
INSTRUCTIONS

Ravensburger.com/ HowToPlayMarvelVillainous

To learn how to play, watch the video:

Dominate the Marvel Universe as an iconic Marvel 

Villain. Wield sinister abilit ies to pursue your objectives 

and follow your unique path to victory. Use your 

Villain guides to master the game with Thanos, Hela, 

Killmonger, Ultron, and Taskmaster!

2 to 4 Players • Ages 12 and Up • 20 Minutes per Player
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POWER STONE

0

Place two +1 Strength Tokens on 

up to two AlliesAllies you control.

SpecialtySpecialty

AGE OF ULTRON

When Age of Ultron is revealed, 

you win the game.

12

Klaw starts the game at The Golden City. 

5

s tthheeee gg

Specialty Specialty 

Relocate Explosives to another 

player’s Domain. If Black Panther is 

in your Domain, flip this t ile over.

Pay 2 Power. 

CONTROL THE MINES

COMPONENTS

1

3

2

NIFLHEIM

HELA

HEL GJOLL ODIN’S VAULT

SPECIALTY

HELA’S 

OBJECTIVE

Have a combination of eight 

Allies and Soul Marks and  

no opposing characters  

at  Odin’s Vault .

23

1

WARRIOR FALLS

KILLMONGER

INSTITUTE OF TECHNOLOGY THE GREAT MOUND THE GOLDEN CITY

SPECIALTY

KILLMONGERS’S 

OBJECTIVE

Take control of the mines and 

relocate two Explosives to any 

Domain other than your own

3

2 1

SOLOMON INSTITUTE

TASKMASTER

TRAINING ROOM ARMORY CAMP HAMMOND

SPECIALTY

TASKMASTER’S 

OBJECTIVE

Have four Allies, each with 

5 or more Strength, at  four 

different locations.

1 3

2

SANCTUARY II

THANOS

TITAN THE INFINITY WELL KNOWHERE

SPECIALTY

THANOS’

OBJECTIVE

Collect the six  

Infinity Stones.

1

1 3

2

RESEARCH LAB

ULTRON

MANUFACTURING ARRAY RECONFIGURATION BASE
STARK INDUSTRIES 

INDUSTRIAL COMPLEX

SPECIALTY

ULTRON’S

OBJECTIVE

Upgrade to Ultron 

Ult imate and play the

 Age of Ultron.

5 Domains

HELA
VILLAIN GUIDE

TASKMASTER
VILLAIN GUIDE

THANOS
VILLAIN GUIDE

KILLMONGER
VILLAIN GUIDE

ULTRON
VILLAIN GUIDE

5 Villain Guides 40 Power Tokens 20 Strength Tokens 15 Soul Mark Tokens

5 Villain Movers

5 Villain Decks
(30 cards in each deck)

6 Fate Decks 
(1 Common Fate deck wit h 15 cards and 5 Villain Fate decks wit h 11 cards each)

12 Specialty Tiles
(6 Inf init y Stone Tiles, 4 Ult ron Object ive Tiles, 2 Killmonger Object ive Tiles)

Ult ronHela Taskmaster KillmongerThanos

Relocate

REFERENCE CARD

Relocate

ARDARDARDARDARDARDARD

Relocate

REFERENCE CARD

Gain Power

Discard Cards

Protector

Play a Card Vanquish

Relocate

Act ivate

Fate

Taskmaster Thanos UltronKillmongerHela

5 Reference Cards 1 Vault



3

Domain

Villain Mover

Start ing Hand Villain Guide Reference Card

Villain Deck

Fate Deck

Fate  

Discard Pile

Villain  

Discard Pile

PLAYER SETUP

HELA
VILLAIN GUIDE

REFERENCE CARD

Gain Power

Discard Cards

Protector

Play a Card Vanquish

Relocate

Act ivate

Fate

Taskmaster Thanos UltronKillmongerHela

1

3

2

NIFLHEIM

HELA

HEL GJOLL ODIN’S VAULT

SPECIALTY

HELA’S 

OBJECTIVE

Have a combination of eight 

Allies and Soul Marks and  

no opposing characters  

at  Odin’s Vault .
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Each player chooses a Villain 

and takes t he corresponding 

Villain Domain, mover, guide, 

Villain deck, and Fate deck, 

as well as a reference card. 

Return remaining Villains and 

their components t o t he box.

Place your Domain in f ront  of  you. 

