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NEW RULES

Additional Forms

Cards with the form keyword grant your ideng;
forms, such as Spectrum’s "energy form ” Thes
are in addition to your identity’s alter-eqo an
and they come with their own conditions for
into them. When an identity changes their a
form, it does not count against the once-per-tym limitq
flipping from hero to alter-ego (or vice versa), but it doen
count as changing form for the purpose of triggeﬁng c;rd

effects such as Moxie (The Mad Titan's Shadow #17
COMPONENTS )'

» 268 cards, consisting of 97 player cards, 19 villain Amplify Icon "
cards, and 152 encounter cards.

y Uniun
€ form,

d 'ner() f{mm
Changing "
dditionai

. . LE 1
The amplify icon increases the number of boost icons on

boost cards. When a boost card is turned facey duri
p during
SET SYMBOL an enemy activation, add one additional boost icont

Cards from The Mad Titan’s Shadow expansion can be s foeach §iRonnplay,
identified by this set symbol: \T

For a list of important keywords, see page 13.
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STARTER DECKS

These pre
CONstructe
cted decks and character introductions

are intende
e anci for Ithe player who wants to immediatel
game without customizing their own deck 2y

('SPECTRUM / LEADERSHIP

i?;ﬁ;:—l;m cgf:jn tgke on the properties of any form
y. She egins the game with three ene
11('{::Jrr‘n upgrades in play. When you switch into her-rgg
orm, use her Energy Transformation to change into
the form you need. Use Gamma Blast to switch to
.her Gamma energy form and attack, or gain overkill
if you were already in Gamma energy form. Play
Speed of Light to change forms again and set u
your next combo. ;

As a one.-time leader of the Avengers, Spectrum
comes with an assortment of Avenger allies in
the leadership aspect. With the Mighty Avengers

support under your control, each of these allies gets
+1 THW and +1 ATK. After you have three Avenger
allies on the table, play Mass Attack to deal massive

damage to the villain!

Spectrum cards: Gamma, Photon, Pulsar, Blue

Marvel, Energy Duplication (x2), Gamma Blast (x3),
Photon Speed (x3), Pulsar Shield (x3), Speed of Light

(x3)

Leadership cards: Captain America, Power Man,
White Tiger, Kaluu, Mighty Avengers (x3), Mass
Attack (x3), Moxie (x3), Band Together (x3)

s: Blade, Avengers Tower, Avengers

Basic card! .
Mansion, Ready to Rumble (x3), Energy, Genius,

Strength
Nemesis set: Radioactive
Sap Power (x2), Radioactive Blast

Obligation: LosS of Control

Man, Reactor Meltdown,

Adam Warlock is the avatar of life and a cosmic

sorcerer. Use his Battle Mage ability each round to

turn unwanted aspect cards into powerful abilities.

With Warlock's Cape and Mystic Senses on the

‘:jable, you will ready him and draw a card when you
Gl

Warlock has access to all four aspects, buthe
cannot include more than one copy of any aspect
card in his deck. As a result, his pre-built deck

includes many powerful cards that are unique
or “Max 1 per deck.” Shuffle the Cosmic Entity
events, such as The Gardener and Eternity, inio
the encounter deck to potentially replace your
encounter card reveal with a positive effect!

Adam Warlock cards: Pip the Troll, Soul World,
Karmic Staff, Warlock’s Cape, Cosmic Ward (x2),
Mystic Senses (x2), Karmic Blast (x3), Cosmic
Awareness (x2), Quantum Magic (x2)

Aggression cards: Marvel Boy, In-Betweener,
Magic Attack, Uppercut, Combat Training,
Audacity

Justice cards: Quasar, Living Tribunal, For Justicel,
Zone of Silence, Heroic Intuition, Determination

Leadership cards: Major Victory, Eternity,
Summoning Spell, Make the Call, Inspired,
Innovation

rlie-27, The Gardener, Shield

Protection cards: Cha .
Armored Vest, Preservation

Spell, Counter-Punch,

Basic cards: Martinex
Magus, Universal Church of

Nemesis cards: The hu
x2), Cosmic Inquisition

Truth, Zealot of Truth (
generation Cycle

Obligation: Re



CAMPAIGN MODE RULES

o s played
Each of the scenarios in this expansion "j_rlé]g(;ﬂ]e);
individually as a standalone adventure, € ic campaign.
with the other scenarios as parllof O"]e 99;'5 in The Mad
Campaign mode combines all five scenari N N hare
Titan's Shadow expansion into one epic e"pt D
the outcome of each game impacts the next ;in o
To complete the campaign, the players mus S
scenarios in numerical order, starting with sceﬂar
Ebony Maw and ending with scenario #5 — Loki.

