VILLAINS AND VIGILANTES™ Adventure Guidelines

Revised by James Bishop, March 2011
LENGTH:

Manuscripts should be formatted as Word .doc if possible, PDFs are acceptable. We really want to see a minimum 60 double-spaced typed pages with a 10 or 12 point font size. A maximum length of 110 double-spaced typed pages is acceptable, but not required. This does not include maps and diagrams. 
CONTENT:

  We’re looking for adventures whose plots involve a good versus evil struggle. As is customary is most role-playing games, the players’ characters are the good heroes against evil non-player character villains featured in the story. Adventures usually require combat and the use of super powers to reach the end goals. The setting of the V&V™ universe is a current turn-of-the millennium Earth, or perhaps other environments at the discretionary approval of the submissions editor.
THE V&V™ UNIVERSE

  Even though adventures or submitted material should take place in the V&V™ universe, we want to clarify what is that universe…

  The body of the V&V™ Universe includes every character, organization or place that has appeared in a published FGU V&V™ work, from the original rule book through today. However, this universe is a derivative work of many contributors and does not always seem to follow a single continuity.

  FGU respects the sovereignty of each contributing author’s IP. So to continue in this tradition, new submissions should not directly use or duplicate anything from an existing V&V™ book. Authors may refer to items from these volumes in an encyclopedic nature to establish continuity with their new submission, so long as there is no alteration to the properties as they are presented in their original volumes.
  For example:
  It would be allowable for FGU to approve a new submission in which  Master Zero (from Most Wanted Volume 3) had robbed a bank (ambiguous and plausible), which in turn caused a bystander who was frozen in the robbery to have developed Ice Powers and decided to embark in their own career as Glacier!

 What would not be allowable would be:

 Master Zero to actually appear in the adventure – or – for Master Zero to be altered by having any knowledge or first-hand participation of the transformation of Glacier, after all Master Zero left the bank after he robbed it and has no knowledge in the foggiest who Glacier is. Likewise Glacier’s origin cannot state that Master Zero’s available information as published is altered in any way.

  In the end, FGU has final approval on continuity and integration of materials.

BASIC RULES TO FOLLOW

   If the author provides sufficient rationale, some of these rules may be stretched when necessary Here are some pointers we will be looking at:

•
Try to stay away from historical periods or possible future scenarios unless the story involves some sort of time travel and doesn’t leave the players marooned there forever.

•
The plot must take place in the V&V™ universe. We can’t accept stories about how the players are the only superheroes on Earth or how their enemies are the only super-villains, unless similar to the point above, the players begin in the full V&V™ universe and are somehow transported to such a place…
•
An adventure should not dispute the existence of the religious, supernatural, or extraterrestrial, etc. as this might contradict what is already established in a GM’s campaign or what a player’s origin or beliefs might be. It’s okay to write about the subject matter with an open mind, make reference to, or base the story around these concepts, but be aware that the submissions editor will hold such stories to reasonable scrutiny.  
•
Along these lines, an adventure should not be written for the players to fill the role of villains. That’s not the sort of thing we want to encourage in our communities. While religious preferences are respected, most societal structures in today’s world are communities based in the rule of law under a higher moral code. 

•
Advanced technology may be included in relative significance to the story or characters featured within the story, but may not be introduced in such a way as to alter the existing contemporary setting. For example, every home has a microwave oven, not a teleport chamber.

•
An element of humor may be present but it must not dominate the adventure. Most GM’s and players find that excessive slapstick, gags, or campy humor in an adventure ‘ruins the fun’.

•
While V&V™ adventures do not have to follow the Comics Authority Code, FGU will reject content that advocates or encourages graphic sex and/or extreme violence. There will be no exceptions to this rule.
  Remember, not only should an adventure be an interesting story to read but should be an engaging, exciting and original game for a group of players to actually participate in and for a GM to run.

