashed in so that Dawn can use his strength to further her cause. Haka will start off with full HP. At the end of the villain turn, Dawn will deal him 3 psychic damage. If Haka is reduced to 0 HP before he is rescued, he will become a villain target with 15 HP and will deal three Melee damage to the hero target with the highest HP at the end of the villain turn. If at the start of the villain turn, Dawn is the only villain target in play, then Haka will be released and his character card will enter the hero play area with whatever health he has left, If Haka would be released this goes off before Dawn deals him damage. Before the start of the environment turn, he will hit the non-hero target with the highest HP for 2 melee damage, and if the heroes win, he will become a party member.
While the heroes are off rescuing Haka, Megalopolis comes under attack from Omnitron. Young Legacy must quickly assemble a team of heroes to defeat it. With Aminia Twain’s help, Young Legacy manages to contact the other heroes in the city. The playable characters for this scenario are; Young Legacy, Unity, Mr. Fixer, Visionary, and Absolute Zero. If the heroes win this fight, all characters listed above will become full party members. If 3 or more environment cards are destroyed by Omni, then the players must choose 4 party members to stay behind and help rebuild the city, these characters will be unavailable for the next scenario.
After the business with Megalopolis is dealt with, the team will get a call for help from Dr. Blake Washington. He and Fanatic were exploring the ancient ruins of Atlantis when they came across an alien named Tempest running away from Ambuscade and a strange alien. While cloaked, Ambuscade managed to steal the Staff of Ra, leaving Dr. Washington unable to transform. In addition to the other party members, Fanatic will be a playable hero for this fight, Tempest and Ra are not. Ambuscade will begin with his Personal Cloaking Device in play. He will also have Field Lieutenant Tamar in his play area. Take all of Voss’s minions out of his deck and shuffle them. At the end of the villain turn, the top card of this pile will be put into play. If Tamar is destroyed, remove all of Voss’s cards from the game. The Staff of Ra will be a villain target in his play area with 15 HP. If the staff is reduced to 0 HP it enters a hero’s play area, although it will have no effect on them. If the hero who has the staff is incapacitated, then it is destroyed and removed from the game. If the heroes defeat Ambuscade with the Staff in a hero play area, then Ra will become a party member. Fanatic and Tempest will automatically become party members at the end of the scenario.
Tempest warns everyone at the Freedom HQ that Grand Warlord Voss is coming and is going to try to take over the world. The invasion will occur at three places. The heroes must take on each invasion force. The player will need to make three teams of any number from the available roster. The three fights will occur at Megalopolis, Insula Primalis, and Wagner Mars Base. 
Voss himself will be overseeing the invasion force from a base on Mars. His deck will play normally except that Tamar and Victor aren’t in it, because they’re leading the invasion forces at the other two locations. To make up for this, Voss will start with the Stalwart in play.
Victor and Tamar are separately leading the other two invasion forces. Take Tamar out of the deck when you are fighting Victor and vice versa. Voss is not in play for either of these fights. Victor and Tamar will start off with H plus 2 minions in play and have a DR of 1 for each minion card in play. The heroes win if at the start of the villain turn, there are no villain targets in play.
At the end of the campaign all heroes will gain an experience point even if they didn’t participate in the final battle.

