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VILLAIN PLAY AREAS

THE TWO VILLAIN PLAY AREAS ACTIVATE IN PLACE OF
THE NORMAL VILLAIN TURN. THE FIRST AREA HAS ITS
TURN, THEN THE SECOND AREA DOES THE SAME.

IF @ = U, AT THE START OF THE SHARED VILLAIN TURN
SELECT THE VILLAIN CHARACTER WITH THE LOWEST HP.
IT PLAYS AN ADDITIONAL CARD THIS TURN.

IF @ = 5 BOTH VILLAIN DECKS PLAY AN ADDITIONAL
CARD THIS TURN.

IF ONE PLAY AREA DOES NOT HAVE A VILLAIN, THE
OTHER DECK PLAYS AN ADDITIONAL CARD THIS TURN.

CHOOSE @) VENGEANCE MODE VILLAINS AND
PUT THEM ASIDE IN ANY ORDER.

SET UP THE FIRST IN VILLAIN PLAY AREA 1,
AND THE SECOND IN VILLAIN PLAY AREA 2.

THEN FLIP THIS CARD.

L
Qf INCAPACITATED VILLAINS

|| FOVE THE INCAPACITATED VILLAIN ABOVE THSS CARD,
ON TOP OF ANY OTHER INCAPACITATED VILLAINS.
REMOVE THEIR VILLAIN CARDS AS NORMAL. CHALLENGE MODE

ONLY THE TOPMOST INCAPACITATED VILLAIN HAS ITS
EFFECT ACTIVE. TREAT IT AS BEING IN THE FIRST ‘IHTEL iAsD CHOOSE @ + 1 VENGEANCE MODE

VILLAIN PLAY AREA.

START OF THE VILLAIN TURN

IF ANY VILLAIN PLAY AREAS ARE EMPTY, SET UP THE
NEXT VILLAIN THAT WAS PUT ASIDE (IF THERE IS ONE)
IN THE VACATED VILLAIN PLAY AREA.

RULES VARIANT CARDS
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BARDAC 15 MY SOLUTION TO TUE OFT-ASKED QUESTION OF MOW TO PLAY SENTINELS LATU ONLY TWO
HERDES.

GAUNTLET I5 ADELPUOPUACE'S SOLUTION TO MAKING VENGEANCE-STULE GAMES MORE FUN. | THINK IT°5
PERUAPS NIS REST VARIANT RULE.

ATID TUE TUIRD CARD IS5 MY SOLUTION TO REDUCING HARPY'S TOKENS FROM 3 T0 1.

Jr )

A A A A

VA VA VA VA VA

LV AN |

A
A
VA

Rules Variant Cards



AuEsomElerRs=E

TEAM SUPPORT
POWER: YOU AND ANOTHER PLAYER MAY EACH
PLAY A CARD. BECAUSE I'M JUST
THAT AWESOME.

AuEsomElerRs=E

SMOLDERING INTENSITY

POWER: UNTIL THE END OF YOUR NEXT TURN, WHEN
RA DEALS A TARGET FIRE DAMAGE, HE DEALS THE
SAME TARGET 1 FIXED MELEE DAMAGE.
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EACH TURN, SELECT ONE

= ONE PLAYER MAY PLAY A CARD.

= SELECT A HERO. INCREASE DAMAGE DEALT
BY THAT HERO BY 1 UNTIL THE START OF
YOUR TURN.

= ONE PLAYER MAY DRAW 2 CARDS AND THEN

DISCARD 1 CARD.

INCAPACITATED -- CHOOSE ONE EACH TURN:

< INCREASE ALL FIRE DAMAGE BY 1 UNTIL THE START
OF YOUR TURN.

< ONE PLAYER MAY USE A POWER. IF THAT POWER
DEALS DAMAGE, THAT DAMAGE IS IRREDUCIBLE.

< ONE PLAYER MAY DRAW A CARD.

Awesomeverse Variant Cards
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THE ONE TRUE RA
POWER: RA DEALS 1 TARGET 1 FIRE
DAMAGE. DAMAGE DEALT TO
THAT TARGET IS INCREASED
By 1 UNTIL THE END OF
YOUR NEXT TURN.

FANNATE

LOMIC

rA

BURN IT DOWN AND SALT THE EARTH
POWER: SELECT VILLAIN OR ENVIRONMENT. DEAL
ALL TARGETS FROM THE SELECTED DECK

1 FIRE DAMAGE. THEN DEAL 1 TARGET

DAMAGED THIS WAY 1 TOXIC DAMAGE.

J

\ INCAPACITATED POWERS

(CHOOSE 1 EACH TURN):

>1Player may Draw a Card and Play a Card now.

>1Hero may Use a Power now. If that Power Deals Damage, that Damage is Irreducible.

> Until the Start of your Turn, Fire Damage Dealt by Heroes is increased by 1.

<UNOFFICIAL PROMOZ

URDAN BA: SUN COD FOR WRE

INCAPALITATED

INCAPACITATED POWERS
(CHOOSE 1 EACH TURN):

=< UNTIL THE START OF YOUR TURN, FIRE
AND TOXIC DAMAGE DEALT TO HERO
TARGETS IS REDUCED By 2, AND ALL
OTHER DAMAGE IS REDUCED BYy 1.

< SELECT A NON-INDESTRUCTIBLE,
NON-CHARACTER CARD WITH 3 OR
FEWER HR REMOVE IT FROM THE GAME.

< REVEAL THE TOP CARD OF EACH HERO
DECK. REPLACE OR DISCARD EACH
REVEALED CARD.

TP

REKINDLE
POWER: RA DEALS 1 TARGET 1 FIRE DAMAGE
YOU MAY MOVE AN ONGOING CARD FROM
YOUR TRASH TO YOUR HAND.

FANNATE

LOMIC

FIRE FROM HEAVEN
POWER: RA MAY USE 2 POWERS. IF HE
DOES NOT HAVE 2 POWERS AVAILABLE,
DRAW A CARD.

Ra Variant Cards

RA IS DOWN, BUT NOT OUT.
CHOOSE 1 TO HELP YOUR ALLIES:

< ONE HERO MAY PLAY A CARD.
= DESTROY AN ONGOING CARD.

= 1 TARGET DEALS ITSELF 1 FIRE DAMAGE.

INCAPACITATED -- CHOOSE ONE EACH TURN:

< INCREASE ALL FIRE DAMAGE BY 1 UNTIL THE START
OF YOUR TURN.
ONE PLAYER MAY USE A POWER. IF THAT POWER
DEALS DAMAGE, THAT DAMAGE IS IRREDUCIBLE.
ONE PLAYER MAY DRAW A CARD.