GENERAL OUTLINE

1. THE OPENING:

•
Set it up: This could be a sudden crime spree, a natural (or unnatural) disaster, a group of dangerous criminals making a jailbreak, a good old-fashioned ‘whodunit’, or a bunch of odd but seemingly unrelated events, etc. 
•
Rope the Players in: Players need a situation to kick it off. Damsels in distress, a phone call from the President, or having the players just happening to sitting in a plane that is about to crash are all possible avenues to get the players interested in the story. If the players are acting, there have to be suggestions for a GM to get them to participate.
•
Information is Key: As the players begin to immerse themselves with the situation they should find or receive some sort of clue or fact to indicate a course of action. This could be a briefing from officials or superiors before they are sent out on a mission, a clue (a trace of DNA recovered from a murder weapon), or a witness to the events telling his or her story...

•
Following the Leads: Here the GM sits back and lets the players play detective. It is possible they will go off in the wrong direction and chase red herrings (especially if the author of an adventure gives the players one to choose). But this is par for the course as it is up to the players, with an occasional push from the GM, to come up with the answers on their own. It is possible that players will wander so far off that an unintended adventure within the adventure takes place. This is sometimes fun, but occasionally it’s a good idea to have a stabilizing clue that is held for the GM to reassert the story in the book.
2. PRELIMINARY CONFLICTS:


This could be anything from stumbling onto a gang of hoods in an abandoned warehouse to being ambushed by the super-powered henchmen of the master villain. It is even possible to have a series of minor conflicts the players have to win. Have fun coming up with these and be creative. Things to remember might be:
•
Still Not There Yet: The players should come away knowing they still have a ways to go, but should now feel confident that they are on the right track. 
•
Conflict is Challenging But Winnable: This preliminary conflict is very much a testing of the players’ mettle and its outcome will very likely set the tone for the rest of the adventure. If they win they may be cocky and rush headlong into everything else with bravado, or if they lose they might be out to prove themselves? With emphasis, this preliminary conflict should be challenging but winnable.

•
Gaining Ground: Upon winning or losing the preliminary conflict(s), the players are at the next juncture of the adventure. Some players might not have the slightest idea what is going on and some might not be as committed to the story as others. To be meaningful, these beginning skirmishes or obstacles should result in a new set of clues to push them further to the goal.

3. THE CLIMACTIC CONFLICT:

Here where everything starts to come together. The good guys have located the main bad guy(s) (or vice versa) and the big rumble begins. These elements could serve to make it more interesting:
•
Exotic Locale: This could be the villains’ secret headquarters, an abandoned warehouse, a national landmark, outer space, another dimension, a subterranean labyrinth, a city under the sea, or anywhere. The author should make sure the GM has a detailed description of it and be careful that he does not inadvertently duplicate one that appears in an already published V&V™ adventure.

•
Against All Odds: While the preliminary conflict was designed to test the players’ mettle, the climactic conflict could very well bend it past the breaking point. It is a conflict that the players should not be able to win with brute force alone. It requires intelligence, skill, resourcefulness, a little luck, and above all, good teamwork to overcome. This is, assuming the players have what it takes to overcome it at all.

•
Resolving the Conflict: By the time the players reach this stage, whether theys have enough information to figure out the overall story or the master villain has to monologue his plan as his side gets the drop on the players, things should start becoming clear at this point.

4. WRAPPING IT UP:


It is very possible the players might run into a bit of bad luck, get their signals crossed or just find themselves out-gunned. If this happens and the players are defeated, the GM will need a contingency plan. It need not be nearly as long as the other sections but it should be included.

•
The Fate of the Players: In comics, when the heroes are defeated, the villain (traditionally) places them in what is known as the ‘Death Trap’. They could be interred in a cryogenic chamber which will keep the players trapped in suspended animation forever, strapped to some sort of bomb set for detonation in seconds, or being lowered into a pool of hungry sharks or vat of acid, or trapped in a rocket on a course for the sun…

… or any combination of the above!