To begin a campaign, the players start by (.?hODS'In ;
heroes. Each player must use their chosen identity for .
the entire campaign, but they are free to change aspects
and alter the contents of their deck following the deck
customization rules in the Marvel Champions Rules
Reference between scenarios.

g their

To play a scenario in campaign mode, set up the scenario
as per the normal rules of the game. Then, follow that
scenario’s setup instructions in the order in which they are
listed in the Campaign Instructions.

When the game ends, if the players won, follow that
scenario’s victory instructions in the order in which they
are listed in the Campaign Instructions. If the players lost,
they may reset the scenario and try again with no penalty.

CAMPAIGN LOG

The campaign log found on the back cover of this
rulebook tracks the progress of the entire campaign. At
the end of each scenario, the players record their results
By entering the required information in the campaign log.

A printable copy of the campaign log can be found on
our support page at;

www.fantasyflightgames.com/marvel-cha mpions

EXPERT CAMPAIGN

For players who want an even more e
(;apnpaigﬂ expeﬂem.te, The Mad Tftan’s SI:E!"“g
expansion comes with everything e neaa o
expert campalgrn. The rules for this a]te{r:m o,
are found on page 25. te g,
» Some setup and victory ‘matrumms
preceded by Expert Campaign C‘n"a.—E
should ignore these instructig y

UCtioNS upjgq, 181
p|aying an expert campaign,
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SANCTHARY

ABSOLUTE POWER To ™S\
WLTHIN MY GRASP, FOII.JFQ OF
THE SIX INFINLTY STONES
BELONG TO ME. WHAT NEWS

OF THE OTHER TWOZ

THE REALZITY
STONE REMAINS
HIDPEN FROM US, MY
LORDP THANOS. BUT
THE POWER STONE
HAS BEEN FOUND ON
KNOWHERE.

THEN TAKE A BATTALION
TO KNOWHERE AND
BRING ME THE STONE!

GUARDTIANS, THIS IS
COSMO. WE ARE BEING
ATTACKED! SEND HELP!




EBONY MAW

st to collect all six

er in the Infinity
power to

SCENARIO #1 -

The Mad Titan, Thanos, I;-'s on ;g:?‘h
] and foin them _
g::::;estt?pfz succjeeds, Thanos V\:’J” have the
control the universe — or destroy it. ;
the Black Order, have pledge
d they scour the
hat their master still
he Power Stone and

His fanatical followers,
their lives to the Titan's cause, an
universe for the only two stones t
needs to complete the Gauntlet: t
the Reality Stone.
One of those followers, Ebony Maw, has discovered
that the Power Stone is being kept in a secure vau.‘.t on
Knowhere. Now, the Black Order's sorcerer is .I’ead:r"rg an
army of Thanos in a direct assault on the space stafron,
Cosmo and the rest of the Knowhere Corps are dc:'mg
what they can to defend the station, but they won't last
long against Maw without your help!

Villain Deck: Ebony Maw (1), Ebony Maw (1)

Remove Ebony Maw (1) and add Ebony Maw (Ill) for
expert mode.

Main Scheme Deck: Attack on Knowhere, The Power
Stone

Encounter Deck: Ebony Maw, Black Order, Armies of
Titan, and Standard sets. (The Standard set can be found
in the Marvel Champions core set.)

The Black Order and Armies of Titan sets can be
removed from this scenario and/or added to other
scenarios when using the scenario customization rules.

