CHAMPIONS

THE CARD GAME

Scenario Pac'k

The Trickster Takeover Scenario Pack is an expansion

for MARVEL CHAMPIONS: THE CARD GAME. It contains
two scenarios—Enchantress and God of Lies—and

one modular encounter set. Through the God of Lies
scenario, the Trickster Takeover Scenario Pack offers Epic

Multiplayer Mode, allowing any number of players to battle
Loki, the God of Lies!

EXPANSION SYMBOL

The cards in this expansion are identified by this symbol
before each card’s collector number.

Y
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"Find"”: When you are instructed to find a card, search
each area where the card could be found (play area,
set-aside area, player deck, discard pile, encounter deck,
etc). Do not search the victory display, cards that have
been removed from the game, or facedown encounter
cards currently dealt to players. Do not search game areas
unnecessarily if you know where the card you are looking
for can be found.

FEATURED KEYWORDS

Hinder X: When a card with hinder X enters play, place X
additional threat on that card.

Incite X: When a card with incite X is revealed, place X
threat on the main scheme.

Linked (Card Title): A card with linked cannot be
included in the encounter deck or a player’s deck. Instead,
it is set aside at the start of the game if any encounter card
or card in a player’s deck includes the card that brings

the linked card into play (indicated in the parentheses
following the keyword). A linked card does not count
toward the minimum or maximum deck size.

Note: This product comes with four ally cards linked to
minions in the Trickster Magic modular set. Each linked
ally card should be set aside during setup for any scenario
using Trickster Magic as a modular set.
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Patrol: While a minion with patrol is engaged with a
player, that player cannot use cards they control to thwart
the main scheme.

Permanent: A card with permanent cannot be defeated,
leave play, or have any part of its text box blanked, except
by card abilities in the same set (hero set, scenario set, or
modular set).

Stalwart: A character with stalwart cannot be stunned or
confused.

Steady: A character with steady can have one additional
stunned status card and one additional confused status
card. That character is not stunned unless they have two
stunned status cards, and is not confused unless they have
two confused status cards. After that character’s activation
is replaced by a status card effect, remove all status cards
of that type from that character.

Victory X: When a card with victory X is defeated, place it
in the victory display instead of its owner’s discard pile.

VICTORY DISPLAY

The victory display is an out-of-play game area shared by
all players. Cards in the victory display follow the standard
rules for out-of-play cards.
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PER GROUPIICON ()

The % icon is used in the God of Lies scenario. During the
scenario, each player joins a group of 1 to 4 players, and
each group is assigned to a “pod” (see pages 10 and 13 for
details). If the & icon is on a card in a group’s game area,
that icon multiplies the value it is next to by the number of
groups in the respective pod. If the % icon is on a card that
is not in a specific group’s game area (such as the Worlds
Collide main scheme), that icon multiplies the value it is
next to by the total number of groups in the game.

MODULAR SET

The Trickster Takeover Scenario Pack comes with the
Trickster Magic modular set which radically alters each
scenario it is paired with. As players progress through

a scenario that uses this set, they may encounter four
special minions—Absorbing Man, Titania, Whirlwind, or
Zzzax—whom the trickster gods have beguiled.

Although each special minion is nefarious in their own
right, they do not support the villain of their own volition
but rather due to a mind control spell cast upon them.
When one of these minions is defeated, the hypnotic spell
over them is broken. The player who defeated that minion
puts the set-aside ally version of that minion into play
under their control. The former minion is now an ally, ready
to join the fight against the scoundrel who manipulated
their mind.
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THESTORY/SO'FAR

Loki, God of Lies, approaches Amora the Enchantress with an
offer: help him conquer Earth, avenging him against heroes who
thwarted his schemes in the past, and he’ll grant her a kingdom of
her own in South America.

Needing little convincing, Enchantress rallies two of her allies,
Ulik and Sindr, in turn promising them lordships once she’s queen.
With strong support and a small army of enthralled brutes under
her control, Enchantress opens a portal to South America. She
immediately gets to work, expanding her forces by turning some
of the locals into her enthralled lackeys.

Within hours, the heroes rush to stop Enchantress’s monarchical
machinations, but, ever devious, the Asgardian sorceress is
prepared. Focusing her enchantment magic, Enchantress casts
a hypnotic gaze upon the heroes in an attempt to put each into
a deep trance. The magic used to cast this spell is incredibly
powerful, and if the heroes don't hurry, only a future of despair
awaits them.



SCENARIO#1 -"ENCHANTRESS
WISUTARUIEES

FORCED ACTIONS

Some attachments have a “Forced Action” triggered
ability. A player may perform a forced action at any time
during the player phase they could normally perform an
action, but the player phase cannot end until all possible
forced actions among all players have been performed. If
a card with a Forced Action ability is discarded, or the cost
cannot otherwise be paid (such as by the card becoming
exhausted when the Forced Action ability’s cost includes
exhausting the card), then the action cannot be performed
and the players are free to end the player phase as normal.