  But, as in comics, this is not automatically fatal. The players have a chance to escape and if they can figure out the proper method of escape for their trap (or Invent a clever enough one on their own) they just might make it...

•
Go Back For Round Two: Assuming there are players left that have lived through the preliminary conflict, the climactic conflict, escaped the death-trap and still want to go teach those villains a lesson, the GM should have another shred of information to provide that sends them back in the right direction. Gluttons for punishment though they may be.

•
Results of First Failure: At this point the players might encounter another superhero who offers to help the players out, if the GM thinks they need it at this point. Also in the players’ absence the villains might be on the verge of carrying out their master plan (if they haven't done so already!) The players now have a last chance to set things right but now the kid gloves are off. This is a ‘do or die’ situation. This is a wide open field and you, the author, must supply a guideline for what will (or very well might) happen.

  The above is not only the ‘general’ outline of all V&V™ adventures, it’s really the best way to arrange things for the convenience of the GM; a semi-chronological/need-to-know order. While the above is the suggested outline for any submission, variations are acceptable provided the resulting adventure is easy to run, enjoyable and comes to a logical conclusion.

5. DON’T FORGET THESE PIECES:
  If a character/creature/entity in an adventure is expected to be involved in combat with the players or has a super power to use, that character/creature/entity must have stats included in that adventure. This means everyone down to the last thug in the master villain’s army.
•
Stats for thugs can however be abbreviated and put in a table to save time and space (see nearly any published V&V adventure to see how this is done). Sometimes a thug or minions stat may be listed as a generic set of stats that are representative of the average type.
•
Characters should be written in the following order. Do not worry about tabbing or placing the stats in columns, we will accommodate this upon editing and set-up for print:

CODENAME
Identity:
Side:

Sex:

Age:

Level:

Training:

Powers:

1. 

a. (if necessary)

2. 

 (etc.)

Weight:

Basic Hits:

Agility Mod.:

Strength:

Endurance:

Agility:

Intelligence:

Charisma:

Reactions from Good:

Evil:

Hit Mod.:

Hit Points:

Damage Mod.:

Healing Rate:

Accuracy:

Power:

Carry Capacity: 
Basic HTH:

Movement Rates: 
Detect Hidden:

Detect Danger:

Inventing Points:

Inventing:

Origin and Background:

Personality/Combat Tactics:
•
If the players find themselves in any place where they are to engage in combat or explore there must be a map and a description of the place in the adventure. This does not include places where the players meet someone to talk or places that have no major importance in the story. Rather have two or three very well defined locales rather than a large number of vague and unnecessary ones. A scale is needed on all maps so we can redraw them to an accurate scale.

•
If there are any super-powers, equipment or vehicles used in this adventure not covered in the revised rules then there must be stats for them.

•
All adventure-writers are welcome to include introductions or dedications that mention their player test group, either by name or alter ego, and a brief synopsis of how his players did in their own shot at the adventure. This is always a nice personal touch.

STYLE


Create a unique story/adventure situation (peopled with an interesting assortment of characters as villains) but keep it an ‘all-purpose’ adventure with a generic ‘superhero’ flavor. In other words, an adventure you can picture happening to the Justice League or the Avengers or the X-Men or the Teen Titans, the Fantastic Four, the Doom Patrol, Alpha Flight, Stormwatch, WildCATS, Justice Machine, Elementals, etc., etc., etc… (The Watchmen and the Authority are a little over the top!)

Your writing style should be similar to that of directions on how to get somewhere or the instructions on a household appliance. The purpose is to get the story from A to B to C. You’re not writing a novel. Here is some general advice:

•
Avoid constant use of narration or over-personalization.

•
Avoid flowery description. Keep it clinical, accurate.

•
Avoid detailed information of events that the players themselves do not actually participate in or eye-witness unless it’s a clue.

