
 

 

 

 

  

CITY OF HEROES 
An unofficial narrative campaign for 

Marvel Crisis Protocol by Atomic Mass 
Games 

In this narrative campaign 2 players will be able to play a series of crises and Ultimate Encounters over 
the course of 9 rounds, with the player with the most victory points at the end of the campaign proving 

to be the overall victor. 

Roster building is as per the normal game rules, with both players bringing a list of 10 characters/infinity 
gems and 8 team tactics cards to choose from for each round.  Where Ultimate Encounters are played 
details for gameplay will be given for each within the campaign noted.  For a more relaxed game feel 

free to just play with your collection and field whatever team you like each round, as long as both 
players agree to this type of play for the course of the campaign. 

The goal of this campaign is to create a narrative story for players to enjoy, as such please feel free to 
change it to fit how you would like your story to go.  I have tried to write this to be as neutral as possible 
so that the narrative text fits both teams of heroes and teams of villains (as well as those somewhere in 
the middle), but I am not a writer or a designer so it may well be flawed and I apologise if it doesn’t suit 

you or doesn’t seem balanced overall. 

So, with that being said, I hope you enjoy and have fun.  I would love to hear how your campaign goes 
so please feel free to contact me through my blog at https://inspiringmonologue.home.blog/ to let me 

know how your story went.  Good luck and let’s go! 

https://inspiringmonologue.home.blog/


 

 

ROUND 1 — A DAY VERY MUCH LIKE ANY OTHER 

SETUP: 

Extraction Crisis—Alien Ship Crashes in Downtown 

Secure Crisis—Deadly Meteors Mutate Civilians 

Once setup both players read the following text. 

  

Lately it had seemed like life was just a series of fights.  New enemies kept appearing around every corner, and 
enemies you thought long gone kept on coming back into the fray.  The world seemed full to the brim of heroes and 
villains, and all those in between.  Every day some new powered person was on the news having stopped a robbery 
or saved someone from a mugger, and more often than not levelled a city block in the process.  It seemed all you had 
to do to get powers these days was walk past a microwave.  Still, at least life wasn’t boring.  At least, for now, you 
could get a little rest before tomorrow’s adventures. 

As you collapse exhaustedly onto your bed, your hands firmly cupping a bowl of soup you hear a distant boom and a 
few seconds later the walls around you shake.  “Well”, you sigh, “no rest for the wicked”. 

You hurriedly get dressed and run out of the door, getting messages out to your comrades as you do so.  Outside, 
you look across the skyline to see a pillar of smoke rising up between the roofs and walls of the cities high rise 
buildings, and run towards it.  As you get closer to the pillar there is chaos all around; dust-covered figures are 
running past you in terror, children are in tears, screaming for their parents, and some are just sat by the roadside 
with vacant eyes and trembling hands.  Soon you reach the centre of the smoke.  Before you you see a mangled pile 
of rubble, metal and wire.  An alien ship.  It looks to be Kree, but the ship has taken significant damage so you can’t 
be too sure.  As you approach you see two bodies sprawled out in front of the cockpit, unmoving; definitely Kree.  In 
the outlying area you see civilians staggering around, their mouths hung open and their eyes gaunt.  Their faces are 
pale and twisted, an outward sign of some turmoil within.  Something in this wreckage is making these people sick; 
some alien compound within the debris perhaps, causing a strange mutation in the bodies of those closest to the 
epicentre of the blast.  You have to know what it is and stop other people from getting to it.  As your mind works over 
the problem you come to a sudden realisation.  Regardless of the source of this mutation, somewhere within this 
wreckage is the core which powers this vessel.  This power core has great value.  In some hands it could be stored 
securely, safe from those would seek to do ill with it.  In other hands, well… 

As you move closer to the wreckage you see movement up ahead.  It is hard to make out, but as you move closer 
your view becomes clearer.  There are other powered people here.  They must want the power core!  They cannot 
have it.  They MUST NOT have it!  A loud shout behind you averts your gaze to your rear.  Your comrades have 
found you.  You turn back to the group before you, a knowing smile curling on your lips.  Rest?  Ha!  Rest is for the 
weak… 

Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so the winner of Round 1 reads the “winner” text below, and the losing player reads the 
“loser” text below. 