SPELL ENVIRONMENT
CARDS

Ebony Maw is a servant _of Thanos and 3 Power
sorcerer. To represent hls dc::adly Magic in the g:
Ebony Maw's set contains eight Spell e“\'iranm Me,
When a player reveals a Spell environment, theymfa"la.

that card in front of them in their play areg Placg

Each of these Spell efvironm‘ents enters play Wit
specified number of “invocation counters” o th;‘a ?
When Ebony Maw activates against a player 1. ar';: '\
+ext triggers: “Forced Interrupt: When Ebony Ma‘inty
activates against you, remove an invocation COUnter
each Spell in your play area.” Because this is 5, int;rwrfﬁ.
B

ability, it resolves immediately when Ebony Maw

activates and before that activation is resolveq

For example, Ebony Maw activates against Spider-
who has two Spell environment cards in his play are:-h'
Rubblestorm and Fireball. Rubblestorm has thres
invocation counters on it, and Fireball has one. Ebony
Maw'’s ability removes one invocation counter from cath
environment card, reducing Rubblestorm’s invocatign
counters to two and Fireball's to zero. This causes
Fireball's ability to trigger: “Forced Response: After
the last invocation counter is removed from Firebal,
discard it — Deal 4 damage to your identity.” Spider-
Man immediately takes four damage; then Ebony Maw
continues resolving his activation.
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RULES CLARIFICATION CAMPAIGN INSTRUCTIONS

:2_ Thte ";’Vh}ain Rgvealed” text on stage 1B tells players
o put a spell environment into their play are: ' e - .
trigger its surge keyword? Ch BYAIes. Doss S SET U i
fA' No. The surge keyword is only resolved when the card
it appears on is revealed. If the card is simply “put into
p|a)’4" it is not revealed.

» Each player records their identity in the campaign
log found on the back cover of this rulebook.
Players cannot switch identities during a campaign.

Y EERonyiMawis stnhe. vy Seat iy = E R » Plit the "Secure the Landing Pad” side scheme into

Forced Interrupt still trigger when he activates against it

me?

A. No"lf Ebony Maw is prevented from attacking or

scheming by a status card, he removes the status card VICTORY:

instead of resolving his activation. !

» Shuffle the "Security Breach” side scheme into the
encounter deck.

» |f Secure the Landing Pad was defeated, add
Cosmo to the campaign pool.

» If Attack on Knowhere 1B was completed, add
Security Breach to the campaign pool.

» Expert Campaign Only: Record each ident o
remaining hit points in the.camga‘xgn log. &8




W WHAT'S GOING ON
OUT THERE?

ZONE
HE LﬂHF’J’-NG Z
1: OVERRUN! COSMO
~ T NEEDS HELP!

¥ DON'T WORRY
[ ABOUT ME. T HAVE
EVERYTHING T
NEED RIGHT
HERE.

TAKE OUR
SOLPIERS TO

THE MAW HAS
FAILED, LORD.
HIS BATTALION

P e POWER

STONE I5

NO LONGER ON

KNOWHERE.




V'rie POWER

STONE 15
NO LONGER ON
KNQWHERE-

j7 T HAVE BROUGHT
IT TO YOU. THE
REALITY STONE
CAN BE FOUNP WITHIN
AVENGERS TOWER
ON EARTH.

T ALWAYS LIKE
TO PLAY FOR THE
WINNING TEAM.

ALSO,

MY BROTHER 15
AMONG THOSE WHO
GUARD THE REALTTY
4TONE. L WISH HIM
PEAPL.

YOU OFFER ME E

E TH
F'EN-’-'AL TWO I.NFIN'L':'I"I"
ET_UNE"::' WHAT I8 YOuUR
GAME, TRICKSTER?Z

AI,"'ENGE»ei; TOWER 1

(\pESTROY THE 22
TOWER! _ (4




DEFENSE

Ebony Maw failed to
unexpected twist, it
the God of Mischief. The outcast
revealed to Thanos that the Reality
in Avengers Tower on Earth. The Ma

capture the Pow!
was delivered to

Black Order.

Midnight (I), Proxima Midnight (lI)

expert mode,

Marvel Champions core set.)

scenario customization rules.