•
Avoid using characters overly similar to those that have already appeared in published V&V™ adventures or comic books; likewise avoid duplicating settings they appear in. If you must have a villainous HQ in a skyscraper, try to put an original spin on it.
•
Avoid having the players team up with another group of super-heroes in your adventure unless it’s to benefit a GM with a solo or few players. The players are the stars of the adventure.
IS IT READY TO GO?
  In closing if you have any further question please refer to the series of already published V&V™ adventures to see how your book is supposed to come out. If you have something in mind there is probably already some sort of precedent established on how it is done, even if it is just basic organization.

IF YOU’RE STILL INTERESTED IN MOVING FORWARD:

  Prior to sending a fully fleshed out and written manuscript, send the pitch of the basic plot idea in MS Word format to submissions@fantasygamesunlimited.net
. This will give us a general idea and we can move forward from there. We understand that there is no obligation by the author, nor an expectation from FGU, that the idea will be what we’re looking for. Some submissions are rejected at this point, but don’t be discouraged. Read the comments and reasons for rejection and try again. We will save your initial pitch because we may contact you again at a later time if it is in our interest to use your idea. Trends change and demand for certain types of work varies.
  Once you receive the nod to work on a full project, you may send your completed manuscript when it is ready to go to press.
PROCESSING

  All manuscripts should be sent to submissions@fantasygamesunlimited.net attention: Scott Bizar, Editor-In-Chief. After we review them, they are then either returned to you if we see glaring problems, or, if in substance they are acceptable, we may return a lightly edited version for fine-tuning. Sometimes changes or additions are requested. Again, read the suggestions and try to make the requested changes. Best case scenario, your manuscript will pass with flying colors on the first read through! FGU will not make any changes without your knowledge and approval, and all authors will see the final layout for their approval prior to release for sale as a PDF or book.
  Do not be upset by unavoidable delays in this process as you will not hear back from FGU until we have gone over your adventure submission.  The whole process will generally take two to six months before you see your submission in print due to time required for approval, typesetting once approved, and finally for artwork (the biggest of the bottlenecks we face in producing adventures). We do plan to continue production on V&V™ adventures. In this new age of print technology and the advent of PDF publication via the internet, your submission(s) hopefully will reach our audience.

COMPENSATION

  FGU pays a royalty of 10% of gross receipts from the sales of any adventure. This is 10% of the wholesale price. There is no way to project what sort of sales will result to guarantee what a designer/writer can expect to make from royalties on a V&V™ adventure. Sales of the game and adventures vary each year, though the first royalty payment is usually the biggest as any new V&V™ product has greater initial sales since nobody has it yet.
  Royalties paid to the author from the sale of their materials as a .PDF document is significantly higher in percentage and will be included in any contract.
  FGU mails via postal mail royalties checks every six months. It is the responsibility of the author to provide updated communication and contact information to FGU to receive these payments timely. If there are any lapses due to this information not being made available by the designer/writer, FGU will in good faith make all payments due when said information is received.

COPYRIGHTS, INTELLECTUAL PROPERTY, AND TRADEMARK

  FGU believes in creators’ rights. As such FGU as a courtesy places all copyrights on the storyline and the characters in your name; FGU does not own copyrights. If you send sketches of your characters (villains), they will be used as rough guidelines by our various artists for cover, interior, and counter art, however, final versions of the characters likenesses are determined by the artist and the artist retains the IP/copyrights to their art.

  You will receive exactly 10 free copies of your adventure as soon as it comes out. Should you need a few more copies for your player testers, this can be arranged as well.


Upon approval by FGU, a contract will be sent to you that basically promises the terms outlined above. FGU maintains first right or refusal to publish the material once an agreement has been made.  Villains and Vigilantes™, V&V™ and the Villains and Vigilantes™ logo are all trademarks of Fantasy Games Unlimited.


Get those adventure submissions in - and never use the word ‘module’ which is misused in our industry (look it up in the dictionary some time to see what is meant by this).