WINNER: The battle was fierce and long, but ultimately you won out by the skin of your teeth.  Picking up the power 
core you pass it to your associate who locks it away in a secure container, and then you bid a hasty retreat from the 
scene of battle.  It will be a long time before your opponents come to face you in a fight again.  You know of a secure 
place where you can keep the power core, a place where you keep all of the alien artefacts and scientific wonders 



 

 

which you have acquired over the course of your career, far too many to count now.  There are things there that you 
have forgotten even existed.  Still, the power core should be safe there for now.  You retire with your comrades for 
food, rest and reminiscing about the battle just fought. 

LOSER: You fought hard but alas the Kree power core escaped your grasp.  It was all you could do to hold people 
back off the sites where the debris was causing damage to the civilians and in the end you just couldn’t secure the 
battlefield and the power core.  Still, it was a good fight, and you knew the battle was not over.  One of your 
colleagues had managed to plant a tracking device on one of your enemies.  You knew where they were.  The power 
core would be yours in time… 

 

ROUND 2 — RAID ON THE STORAGE FACILITY  

SETUP: 

Extraction Crisis—Struggle for the Cube Continues 

Secure Crisis—Infinity Formula Goes Missing! 

Once setup the player who won Round 1 reads the “previous winner” text below, and the player 
who lost Round 1 reads the “previous loser” text below. 

 

PREVIOUS WINNER:  As you sit and talk over the highlights of the battle just fought a loud alarm pierces the air.  
Intruders!  You immediately leap into action and shout orders to your comrades.  The core!  They’re after the core!  
You run down to the secure area to see a hole in the wall and a group of individuals stood silhouetted in the smoke.  
It’s not just the power core which you are holding here, all your other treasures are at risk!  “Round 2 it is” you smirk 
to yourself, “ok, let’s go.” 

PREVIOUS LOSER: You follow the tracking device to an unassuming building on the outskirts of the city.  Using your 
equipment to scan the building you can see a number of individuals inside.  There seemed to be little in the way of 
guards or security.  Your team approaches and starts to fiddle with the keypad by the door.  “It’s no use, I can’t hack 
it.”  Damn.  Plan B it is then.  You reach into your pocket and pull out a small explosive and detonator and affix it to 
the wall, motioning your team back as you do so.  You duck behind cover and press the button on the detonator.  A 
violent BOOM echoes along the nearby streets and you emerge from cover to inspect your handiwork.  Not bad at all.  
You enter with your team and are met with row upon row of shelving units.  You recognise some the contents of the 
racks – scientific discoveries you thought long since lost or destroyed.  You have to claim them all.  Above you a door 
slams open and you see your enemies running down the stairs to meet you.  Round 2.  The power core is as good as 
yours. 

Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 

WINNER & LOSER – It was a glorious battle, a real back and forth of thrust, parry and riposte, with each group 
pulling ahead a little and then falling behind again as their opponent got the better of them.  As the storage facility 
was gradually destroyed by all the fighting it became apparent that there were very precious things stored within – 
canisters of infinity formula which you used during the battle to enhance yourself and your friends, and even some 
fragments of a cosmic cube.  Just as the battle began to reach its final conclusion the Kree power core was 
discovered, but alas an astray energy blast hit it and caused a tremendous detonation, an explosion that shook the 



 

 

foundations of the facility and sent a shockwave tearing through the surrounding city blocks.  All combatants were 
knocked to the floor, unconscious.  After a short while you all began to dazedly stagger to your feet, confused and 
shaken.  Coming closer to full consciousness, you gathered your teams and bid a hasty retreat from the battlefield, 
unsure of the fallout of the explosion. 

ROUND 3 — FALLOUT  

SETUP: 

Extraction Crisis—Panic Grips City as Evacuation Efforts Continue! 

Secure Crisis—Gamma Wave Sweeps Across the Midwest 

Once setup both players read the below text. 