Each Domain depict s (f rom lef t  t o 

right ) your port rait  and object ive, 

four locat ions, and an area for 

Specialt y cards. Place your Villain 

mover on t he Villain port rait .

Place t he Power/ St rength 

t okens in t he Vault  wit hin 

reach of all players.

Shuff le your Villain deck and place 

it  face down to t he lef t  of  your 

Domain. Leave room for a discard 

pile below the Villain deck.

Shuff le t ogether t he Common Fate 

deck and the Fate decks from all 

Villains playing t his game to create 

a single Fate deck. Place t his deck 

wit hin reach of all players. Leave 

room for a discard pile next  t o t he 

Fate deck.

Draw a start ing hand of four cards 

from your Villain deck. You may look 

at  your cards, but  keep them secret  

f rom other players.

The last  player t o read a Marvel comic goes f irst . 

When in doubt , t he oldest  player start s. Play 

proceeds clockwise. The f irst  player start s wit h 

no Power t okens. The second player start s wit h 

one Power t oken, while t he t hird and fourth 

players (if  present ) each start  wit h two Power.

1st Player

2nd Player

3rd and 4th 

Player

In t urn order, read t he object ive on 

your Domain out  loud t o make all 

players aware of it .

SETUP

1 2 3

4

7

5 6

8

Some Villains have unique setups 

as explained in their Villain guides.
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HELA
VILLAIN GUIDE

2

NIFLHEIM

HELA

HEL

HELA’S 

OBJECTIVE

Have a combination of eight 

Allies and Soul Marks and  

no opposing characters  

at  Odin’s Vault .
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Item 

ODIN- FORCE

When Odin-Force is played, attach it  

to a Hero. If this Hero has an attached 

Soul Mark, remove it . This Hero

have a Soul Mark attached and gains

ODIN- FORCE

When Odin-Force is played, attach iitt

to a Hero. If this Hero has an attacheeddd 

Soul Mark, remove it . This Hero

have ahave a SoulSoul Mark aMark attachettached andd and gaingaingainnsnssHero  

VALKYRIOR

Soul Marks may not be 

attached to Valkyrior.

3

Item Item 

NIGHTSWORD

2

Attach a Soul Mark to any HeroHero

without one at this location.

H

222222222222222
D

E

2

B

GAME OVERVIEW
Each player t akes t he role of  a Marvel Villain wit h t heir own object ive t o achieve. On your t urn, place your Villain mover on a dif ferent  

locat ion in your Domain, t hen perform the act ions available t here. Achieve your Villain’s object ive f irst  t o win t he game!

B. Villain Mover
Each player has a mover represent ing 

t heir Villain. Players will move this 

piece t o a new locat ion wit hin t heir 

Domain each turn.

C. Villain Deck
Draw from this deck t o  

achieve your object ive.

D. Villain Cards 
Play cards from your hand to t he 

bot t om of your Domain. These do not  

block act ions.

E. Power Tokens & Strength Tokens
In Marvel Villainous, t here are two t ypes of game tokens: 

Power and St rength. Gain and pay Power from the Vault  unless 

specif ied otherwise. Use +1 or -1 St rength t okens t o represent  a 

permanent  change in St rength t o Allies or Heroes.  

(See Strength.)

F. Villain Guide
Read the Villain guide for your chosen Villain before start ing t he 

game. These guides detail your Villain’s object ive and unique 

cards, and which Heroes and Events can slow you down. Keep 

your Villain guide handy and refer t o it  as needed when you 

play new cards—or when others play cards against  you! 

A. Domain
All cards played to your Domain, including Specialt y Cards, are “in” your Domain. Cards 

in your hand, deck, and discard pile are not  in your Domain, nor are cards at  Events. 

(See Event Cards.)

Each Domain has four locat ions t o which you may move your Villain. For example, 

Hela’s Domain incudes Nif lheim, Hel, Gjoll, and Odin’s Vault . The icons on each locat ion 

indicate t he act ions you may perform aft er you move to it . To t he far lef t  of  each 

Domain is each Villain’s object ive, showing what  you must  achieve t o win t he game. To 

t he far right  is a space for Specialt y cards.

F
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Event

CONQUER VALHALLA

Reward: Hela may immediately attach Soul Marks on 

all Heroes in all Domains who don’t  already have one.

Hela may not play, find or access  

any cards in her discard pile.