SCENARIO #2 - TOWER

rince of Asga
5 Stone could be found

d Titan immediately

er Stone, but in an
Thanos by Loki,

rd also

ordered Corvus Glaive and Proxima Midnight, hrs;;vg;ze
most trusted generals, to attack the Aven‘g{ers Iar;'t_ -
the last Infinity Stone. Now it's up to .Earth s mig nj}
heroes to protect the Stone, and their home, from the

Villain Deck: Corvus Glaive (I), Corvus Glaive (II), Proxima

Remove Corvus Glaive (I) and Proxima Midnight () and
add Corvus Glaive (Il) and Proxima Midnight (I} for

Main Scheme Deck: Under Siege, The Armies of Thanos

Encounter Deck: Tower Defense, Armies of Titan, and
Standard sets. (The Standard set can be found in the

The Armies of Titan set can be removed from this
scenario and/or added to other scenarios when using the

TWO MAIN SCHEMES

This scenario has two main scheme cards e
same time: Stage 1B and Stage 2B. Both, main SY At the
are active each round. Encounter cards that ref 8oy
main scheme” refer to both main scheme Cardfr to
main scheme gains threat during Step 1 of the V._llfalﬁh
phase, and they are each affected by any aficeleral.n
and crisis icons in play. atioy

When a someone plays a card that refers 1, "he
scheme,” that card’s controller must choose Whic}:ﬂam

two schemes it is referring to. If a CoNStant effecy Onfthe
layer card refers to “the main scheme * that carg ;a
Wa

refers to the scheme card with the attach

: ment "f
Defense” attached to it. OCuseq

Players may thwart either main scheme on their tym
When a player wishes to remove threat from the main
scheme by thwarting with a character or by a carg
effect, that player must first choose which of the two
main schemes to remove the threat from. For example
if a player wishes to use For Justice! to remoye Tl
threat from the main scheme, that player must choose
either stage 1B or stage 2B. If the player chooses stage
1B, then three threat is removed from that stage and ng
threat is removed from stage 2B (and vice versa).

TWO VILLAINS

This scenario has two villains: Proxima Midnight and
Corvus Glaive. Each of these villains is paired with one
of the main schemes. Stage 1B is identified as Proxima
Midnight's scheme, and stage 2B is identified as Corvus
Glaive’s scheme. When either of the two villains schemes,
place the threat on their matching main scheme card
only. For example, when Proxima Midnight schemes,
place the threat only on stage 1B. [

Because there are two villains in this scenario, it is
Possible that players may not have enough dials for all
heroces and villains when playing with four players. If that
happ‘ens, Players may use dice, counters, paper and
Pencil, ete. to substitute for the last dial.

4—‘




THE ACTIVE VILLAIN

5ot \:’fHains are in play at the same time, but on| f
them is “the active villain” each round. The actlvi :rl.lo o
is the only villain who activates during step 2 of 5 | ':T||n'
phase. The active villain is identified by the attarhi-.w ain
card, “Focused Defense.” The Focused Defense. ent
attachment begins the game attached to stage 2B. It
reads: “The villain who matches the attached scherhne :
the active villain.” 2

Encounter cards that refer to “the villain” only refer
to the active villain. For example, the treachery card
Advance reads: “The villain schemes.” If Corvus Glaive
is the active villain when this treachery card is revealed
only Corvus Glaive schemes. :

When a player plays a card or triggers an ability that
refers to “the villain,” they must choose to which of the
villains it refers. If a constant effect on a player card
refers to “the villain,” that card always refers to the active
villain.

When a player wishes to attack the villain, they must first
choose which of the two villains to resolve that attack
against. For example, if a player wishes to use Uppercut
to deal five damage to the villain, that player must
choose either Proxima Midnight or Corvus Glaive. If the
player chooses Proxima Midnight, then five damage is
dealt to her and no damage is dealt to Corvus Glaive

(and vice versa).

AVENGERS TOWER

In the Tower Defense scenario, the heroes must
defend Avengers Tower from The Black Order's vici
assaliult. This is represented by a unique doubﬁe-sid(;és
environment card, Avengers Tower, tha;. the villains are
trytn‘g to destroy. The Avengers Tower environment
begms the game in play on its Stronghold side. |f

It receives enough damage, it is flipped over to its
Damaged side. If the Damaged side is destroyed, the
players lose the game. '

The Stronghold side of the Avengers Tower environment
card reads: “The unique rule does not apply to Avengers
Tower.” This constant ability allows each player to play
the Avengers Tower support card and use its ability while
the Avengers Tower environment card Stronghold side
is in play.

The Damaged side of the Avengers Tower environment
card reads: “When Revealed: Discard each other
Avengers Tower from play.” This ability reinforces the
unique rule by discarding each other copy of Avengers
Tower from play.

When damage is dealt to Avengers Tower it must be
applied to the Avengers Tower environment card. It
cannot be placed on an Avengers Tower support card.