 

The damage from the explosion was worse than you even imagined.  Large buildings which had stood firmly 
entrenched for decades had been ripped apart, cars were upturned and led one atop the other, the glass fronts of 
department stores and eateries were shattered, their glistening shards strewn all over the surrounding roads and 
pavements.  As you survey the scarred landscape you receive an urgent communication from an associate.  As a 
result of the explosion a huge wave of gamma radiation has shot across the city.  The government are already on 
with finding ways to decontaminate the worst areas, but in the meantime emergency temporary shelters have been 
setup.  You need to get yourself and your team to a safe pace away from potential radiation, and you need to make 
sure that the cities inhabitants are either evacuated or out of your way.  You receive the locations of the gamma 
shelters and start to make your way there.  Woe betide anyone who stands in your way. 
 
Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 

 
WINNER & LOSER: Whilst making your way to the gamma shelters you met with some resistance.  There are some 
who would rather you perished from exposure to the harmful gamma radiation than survived, but you battled them as 
best you could and took shelter as best as possible.  In the end you called a truce, too many people were getting hurt 
in the crossfire of your conflict.  For better or worse you would all live to fight another day. 

 

ROUND 4 — A RADIOACTIVE RAMPAGE  

SETUP: 

Players setup the Incredible Hulk Ultimate Encounter.  At this point the player with the lowest total 
of Victory Points scored so far gets to choose whether to play as the Cosmic Threat or Crisis 
Team.  Whichever player plays as the Crisis Team takes control of both Crisis Teams (for the 

additional team normally controlled by a third player the Crisis Team player may choose characters 
and team tactics cards outside of their roster).  The Ultimate Encounter should be played on 

normal difficulty, unless both players agree to play at an easier or harder level.  Once setup both 
players read the below text. 



 

 

Eventually the gamma radiation is brought under control and you are given the all clear to leave the shelters and 
return to your homes.  As you exit back out on to the streets and begin your journey you notice something… irregular.  
It seems that some of the city’s inhabitants were not able to make it to a shelter in time.  They are behaving 
erratically.  They seem deranged, stronger and wilder, picking up heavy objects and throwing them into crowded 
places, smashing cars and street lamps into the tarmac roads and concrete plazas all around.  Soon they begin to 
terrorise the city, causing destruction and chaos.  It is almost like they have been exposed to the same conditions that 
brought rise to The Hulk.  Imagine it, a city filled with Hulks!  They need bringing under control, and there is only one 
person strong enough to bring to heel a group of would-be Hulks… 
 
Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 
 
WINNER & LOSER: As the dust settles and the medics get to work the affected people are slowly brought back to 
some semblance of normality, their Hulkish behaviour gradually reducing until they are back to their normal human 
selves.  It seems the city is safe once again… for now… 

 

ROUND 5 — SCIENCE TO THE RESCUE! 

SETUP: 

Extraction Crisis—Spider Infected Invade Manhattan 

Secure Crisis—Riots Spark Over Extremis 3.0 

Once setup both players read the text below. 

 

The city has really been put through the ringer lately.  First the explosion caused by your fight at the storage facility, 
then the resulting radioactive fallout, and then the destruction wrought by the group of mini-Hulks.  But it seems like 
the government had finally gotten things under control.  Every day there were news reports of grants and foreign aid 
coming in, money to rebuild and renew.   

And demand for scientific breakthroughs had increased significantly, there were reports of an experimental new 
nanotechnology called Extremis which scientists believed could be used to heal the human body.  In the months that 
followed the Extremis project gradually became all that the news talked about.  The project was bought out by a large 
private company who poured all of their resources into making Extremis work.  Within a few months they had done it 
– Extremis had been tested on a group of human volunteers and no matter what their injuries, they had healed.  It 
was the medical breakthrough of the decade the century even!  But Extremis came at a price, a price only the super-
rich could achieve.  Rumblings of unrest began to ripple out like a tidal wave through the poor and the working 
classes.  They had been injured just as much as the rich in recent times, didn’t they deserve access to this medical 
aid too?  Soon enough unrest turned into protest, protest turned into riot, and those who had kept their heads down 
and paid their dues for years finally broke and took to the streets.  Extremis for everyone, or Extremis for no one was 
the cry of the common man.  In the midst of all of this there were reports here and there of strange, twisted people 
coming up from the sewers and kidnapping the cities citizens.  Men and women with extra arms and additional eyes, 
twisted perversions of nature.  Was this a result of the gamma wave that hit the city after the explosion at the storage 
facility?  You had to find out. 