7

REFERENCE CARD

Gain Power

Discard Cards

Protector

Play a Card Vanquish

Relocate

Act ivate

Fate

Taskmaster Thanos UltronKillmongerHela

1

3

GJOLL ODIN’S VAULT

SPECIALTY

F AT E
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J

G

1
Hero

THOR

5

Ally Ally 

DRAUGR SWORDSMAN

Draugr Swordsman gains 

1 Strength for each Draugr 

Swordsman in your discard pile.

1

2

NNNNNNNN

SwordSwordSwordsmansmansman in yoin yoin yoy ur diur diur di cardscardscscardard ppilpilepilepileilepilepilelee...

2

Ally Ally 

FENRIS WOLF

If a HeroHero is played to a location 

in your Domain, you may 

play or relocate Fenris Wolf 

to that location for free.

2

3

I

G. Fate Deck
Draw and play from this deck t o foil your opponents’ plans.

H. Fate Cards 
Your opponents can play Hero and It em cards from the Fate deck 

t o t he t op of your Domain. These cards cover up act ions at  t he 

locat ion t o which t hey are played, prevent ing you from taking 

t hose act ions. (See Blocking Actions.) The Fate deck also 

contains Effect  cards and Event  cards. (See Types of Cards.)

I. Events
In t he Fate deck are Events, which are placed in t he center of  

t he playing area as a new and unique locat ion. Events are not  

considered t o be in any Domain. Villain movers and Heroes never 

move to Events. To scale t he dif f icult y of  your game by using 

dif ferent  Event  opt ions, reference the game modes above.

J. Specialty Area
Play Specialt y cards t o t he rightmost  area of your Domain. 

Specialt y cards are in your Domain and cannot  be relocated or 

removed. (See Specialty Cards.)

K. Reference Card 
One side of t he reference card list s how each Villain reaches t heir 

object ive. This will help you determine whether an opponent  is 

nearing victory. The other side ident if ies t he act ions and icons in 

t he game.

GAME MODES

Omnipotent (Easy):  
If  you’re t rying Marvel Villainous or a new Villain for 

t he f irst  t ime, remove all Events from the game, 

return t hem to t he box, and ignore all references t o 

Event  cards. This mode also allows for a faster game.

Inevitable (Intermediate):  
Once you’ve mastered t he rules, follow setup as 

detailed below to incorporate Events for a greater 

challenge and longer game.

Undying (Diff icult):  
For a t rue t est  and longer game, experienced players 

should review the Events sect ion of t he rules for an 

addit ional rule variant .

K
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1

3

Move Your Villain
Move your Villain f rom it s current  

locat ion t o a dif ferent  locat ion in 

your Domain. You may not  stay 

in your previous locat ion in your 

Domain. You may not  move your 

Villain t o Events or t o another 

player’s Domain.

Draw Cards
At  t he end of your t urn, if  you have 

fewer t han four cards in your hand, 

draw from your Villain deck unt il 

you have four cards. If  you need to 

draw from your Villain deck when it  

is empty, shuff le your Villain discard 

pile t o form a new deck, t hen 

cont inue your draw.

ON YOUR TURN
Do the following in t his order:

2 Perform Actions
Each locat ion has icons represent ing 

t he act ions you may take on t he 

t urn you move there. You may 

perform the available act ions in 

any order. Each act ion may be 

performed once for each icon t hat  

appears. All actions are optional. 

(See Types of Actions.)

Now it’s the next player’s turn.

3

Blocked Actions
During t he game, act ions may become covered by Fate cards or by an 

opponent ’s Ally. Act ions covered t his way are blocked. If  an act ion is 

blocked, t hat  act ion is unavailable and may not  be performed unt il t he 

card covering it  is relocated, vanquished, defeated, or removed. When 

an act ion is uncovered, it  is available immediately; if  your Villain is at  

t hat  locat ion and it ’s st ill your t urn, you may perform it .

1

2

You must wait until the end of your turn 

to draw cards, even if  you have fewer 

than four cards at the start of your turn.
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Item

Example: Pay t he cost  (3 Power), 

t hen play t his it em to any locat ion.

Pay 

2 Power

Item

Example: Pay 2 Power t o 

act ivate t his card’s Abilit y.

TYPES OF ACTIONS

Gain Power
Collect  Power from the Vault  equal t o t he number in t he icon and place it  

on your port rait . Power is t his game’s currency. You need Power t o play 

cards and act ivate abilit ies.

Take 2 Power.=

Cards and their abilit ies may alt er what  you can and cannot  do wit h 

an act ion. When in doubt , cards overrule anything in t his rulebook. 

If  one card grants an abilit y and another rest rict s your act ions, t he 

card rest rict ion t akes precedence and the rest rict ion applies.