MODULAR DIFFICULTY

If players wish to increase the difficulty of the Tower
Defense scenario, they may place damage on Avengers
Tower during setup. This extra damage represents the
effectiveness of the Black Order's initial attack on the
tower. The amount of damage placed is up to the pl::fyers
as a group, but listed below are some recommendations

for each difficulty mode:
» Standard Mode: Place 12 damage.
» Expert Mode: Place 2& damage.
» Heroic Mode: Place 3% damage.



SUGGESTED PLAY AREA FOR TOWER DEFENS¢

Encounter
Deck

Focused
Defense

Avengers
Tower

Proxima
Midnight
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: HOLD THE LINE,
AVENGERS! WE
“ | CAN'T LET THEM GET
B THE STONE!




IE GOT A PROBLEM,
CAP. THANOS JusT
BEAMED BACK TO HIS
SHIP WITH THE
REALITY STONE.

HEY, QUILL --
WHEN DO We
GET ACOOL &

| BATTLE CRY?

WE ARE ~  NOT IF WE ACT
DOOMED. SWIFTLY. IT WILL TAKE \
y HIM TIME TO MASTER
INFINITE POWER.

' NO! THAT
ONLY WORKS |
FOR YOU.

strike as one,

before it is T00
late!

wl




SCENARIO #3 - THANOS

L 2 L= c tal,
: c tor vie 9&']"5 aowe JS‘
The Bf’?t k Order’s ass H.J|r Q I‘Iflf'l : * r‘_ : W- r w. bru 1

firm ‘
but the Avengers stood ) 4
b.:rn‘e turned when the Guardians of the Gaﬂgyj-:;gfjs
to lift the seige. The combined forces of the Guz

and the Avengers was enough to drive back the .;n_';rtvzz
of Thanos. Yet in the midst of that chaos, the Ma

used the Space Stone to teleport d:’recltfy into Avengers
Tower. Once inside, he seized the Reality .?tone and
teleported back to his enormous space ship, Sanctuary.
With all six Infinity Stones in his possession, it is only a
matter of time before Thanos masters the power of the
Infinity Gauntlet and wreaks havoc on the universe. You
only have one shot at stopping him before it's too late!

Villain Deck: Thanos (1), Thanos (ll)
Remove Thanos () and add Thanos (lil) for expert mode.

Main Scheme Deck: The Infinity Stones, Balance the
Scales

Encounter Deck: Thanos, Infinity Gauntlet, Black Order,
Children of Thanos, and Standard sets. (The Standard set
can be found in the Marvel Champions core set.)

The Black Order and Children of Thanos sets can be
removed from this scenario and/or added to other
scenarios when using the scenario customization rules.
The Infinity Gauntlet set may be used in other scenarios,
but it is required when playing Thanos.

THE INFINITY GAUNTLET
ENCOUNTER SET

The Infinity Gauntlet is one of the most Powerfy|
artifacts in the Marvel universe. Ta represent its i

and unprecedented power, the Infinity Gauntlet Que
its own encounter set for Marvel Champions: s é
Game. This special modular set can be useq in I_%Sjrd
Marvel Champions: The Card Game scenarioe by usi

the following rules: ing
When using the Infinity Gauntlet set in 5 Scenario, at
the Infinity Gauntlet attachment card to the “i”aﬁ du:ih
setup. If there is more than one villain (or no illahr
play at the start of the game, The Infinity Gauntlet Sét
cannot be used.

After attaching the Infinity Gauntlet to the villain, shyffle
the six INFINITY 8TONE environment cards together and geq
them aside, facedown. This is the “INFINITY STONE deck
The INFINITY STONE deck has its own discard pile. When an
INFINITY $TONE environment is discarded, it is placed in the
INFINITY $TONE deck discard pile. If the INFINITY STONE deck
is ever empty, shuffle the INFINITY STONE deck
discard pile back into the ININITY $TONE deck %
There is no built-in penalty for doing this.

Each INFINITY STONE environment has a unique Special &
effect that is triggered by the Infinity Gauntlet '
when the attached villain activates. I there are no
INFINITY STONE environment cards in play when the villain
activates, the Infinity Gauntlet's ability places the top
card of the INFINITY $TONE deck into play instead.