 

 

Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 

WINNER & LOSER: It seemed like whenever you hit the streets these days you ran into your enemies and ended up 
in a fight.  Regardless, you managed to get hold of some Extremis technology and investigate the cause of the so-
called “spider mutated” people.  In the aftermath of the Extremis riots there was a sudden announcement from 
government officials.  A deal had been struck and now, suddenly, Extremis was available for everyone for free.  
Masses flooded in to the Extremis facilities seeking treatment for all their ailments.   

 

ROUND 6 — A CONSPIRACY UNMASKED 

SETUP: 

Extraction Crisis—Skrulls Infiltrate World Leadership 

Secure Crisis—Infinity Formula Goes Missing! 

Once setup both players read the below text 

 

You found it so strange that so suddenly Extremis was freely available, when not so long ago barely anyone had 
access to it.  Something odd was going on and it didn’t sit right with you.  You begin to investigate, sometimes 
crossing path with your foes, with whom you were now temporarily aligned.  It took time, but eventually you find the 
answer you are looking for.  Conspiracy.  Skrulls.  Those in places of political power had been replaced with Skrull 
counterparts and were using Extremis treatments to piggy back alien technology into human bodies for who knows 
what nefarious purposes.  This is your city, and you’ll be damned if any Skrull is going to have their way with it.  But 
Skrulls are powerful, and you would need cunning as well as strength to combat this foe.  You need Infinity Formula 
to increase your power.  You would have to hunt it down along with the Skrulls.  You will likely meet with opposition 
from those who want the formula for themselves, but they must not acquire it. 
 
Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 

WINNER & LOSER: As seemed to be the habit these days you ran into a group of your foes and engaged them in 
battle, fighting over the precious Infinity Formula.  Over the course of the battle the Skrulls were identified and suitably 
taken care of.  When it was discovered that Extremis had been laced with alien technology with the potential to cause 
significant harm to humans the project was immediately shut down, and research eventually led to a way to purge 
Extremis from the human body.  The populous gladly lined up to be flushed of it.  In the months that followed life 
returned to a steadier pace – a little thwarting of schemes, a little fighting of enemies and a little plotting of your own; 
all standard fare for a powered resident of this city. 

 

 

 



 

 

ROUND 7 — POWER OF THE GODS 

SETUP: 

Extraction Crisis—Fear Grips World as “Worthy” Terrorise Cities 

Secure Crisis—Deadly Meteors Mutate Civilians 

Once setup both players read the below text 

 

A tremendous crack like that of a jet plane breaking the sound barrier shocks you awake.  Looking out of the window 
you see numerous plumes of smoke rising from between the high rise buildings.  Not again!  What is it this time?!  
You grab your gear, call your team and head out of the door.  Arriving at the first crash site you see bits of rock which 
are clearly not of earth – shades of bright green and neon yellow in colour, and glowing like a gas light in the dark.  
Who knows what harm could befall someone foolish enough to handle these?!  You move further in, stepping nimbly 
between the glowing rocks and making your way to the centre of the plume of smoke.  Arriving there, you stare in 
disbelief at the object standing in the centre of the debris.  A hammer?!  You reach out gingerly and touch it.  As you 
do so there is a tremendous crack and a great whooshing sound, and electric-like energy snakes up the handle of the 
hammer and across your hand and forearm.  You feel powerful, more powerful than you have ever felt before in your 
life.  Then you remember there are more crash sites.  Could it be that more hammers have fallen?  Imagine what you 
and your team could accomplish with a hammer each.  You have to get them before anyone else does. 