Your Villain mover’s location dictates which actions you 

may perform on your turn, but these actions can be 

carried out at any location in your Domain or at an Event.

2

Activate
Choose one of your Allies, It ems, or Specialt ies wit h an act ivate symbol. Pay 

t he card’s act ivat ion cost , if  any, t hen perform the card’s Act ivated Abilit y. 

You may also act ivate your Ally or It em in another player’s Domain  

or at  an Event .

Activated Abilit ies
Cards include an act ivate symbol t o indicate t hat  t heir abilit y is not  always 

in ef fect . Play a card wit h an Act ivated Abilit y as normal. Each t ime you wish 

t o use t hat  card’s abilit y, you must  perform an act ivate act ion and pay t he 

act ivat ion cost , if  any.

Play a Card
Play a card from your hand. You may play only one card for each “Play a 

Card” act ion. Most  cards have a cost  in t he upper-lef t  corner. When you 

play a card, you must  pay it s cost  by returning t hat  much Power t o t he 

Vault  (unless otherwise stated). If  you don’t  have enough Power t o pay a 

card’s cost , you cannot  play t he card. Some cards have a cost  of  zero; you 

must  have a “Play a Card” act ion t o play t hese as well.

You may play an Ally t o any locat ion in your Domain or direct ly t o an 

Event . It ems are direct ly played to your Domain only. To play a card at any 

location in your Domain, pay t he card’s cost , t hen place t he card below 

your Domain t o any locat ion of  your choice. (You do not  have t o play cards 

t o your Villain mover’s locat ion.) To play an Ally to an Event , pay t he card’s 

cost , t hen place t he card beside t he chosen Event .  

(See Playing to and Resolving Events.)
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Event

Ally

Opponent’s Domain

Ally

1

1

4

5

Villain 

Discard Pile

Fate

Discard Pile

Hero

Ally

Ally

Example: You have three Allies at  t he same locat ion as a 
Hero wit h a St rength of  5. Because two of t he Allies have 
a combined St rength of  5 (4+1), only t hose two Allies need 
to be used to Vanquish t he Hero. Discard t he Hero and the 
two Allies. The third Ally remains at  t he locat ion.

Relocate
Move one of your:

• Allies or It ems from a locat ion in your Domain t o another locat ion 

wit hin your Domain. 

• Allies t o eit her a Global Event  or your specif ic Targeted Event . 

• Allies from another Villain’s Domain t o a locat ion in your Domain.

Unless a card specif ies otherwise, you cannot  relocate an Ally or It em 

to a locat ion in an opponent ’s Domain, nor can you relocate Fate cards. 

If  an Ally you relocate has an at t ached It em, t hat  It em moves wit h t he 

Ally. You cannot  relocate Allies or It ems you do not  cont rol.

Relocat ing a card is not  t he same as playing a card. If  a card’s abilit y 

is t riggered when it  (or another card) is played, t hat  abilit y is not  

t riggered if  it  is moved by a relocate act ion or a character’s abilit y.

Vanquish  
Defeat  one character (a Hero or an Ally) at  any locat ion in your 

Domain by using one or more of your Allies in t he same locat ion. Each 

character has a St rength in t he lower-lef t  corner. (See Strength.) 

St rength may be modif ied by other cards in play. Your Ally or Allies 

must have Strength equal to or greater than the Strength of the 

character you choose to vanquish.

After using t his act ion, both t he Allies you used in t he vanquish act ion 

and the character you are vanquishing are placed face up in t heir 

respect ive discard piles.

Fate
Using a Fate act ion can disrupt  an opponent ’s progress. Reveal one 

card from the t op of t he Fate deck, t hen choose which player t o t arget .  

(See Fate Cards.)

You may not  choose to use a Fate act ion t o play cards into your 

own Domain. If  you draw a Fate card and cannot  play it  for whatever 

reason, discard it  wit h no effect . Fate was not  on your side t his t urn.

Discard Cards  
Discard as many cards as you wish face up from your hand to your 

discard pile. Get t ing rid of  unwanted cards will give you new opt ions 

on your next  t urn.

After discarding, do not  immediately draw new cards. You must  wait  

unt il t he end of your t urn t o draw back up t o four cards.
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Villain Cards Fate Cards

TYPES OF CARDS
Each player has two decks of cards: Villain cards (wit h colored 

backs featuring a unique design) and Fate cards (wit h whit e 

backs featuring t he same design). Play your Villain cards from 

your hand to t he bot t om of your Domain, t o Events, and t o t he 

t ops of other players’ Domains. Specialt y cards from your Villain 

deck are played to t he right  side of your Domain. Opponents 

play Fate cards (and somet imes their Allies) t o t he t op of your 

Domain.