CAMPAIGN INSTRUCTIONS

SETUP:
=] 2 Put the Al r -
&--rﬂ-” T > !nlr_ s Sanctuary’s Computer” side scheme
T Its uhique into Plﬂy
itle .
; T;: has » If Cosmo is in the campaign pool, put him into play
¢ = Card under tht’,‘ hrst pLayF:r’g control.
IN Most ; . : |
's by USing » It Security Breach is in the campaign pool, shuffle

it into the encounter deck.

'ario, attach
illain during
'iHain) in
ntlet set

» |f Shawarma is in the campaign pool, each player
shuffles one copy of Shawarma into their deck.

T » |f Black Swan is in the campaign pool, put her into
play engaged with the first player.

» Expert Campaign Only: Set each player’s hit

Ain, shuffle points to their remaining hit point value recorded

2r and set in the campaign log for the previous scenario.
sl » Expert Campaign Only: Each player may place
When an one acceleration token on the main scheme to heal
zed in the

their identity to its full hit point value.

VE deck

» If Avengers Tower had the Dama_ged trait,
deal three damage to each identity.

VICTORY: |

» |f Defensive Protocols is NOT in '_Lhe vlct?ry display,
add System Shock to the campaign poo'.

» |f The Infinity Stones 1B was completed, record
that in the campaign log.

i . Record each identity's
ert Campaign Only: Re : .
i E;r?aining hit points in the campaign log



WHAT DO WE DO :
: WITH THE :!:rtFE?;ITY / -.E ST
- : » ) 5
Ldaciy P N PANGER

WHO PUT YOU
IN CHARGE?

——CEETTT
ALRIGHT &=
AVENGERS, v
LETS GO I
ANP I WILL
GUARD IT.

ARE YOU N\
SURE ABOLT

IT IS WHAT T
WAS CREATED FOR.
THE GAUNTLET WILL
BE SAFE WITH
ME, 50, I5 THERE
LIKE A REWARD
FOR SAVING
YOUR PLANET?
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YOU MUST COME WITH
ME. LOKT HAg SELZED
THE THRONE Of ASGARD

N\, AND BANISHED oprT|

7 me now, ALL—FATH%L]
L N0 ONE CAN RESCUE
b FROM MY REALM.




SCENARIO #4 - HELA

dds, Thanos has been defeated and it)hsed
t!et'wresred from his hand! The combi
of the Galaxy and the Avengers

] Titan.
was just enough to save the universe from the Mad

athe a huge sigh of relief, but they
at to do with the Infinity Gauntlet.
the super-powered friends as an

impassioned debate breaks out. Before' the afrg:;n ent
can spiral further out of control, the enigmatic Adam
Warlock steps forward to offer his stewardsh:P, His

| Stone makes him the

unique connection to the Sou
ideal candidate to safeguard the Gauntlet. The gathered

Avengers and Guardians agree to this, and the Gauntlet
is entrusted to Warlock’s care.

Relieved to have the mattered settled, the exhausted
heroes move to the lounge to eat and celebrate their
victory. After they leave, the stoic figure of Adam
Warlock is replaced by the grinning God of Mischief.
Loki used his magic arts to impersonate Warlock and
fool the heroes into giving him the Infinity Gauntlet!

Against all o

Infinity Gaun '
power of the Guardians

The heroes all bre
have to decide wh
Tensions rise among

The trickster uses the power of the Gauntlet to enact the
final part of his plan: to usurp the Throne of Asgard from
Odin. He casts the All-Father down to Hel, consigning
him to the cruel ministrations of Hela, goddess of

death. Only the stalwart watchman of Asgard, Heimdall,
escapes to bring news of Loki’s treachery to Avengers
Tower. He warns that only Odin has the power to defeat
Loki and insists that the heroes journey into Hel to

rescue the All-Father from Hela’s grasp.

Villain Deck: Hela (A)

Remove Hela (A) and add Hela (B) for expert mode.
Main Scheme Deck: Qdin’s Torment

Encounter Deck: Hela, Legions of Hel, Frost Giants, and

Standard sets (The Stand
: ard set :
Marvel Champions core set,) can be found in the

The Legions of Hel and Frost Giants sets can pe

EmOVEd “ m

TS R S .