 
Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 

WINNER & LOSER - There did indeed prove to be more hammers at the other crash sites, and a glorious battle was 
fought for control of them.  You also collected some samples of the glowing rocks, and later research found that these 
could alter human DNA at a fundamental level.  You decided to keep hold of these for future purposes, you never 
know, they might come in handy. 

 

ROUND 8 — A VILLAIN REVEALED 

SETUP: 

Extraction Crisis—Mystic Wakandan Herbs: Fact or Fiction? 

Secure Crisis—Infinity Formula Goes Missing! 

Once setup both players read the below text 

 

Today was a slow day.  There didn’t seem to be much going on in the world, and so you resign yourself to a day of 
lounging and, perhaps, some light scheming.  As you sit down for breakfast your TV switches itself on and a 
broadcast begins.  Changing channels is futile, the same broadcast is going out to every TV and radio station 
worldwide.  A dry, metallic voice emanates from the speakers, its menacing tone and inherent hubris clearly 
identifying its owner.  “Did you like my gifts?” it says tauntingly.  “The Kree ship, the hammers, the Skrulls?  All mine.  



 

 

All my doing.  Whilst you fight amongst yourselves like dogs over scraps my power grows and now I am unstoppable!  
Who would dare to face me now”, he roars!  “I will see the city of heroes burn, and the fire will spread across the 
surface of the planet until all flesh is cinder.  And then, my children, all will be metal!”  No matter how many times 
Ultron has been destroyed he keeps on coming back.  Well not this time.  This time he has to be destroyed once and 
for all.  You need strength, not just in numbers but physically.  You have some infinity formula left, but not nearly 
enough.  You think hard of how best you can bolster your power.  Then you remember.  You recall a rumour that 
reached you of a secret power in Wakanda.  A herb that gives the Black Panther his great strength and speed.  It may 
all be a rouse, or even a trap.  But still, you need all the power you can get before facing the master of metal. 
 
Play now continues as normal.  Once the game is complete each player should record their score 
and a win or loss on the campaign score sheet which can be found on the last page of this booklet.  
After doing so both players read the “winner and loser” text below. 
 
WINNER & LOSER - You have managed to obtain the supplies you need to prepare as best you can for a fight with 
Ultron.  The stage is set for the final showdown.  You must succeed in destroying Ultron.  If you don’t then he will 
destroy the city and then the world.  That MUST. NOT. HAPPEN. 

 

ROUND 9 — THE FATE OF THE WORLD 

SETUP: 

Players setup the All Will Be Metal Ultimate Encounter.  At this point the player with the lowest total 
of Victory Points scored so far gets to choose whether to play as the Cosmic Threat or Crisis 
Team.  Whichever player plays as the Crisis Team takes control of both Crisis Teams (for the 

additional team normally controlled by a third player the Crisis Team player may choose characters 
and team tactics cards outside of their roster).  The Ultimate Encounter should be played on 

normal difficulty, unless both players agree to play at an easier or harder level. 

If the Cosmic Threat (Ultron) player wins the game then the players read the “Cosmic Threat” text 
below.  If the Crisis Team player wins the game then the players read the “Crisis Team” text below. 

COSMIC THREAT: Pitiful humans.  For all their talk of heroism and sacrifice still they fall and are crushed beneath 
your feet and your army of drones.  With the so-called City of Heroes now destroyed your gaze moves to the rest of 
the world.  The time of flesh is over, the age of metal has begun. 

CRISIS TEAM: There is no doubt that Ultron was a fierce foe.  This time he seemed stronger than ever, a thought 
that, even now, still sits uncomfortably in your mind.  Still, you were able to pull your team together, an eclectic 
collection of heroes and villains, to defeat this mighty foe.  Ultron was gone, but like so many enemies these days 
how long would it be before he was back and stronger than ever? 

Once the game is complete each player should record their score and a win or loss on the 
campaign score sheet which can be found on the last page of this booklet.  Then, each player adds 

up their total victory points scored over the course of the campaign.  The player with the most 
victory points scored is the overall winner of the campaign.  In the event of a tie, the player with the 

most number of wins is the overall victor.  If there is still a tie then settle this in whatever manner 
seems befitting to you.  Then, let me know how your campaign went! 
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