All face-up cards t hat  are not  in a discard pile are in play, and 

t heir ef fect s are ongoing for as long as t he card remains in 

play. Cards placed in locat ions on your Domain af fect  only you. 

This includes Specialt y cards, It ems, characters played by other 

Villains, and any cards from the Fate deck.

Any number of  Villain cards and Fate cards may be played to 

a locat ion. As cards are played, slight ly of fset  t hem so t hat  all 

cards at  a locat ion are visible.

Some cards may allow you to draw addit ional cards from your 

Villain deck into your hand. There is no hand size limit . If  you 

have fewer t han four cards at  t he end of your t urn, draw back up 

t o four; if  you have four or more, do not  draw.

Strength
A character’s St rength (both Heroes and Allies)  

is indicated in t he lower-lef t  corner of  t heir card.

Zero Strength Allies and Heroes
If  an Ally or Hero is reduced to 0 St rength by other card abilit ies, 

t hat  card remains in it s locat ion. A 0 St rength Ally cannot  be 

used in a vanquish act ion, but  you may st ill use it s abilit y, and 

it  can be relocated. A 0 St rength Hero remains in place at  it s 

locat ion and cont inues t o block act ions. You may use a vanquish 

act ion against  t his Hero as per normal, but  t he Ally used in t he 

vanquish act ion is not  discarded.

Placing Strength Tokens
When you place a +1 or -1 Strength token

on a character, t his character’s St rength is 

permanent ly af fected as long as t hat  t oken 

remains on t he card.

Gaining and Losing Strength
When a character gains or loses St rength, t his change is 

t emporary and oft en relies on t he presence of other cards 

in play. Taskmaster’s Ally Death Shield, for example, gains 1 

St rength for each Hero at  his locat ion. If  a Hero is added to 

his locat ion, his St rength increases. If  a Hero at  t his locat ion is 

defeated or removed, his St rength decreases.
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Effect Effect 

KILLMONGER’S FURY

Defeat a character with a Strength of 4 or less in your Domain.

2

K

Def

Item Item 

When an AllyAlly at this  

location would be defeated 

or removed, you may remove 

Taskmaster’s Shield instead.

0

TASKMASTER’S SHIELD

Ally  cards represent  your Villain’s henchmen and minions. To play an Ally, 

pay it s cost  (shown in t he upper-lef t  corner), t hen place t hat  card eit her at  an 

Event  or at  t he bot t om of your Domain in one of t he four locat ions. You do not  

have t o play Allies t o your Villain mover’s current  locat ion.

Some Allies have abilit ies allowing you to play t hem to another Villain’s 

Domain. Allies played to another Villain’s Domain are placed at  t he t op of t hat  

player’s Domain and block act ions at  t hat  locat ion just  like Heroes do. However, 

t hey are st ill considered Allies and are cont rolled by t heir original Villain. These 

Allies may be vanquished just  like Heroes.

Once Allies have been played to a locat ion, you may use t hem to defeat  

characters at  t he same locat ion by performing t he vanquish act ion. Each Ally 

has a St rength (shown in t he lower-lef t  corner) t hat  may be modif ied by other 

cards in t he Domain. Addit ionally, most  Allies have an abilit y t hat  af fect s other 

cards or act ions. Once an Ally is in your Domain, you need to decide whether t o 

use it  t o defeat  a character, keep it  in your Domain for it s abilit y, use it  t o meet  

your object ive, or use it  in some other way.

VILLAIN CARDS
If  you cannot  follow all of  a card’s inst ruct ions t o resolve it  

completely, you may not  play it .

Item cards have an abilit y af fect ing other cards or act ions. To play an It em, 

pay it s cost  (shown in t he upper-lef t  corner), t hen place t he card below any 

locat ion in your Domain. If  an It em says t o at t ach it  t o an Ally, you must  place 

t he It em under an Ally in your Domain. If  you have no Allies in your Domain, you 

may not  play an at t ached It em.

If  an Ally wit h an at t ached It em is relocated, t hat  It em is relocated, t oo.  If  an 

Ally is defeated, vanquished, or removed all at t ached It ems are placed in t heir 

appropriate discards piles.Unat tached It ems cannot  be relocated t o an Event .