INFINITE HIT POINTS

In this scenario, the villain has infinite hit Points

character with infinite hit points cannot be de?egn]' A
taking damage. However, damage may still be d:'?(_lﬂ o}
dlt tg

that character through attacks and card abilities

JOURNEY THROUGH Hg_

Hela is the Asgardian goddess of death ang
her nearly impossible to defeat. Without the e

the All-Father of Asgard, the herces would e bO:jm
to vanquish the goddess of Hel. U”fOFtuhate]y for;db!‘e
heroes, Odin begins the game as a Captive attach 3
the main scheme. If the players want to defeat He[e to
must rescue Odin first, a, they

that Makes

To help bring Hela's formidable tenacity to the game
she is represented by a single double-sided villain card
She begins the game on her Mystic side, When He[a ‘
would be defeated, the players must resolve the Forced
Interrupt on stage 1B, Odin's Torment: “When Hela
would be defeated, if Odin is attached to this scheme
discard each attachment from Hela and flip her to herl
Wounded side instead.” Flipping Hela from her Mystic
side to her Wounded side and vice versa is resolved just
like advancing to the next villain stage: her hit points are
reset and any status cards attached to Hela remain
attached.

If the players control the Odin ally
when Hela is defeated, they win
the game.



(). A I ( MPAIGN INSTRUCT|ONS

podby SETUP.
ealt
to 3 Put the “f ind the Norm Geer .
play - TN o ones side '5‘-’,[’19\‘[‘,-—_' inta
» ShUTH"L. .L%"IFE ”Surnr“r:)“c'rl [_,_.Lri,.- -
eéncounter deck - Batktreachery into the
Makesg » o

o Odin thSF;Ewarma I5 In the campaign pool, each player
‘Be able H11ies one copy of Shawarma into their deck.
Fthe » lthystem’Shock s in the campaign pool, each player
hed 1o shufflesne copy of System Shock into their deck.
ia, thEy ® IfThe Infinity Stones 18 was completed, each

player discards the top half of their deck.
me, » Expert Campaign Only: Set each player's hit
I card. points to their remaining hit point value recorded
ela in the campaign log for the previous scenario.
orced :

» Expert Campaign Only: Each player may place

la ' : - to hea

one acceleration token on the main scheme to heal
s their identity to its full hit point value.
ner
vstic o
d just VICTORY:
ts are :

» If Find the Norn Stones was defeated, add Nom
Stone to the campaign poal.

If Retrieve Odin’s Armor is in the victory display,
_ add Odin to the campaign pool.

ert Campaign Only: Record each identity's

EXp e
painihg.hit points in the campaign log.



RIGHT NOW THE BASTARP
SITS ON MY THRONE.
AND WHO KNOWS WHAT
MISCHIEF HE WILL PO
WITH THAT BOR-CAMNED
INFINITY GAUNTLET.

Father, Are
you alrght?




7 THEN WE TAKE IT
FROM HIM AND WIN
A YOU BACK YOUR
THRONE.

QH, HOW T'VE
BEEN LOOKING
FORWARD TO




SCENARIO #5 ; Lgi :m o
=1

e e o o frone o

.Te :[:j; ﬁjrh the Infinity Gauntlet. Heimdal ca; ey

tosghe Golden Realm, and the AH-IFather' c‘_anu ey

some protection from Loki‘s magic, but;t;iftp e

defeat the trickster god and secure the Infinity

Villain Deck: Loki (five different versions)
Main Scheme Deck: All Hail King Loki

it ss,
Encounter Deck: Loki, The Infinity Gauntlet, E”Ch:”;;ebe
Frost Giants, and Standard sets. (The Standard set ¢
found in the Marvel Champions core set.)

The Enchantress and Frost Giants sets can be removed
from this scenario and/or added to other scenarios (¥
when using the scenario customization rules. The_-'n'ﬁmty
Gauntlet set may be used in other scenarios, but it is
required when playing Loki.

THE GOD OF MISCHIEF

Loki is the Asgardian god of mischief. To represent the
trickster god's sorcerous powers, Loki does not have
ordinary villain stages. Instead, Loki has five different
stage-| villain cards, When setting up Loki's scenario,
choose one Loki villain card at random, reveal it and put
itinto play. Set the remaining four versions of Loki aside,
out of play. When the players defeat Loki, instead of
revealing the next villain stage, the players reveal one of
the set-aside versions of Lokj at random.