Some Villains have additional card types unique 

to them as explained in their Villain guides.

Effect  cards are one-t ime abilit ies. To play an Effect , pay it s cost  (shown 

in t he upper-lef t  corner), do what  t he card says, t hen place it  face up in t he 

appropriate discard pile.

Ally Ally 

EBONY MAW

If Ebony Maw is part  of a vanquish 

action by Thanos to defeat an 

opponent’s AllyAlly with an attached 

Infinity Stone, he is not discarded.

4

3

St rength

Cost

Abilit y

Name

Card Type
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Specialty  cards have an ongoing abilit y t hat  a Villain can use on t heir 

t urn. To play a Specialt y, pay it s cost , if  any (shown in t he upper-lef t  corner), 

t hen place it  in t he rightmost  space of your Domain. Some Specialt y cards may 

have an addit ional requirement  t o be played or have Act ivated Abilit ies. (See 

Activated Abilit ies.) While you may use mult iple Specialt ies in a single t urn, 

you many not  use t he same Specialt y card more t han once per t urn. Specialt y 

cards cannot  be defeated or removed unless you’re required t o do so t o meet  

an object ive. Refer t o your Villain guide t o learn more about  your Villain’s 

unique Specialt y cards.

Specialty  Specialty  

2

Choose a HeroHero from the Fate discard 

pile. Pay Power equal to their Strength, 

then play them to any Domain and 

attach a Soul Mark to them.

HAND OF GLORY
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Hero 

SCOTT LANG

All Allies at Scott  Lang’s 

location lose 1 Strength.

2

Effect

When Molecular Rearranger is played, choose an Item or Ally card in the targeted player’s Domain. That player must remove all copies of that card from their Domain.

MOLECULAR REARRANGER

Hero

THOR

5

FATE CARDS

Hero cards represent  t he heroes t rying t o stop Villains from 

accomplishing t heir sinister plans. To play a Hero, place t he card 

so t hat  it  covers t he t op of any locat ion in t he t argeted player’s 

Domain, blocking t he act ions in t hat  locat ion. Heroes cannot  be 

played to Events.

You can use a Hero t o hinder an opponent ’s progress by covering 

useful act ions. These act ions are blocked unt il t he Hero is 

defeated, vanquished, or removed. 

Each Hero also has a St rength (shown in t he lower-lef t  corner) 

t hat  may be modif ied by other cards. Addit ionally, most  Heroes 

have an abilit y t hat  makes it  harder for a Villain t o achieve t heir 

object ive.

If  mult iple Heroes or opponents’ Allies are at  a locat ion, and t he 

character covering t he act ion symbols is defeated or removed, 

use any other character in t hat  locat ion t o cover t he act ion 

symbols at  t he t op of t he Domain.

Protector
Some Heroes have the Protector abilit y. If  mult iple Heroes 

are in a locat ion, you must  defeat  t he Hero wit h t he Protector 

abilit y f irst . If  mult iple Heroes in one locat ion have the Protector 

abilit y, you may choose which of t hose Heroes t o defeat  f irst .

Item  and Effect  cards also appear in t he Fate deck; t hey 

do not  have a cost  t o play t hem, alt hough other condit ions may 

need to be met  for t he card t o be played.

Hero 

SCOTT LAAAAAAAAAA

All Allies at Scottttttttttt

location lose 1 SStttttt

2
Hero

IRON MAN

If Iron Man is in your Domain, 

whenever you perform an 

activate action, you must pay 

1 Power in addit ion to the 

Activated Ability’s cost.

3St rength

Abilit y

Name

Card Type

WWWWWWWWhWhenWWWWWhW

playyeyeyeeeeeeeyeeeed, 
in ththhhhhhhhhhhhhhe t

That ppppppplpllayppplp
of thhhhhhhhhhhaaaaataaaa

MMMMMOOOOLEMOMMOOMMMO

Item 

ODIN- FORCE

When Odin-Force is played, attach it  

to a Hero. If this Hero has an attached 

Soul Mark, remove it . This Hero cannot 

have a Soul Mark attached and gains

Fate decks include three t ypes of cards; Heroes, Effect s, and Events. Some Fate cards are Targeted, and t herefore more effect ive 

against  a specif ic Villain as indicated by t he Villain icon in t he lower-right  corner. Though these cards impact  t he Targeted Villains 

more t han others, some sit uat ions may lead you to t arget  a Villain other t han t he one indicated on t he Fate card; it ’s your choice. 

Targeted Events have unique rules and must  be played on t he Villain indicated. (See Events.)

Villain Icon
(when shown)

Protector Icon
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Game Modes

When playing an Omnipotent  game, remove all Events from 

the game and ignore all game text  referencing Events.

For a t ougher challenge, play in Inevitable mode, and read 

the rules as writ t en.

For t rue t est , play in Undying mode, and do not  rest rict  t he 

number of  Global Events t hat  may be in play. Each t ime a 

Global Event  is drawn, play it  next  t o any other act ive Events. 

In t his game, a single Villain may be affected by mult iple 

Events at  t he same t ime!

Event  cards are sit uat ions wit h far-reaching effect s, which 

inf lict  powerful and negat ive penalt ies on Villains while in play. 

The penalt y is ongoing, and each player must  deal wit h it  on 

t heir t urn unt il t he Event  is resolved. 

When a Global Event  (one wit hout  a Villain icon) is revealed 

during a Fate act ion, immediately play t his Global Event  t o t he 

center of  t he playing area unless a Global Event  is already in 

play. Only one Global Event  card can be in play at  a t ime. If  a 

Global Event  is in play and you draw a new one from the Fate 

deck, place t he newly drawn Global Event  on t he discard pile.

Each Event  has a St rength requirement  in t he lower-lef t  corner. 

To resolve an Event , play Allies direct ly t o t he Event  it self  or 

use a relocate act ion t o move Allies from a Villain’s Domain t o 

an Event . Once the combined St rength of  all t he Allies at  t he 

Event  meets or exceeds t he St rength requirement , t he Event  is 

resolved immediately. 

Villains with Allies at the Event receive a reward for resolving it .

Place t he Event  on t he Fate discard pile. All Allies used to resolve 

t he Event  are placed face up on t heir respect ive Villains’ discard 

piles. It ems may not  be played direct ly t o Events. Allies wit h 

at t ached it ems may be relocated t o Events.

Event

GOVERNMENT WORK

Taskmaster cannot relocate Allies

or Items except to this Event.

7

Reward: Find an Ally from Taskmaster’s deck or 

discard pile and play it  immediately for free.

Penalt y

Name

Villain Icon

Card TypeSt rength

Reward

Killmonger

Villain Icons

Hela

Ultron

Thanos

Taskmaster

Events are not  in anyone’s Domain. You can relocate your Allies 

t o an Event , but  while t here, t hey are not  part  of  any Villain’s 

Domain.

Targeted Events must  be played against  t he Villain indicated by 

t he icon in t he lower-right  corner, whether or not  a Global Event  

is already in play. Place t his Targeted Event  above the indicated 

Villain’s Domain. It  is not  considered part  of  t heir Domain. Only 

t he indicated Villain can relocate Allies t o t heir Targeted Event . 

This is a personal vendet ta only t hat  Villain can resolve.

If  you draw a Targeted Event  card for your Villain, discard it  

wit hout  ef fect .
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CARD ACTIONS
Play
Some cards allow you to add a card t o a Villain’s Domain or t o an 

Event  direct ly f rom a Villain deck, Fate deck, or discard pile as if  

it  were being played f rom your hand. Pay t he card’s cost  unless 

otherwise specif ied.

Reveal
If  a card inst ruct s you t o reveal cards, you must  show those 

cards t o all players. If  t he cards are in your hand, show those 

specif ic cards t o your opponents, t hen return t hem to your hand. 

When revealing cards from your Villain or Fate decks, t urn t he 

cards face up as you draw so all players can see them. 

Once you have f inished revealing cards, shuff le all unchosen 

revealed cards back into t he deck. If  you ever need to reveal 

a card from a Villain or Fate deck when it ’s empty, shuff le it s 

discard pile t o form a new deck.

Look
If  a card inst ruct s you t o look at  cards, eit her f rom your Villain 

deck or t he Fate deck, you may look at  t hem privately, keeping 

t hem secret  f rom the other players. If  you ever need to look at  a 

card from a deck when it  is empty, shuff le it s discard pile t o form 

a new deck.

ENDING THE GAME
As soon as a player fulf ills their Villain’s objective,  the game ends and that player wins!

Find
If  a card inst ruct s you t o f ind a specif ic card or card t ype, you 

must  t ake t he specif ied card or card t ype from wherever it  is, 

t hen follow the rest  of  t he inst ruct ions on t he card init iat ing t he 

“f ind” act ion. When f inding a card or card t ype, f irst  check t o see 

whether it  is already at  a locat ion in a Domain or at  an Event . If  

so, remove it  f rom it s locat ion. 