SWAPPING LOKI

When a card effect instructs the
With a random set-aside Loki,”
the Loki card that s in play wit
set-aside versions of Loki.

players to “swap Loki
they should replace

h one of the remaining

This does not cayse Loki to

. d be transferred to th

version of Loki that wag swapped in, The Loki c:::-c? i;’v t
Was swapped out should be set-aside with the oth :
rémaining set-aside Versions of Lokj. 5

WINNING THE GAME g ~§ll

MODULAR DIFFICULTY

; the players must defeat a certain

To W;:,n :hoiggzi’illainf Each version has Victory 1 ¢,
ALGY fe that it is added to the victory display when it
mﬁ[clcjte d. When Loki is defeated, th‘at triggers the Foreeg
;ij-i:rrupt on stage_1B; "V\fh?n l,‘oid is defeated, advance
t0 a random set-aside Loki villain.” When a ey, Version

f Loki enters play, transfer all attachments, stay e cards,
?ounters, and tokens that were on the previoys Version of
Loki to the one that enters play.

victory condition for the scenario is written in bold o
;rtzze 1B: le the number of Lokis in the \ﬂctory dispiay
is equal to the victory condition, the players win the
game.” The number of different versions of Lokj that
must be defeated is determined by the players before
the game begins. Below is the suggested number of Loki
villains that must be in the victory display for each mode
of play:

Rookie Mode — One version of Loki
Standard Mode - Two versions of Loki
Expert Mode — Three versions of Loki

Heroic Mode — Four versions of Loki

RULES CLARIFICATION

Q. When the Loki villain card is swapped out for one that
has the stalwart keyword, what happens to any stunned
or confused status cards that were on Loki?

A. When Loki gains the stalwart keyword, discard any
stunned or confused status cards from him.




WPAIGN INSTRUCTIONS

> pyt the

|a){b "
zhume the “Summoned Back" treachery into the
»

vOpen the Dungeons” side scheme into

encounter deck.

{ Ghawarma is in the campaign pool, each player
Lhufﬂes one copy of Shawarma into their deck.

» If System Shock is in the campaign pool, each player

huffles one copy of System Shock into their deck.

i The Infinity Stones 1B was completed, each
; player discards the top half of their deck.

» [fNorn Stone is in the campaign pool, each player
puts one copy of the Norn Stone upgrade into play

on its Setup side.

s [f Odin is in the campaign pool, put Odin into play

on his King side.

i, iiip'ert Campaign Only: Set each player’s hit

points to their remaining hit point value recorded

inthe campaign log for the previous scenario.

» Expert Campaign Only: Each player may place
one acceleration token on the main scheme to
heal their identity to its full hit point value.

,f » Expert Campaign Only: If the players lose this

d the players lose the car_ngaign.

VICTORY:
3 Loki s defeated and the players win the .
campaign! Turn the page to read the conclusion.

ame, Loki exerts his rule over all the universe

EXPERT CAmp

For pl'_ayers who want a m
Experience, The Mad Tit
With everything You nee

AIGN RULES

ore challenging ca mpaign
an's Shadow expansion comes

d to play an eXpert campaign,

PERSISTENT DAMAGE

While playin itan’
expe rtP1 eje!,ge?;: g:;i:-;;aur;ts rsehadgW e i
SR e cor th_enr remaining hit
2 . paign log after they win a game. This
etermines each player's starting hit points for the next
scenario. If a player's remaining hit point value is higher
thgn their base hit point value, record their base hit
points in the campaign log instead.

The setup instructions for each scenario offer each player
the opportunity to restore their identity to their full hit

point value by placing an acceleration token on the main
scheme.

If a player is defeated during a scenario that their
teammates go on to win, the defeated player does not
participate In any of the victory steps for that scenario.
However, they can rejoin their teammates for the next
scenario by placing an acceleration token on the main
scheme to restore their identity to full hit points.




THE VALLT, ;
NEVER AGAIN

WILL IT TROUBLE
THE NINE REALMS.

AS REWARD FOR

YOUR SERVICE, OPIN
HAS ORDERED THE
VAULT OF ASGARD
OPENEP TO YOU.

Y TA
b5 AT
CARRY.

THAT IS A
FINE SWORD
YOU CARRY.

; L Mg
AGAL Hio

CUT THE INf;NIm NITY

\ CAUNTLET PG
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