If  t he card is not  already in a Domain, search t he appropriate 

discard pile. If  it  is not  in t he discard pile, search t he appropriate 

deck, reveal t hat  card t o your opponents, t hen shuff le t hat  deck.

Defeat
To defeat  a character (whether a Hero or an Ally), t ake t hat  

character and place it  in t he appropriate discard pile. You can 

defeat  a character eit her by performing a vanquish act ion or by 

playing a card. Card abilit ies t hat  allow you to defeat  a character 

do not  require you t o perform a vanquish act ion.

Remove
If  a character or It em is removed by a card, place it  into t he 

appropriate discard pile. No abilit ies can be t riggered t o stop t his 

act ion. Unless otherwise stated, players receive no rewards (such 

as Soul Marks or Inf init y Stones) for removing a card from play, 

and effect s t hat  t rigger af t er a character is “defeated” do not  

t rigger af t er a character is removed.
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THANOS AND  
THE INFINITY STONES
Thanos thrives on conf lict  and cannot  win t he game wit hout  

confront ing other Villains. When Thanos is playing, t he rules 

below impact  all Villains.

A STONE IS FOUND

Choose a Villain other than Thanos. 
That Villain receives an unclaimed 
Infinity Stone. Once played, they 

may immediately activate it  for free.

Effect

CCCChhooooooo
TTTThhaatt  t  a V
IInnnfnfiininnnit
aaayayyy immmmmm

Effect Effect 

CONSULT THE WELL

2

Choose another player. That player 

receives a random unclaimed 

Infinity Stone. Once played, you may 

relocate an AllyAlly to that location.

SpecialtySpecialty 

REALITY STONE

Perform a vanquish action. Your 

AlliesAllies are not discarded as a 

result  of the vanquish action.

ItemItem 

REALITY STONE

Perform a vanquish action. Your 

AlliesAllies are not discarded as a 

result  of the vanquish action.

While t he Stone is in a Villain’s Domain, t he Stone is an It em 

with an Act ivated Abilit y. (See Activated Abilit ies.) Players 

wit h a Stone in t heir Domain may act ivate t he Stone, just  as 

t hey would any other It em in t heir Domain. An individual Inf init y 

Stone can be act ivated only once per t urn, no mat ter how many 

act ivate act ions a player has. With t he except ion of Thanos, a 

Villain may only relocate an Inf init y Stone wit hin t heir Domain. 

Inf init y Stones and Allies wit h at t ached Inf init y Stones may not 

be relocated to an Event or to another Villain’s Domain.

The Stone cannot  be discarded or removed in any way. If  t he Ally 

at t ached to t he Stone is defeated or removed, t he Inf init y Stone 

remains as an unat tached It em in t he Villain’s Domain and may 

not be attached to another character. Only Thanos can collect  

t he Stone by sending one of his Allies t here t o ret rieve it . (For 

addit ional details, see Thanos’ Villain guide.)

The Villain whose locat ion t he stone is in can use vanquish 

act ions t o defeat  Thanos’ Allies and prevent  him from ret rieving 

t he Stone. Thanos ret rieves t he Stone when his Ally returns t o 

his Domain wit h t he Inf init y Stone.

When an Inf init y Stone is in Thanos’ Domain, Thanos f lips it  t o 

it s Specialt y side. The Stone then follows all t he normal rules for 

Specialt y cards, and Thanos is one step closer t o victory.

Inf init y Stones are double-sided t iles: one side shows a Stone as 

an It em, and the other as a Specialt y. The Inf init y Stones begin 

t he game as It ems and are not  in any Villain’s Domain; set  t hem 

near t he Fate deck in t he center of  t he t able. The Stones enter 

play only t hrough Fate cards and Thanos’ Effect  cards. Inf init y 

Stones will almost  always enter play out side of Thanos’ Domain, 

which means that  Thanos must  act ively engage other Villains t o 

collect  t hem.

When a Stone enters play, t he t argeted player randomly picks a 

Stone from the remaining Stones in t he center of  t he t able, t hen 

at t aches t he Stone to one of t heir Allies in play. If  t he t argeted 

player has no Ally in play, t hey play one from their hand for f ree. 

If  t hey have no Ally in hand, t hey reveal cards from their Villain 

deck unt il t hey f ind one, t hen place t hat  Ally in any locat ion in 

t heir Domain for f ree. 
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