ENCHANTMENT ATTACHMENTS

ENCHANTMENT attachments are double-sided attachments
that are dealt to each player during setup. The front side of
each ENCHANTMENT attachment is the same (Hypnotic Gaze),
while the back side of each has a different title starting
with “Trance,” and a unique ability. Players cannot look
at the “Trance” side of any ENCHANTMENT attachment until
it flips through Hypnotic Gaze's ability.

During the game, a Hypnotic Gaze may flip to its “Trance”

side. When the “Trance” side is revealed this way, trigger
its “When Revealed” ability as normal.
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SICENARIO #2/=160OD OF LIES
THE/STORY/SO/FAR

While Enchantress is entangled in South America, Loki, God of Lies,
seizes the opportunity to invade Europe. Knowing a direct assault
will fail, Loki hides in a remote location while conjuring multiple
illusions of himself, spreading mischief and mayhem to keep the
heroes too busy to pinpoint the trickster. He also opens a door
between worlds to unleash a massive wave of minions and villains,
sending Malekith, the Mangog, Laufey, Fenris Wolf, and others
through to wreak havoc across the continent.

Every time the heroes believe they've shattered Loki’s illusions,
another emerges, preventing the heroes from ever truly knowing
what Loki has in store for them next. As a master of stories and lies,
after all, Loki always has a dirty trick up his sleeve.

As the battle rages on and more allies join the mounting resistance
against Loki’s lofty goals, the heroes realize the only way to win is
through synergy and coordination. Can the heroes come together
as a unified front before it's too late, or will the God of Lies succeed
in his trickster takeover?
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SCENARIO #2 -"6GOD OF LIES
WETAHIEES

The God of Lies scenario can be played in one of two
ways: with a single group of 1-4 players in Single Group
Mode, or with any number of players split into groups of
1-4 players each in Epic Multiplayer Mode.

Although each mode functions similarly, there is one key
difference:

» In Single Group Mode, one group fights Loki, God
of Lies and his various AVATARS OF LOKI versions.

» In Epic Multiplayer Mode, multiple groups fight one
Loki, God of Lies together while facing off against
their own AVATAR OF LOKI versions in their group's
game area.

Pages 10-18 include special rules pertaining to Single
Group Mode and Epic Multiplayer Mode, while pages
19-21 include additional rules and clarifications for both
versions of the scenario.




SCENARIO #2 -1GOD OF LCIES
SINGLE/GROUP.MODE
SETUP

To play in Single Group Mode, follow standard setup
instructions. During the “Resolve Scenario Setup” step,
first resolve the “Setup” ability on the Worlds Collide
(A) main scheme, then resolve the “Setup” ability on the
Mischief and Mayhem (1A) main scheme.

Although the Loki, God of Lies villain and the Worlds
Collide main scheme cannot be interacted with by players,
both cards are important for the win/loss conditions of
the scenario. As such, keep the Loki, God of Lies villain,
his hit point dial, and the Worlds Collide main scheme in

a separate game area where they are easily within reach.
These cards are not considered in your game area and can
only be affected by cards that refer to them by name.

By contrast, the AVATAR OF Lok villain, his hit point dial, and
the Mischief and Mayhem main scheme should be front
and center as these are the villain and main scheme that
players can interact with as normal.

GROUP PODS

Some card abilities may reference “a group in your pod.”
In Single Group Mode, the only group in your pod is your
own group of 1-4 players.
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SCENARIO #2 -'GOD OF LCIES
EPIG MULTIPLAYER MODE

To play in Epic Multiplayer Mode, designate one person
to be the “event organizer” (see “Event Organizer” on
page 14). Then, split the players into groups, with each
group containing between 1 and 4 players (each group
will need its own copy of the Trickster Takeover Scenario
Pack). While it is possible to play with unevenly numbered
groups of players, it is recommended that players be split
between groups as evenly as possible.

SETUP

One group puts their Loki, God of Lies villain, his hit point
dial, and their Worlds Collide main scheme in a neutral
game area that is outside of any group’s game area. Set
the hit points for Loki, God of Lies to 20& hit points, with
the & icon in his starting hit point value counting the total
number of players in the game across all groups (see
“Event Organizer” on page 14 for tips on tracking hit
points). Remove all other groups’ copies of Loki, God of
Lies and Worlds Collide from the game.

Each group then sets up their game area (per the normal
setup rules found in the Rules Reference), each containing
four different villains with the AVATAR OF LOKI trait, one hit
point dial shared among all the AVATAR OF LOKI villains in their
game area, one copy of the Mischief and Mayhem main
scheme, and one encounter deck. Each group then follows
the instructions on Mischief and Mayhem (1A).
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When choosing which difficulty to play for the God of Lies
scenario, each group may select the difficulty that is right
for them, and that difficulty may differ from the difficulty
chosen by other groups within the game. For instance, one
group may play in expert mode, while other groups play in
standard mode.

PLAYING IN SEPARATE
GAME AREAS

While playing God of Lies in Epic Multiplayer Mode, each
player group is in its own game area. Unless explicitly
stated otherwise, cards and components in one game area
cannot affect another game area. Players cannot attack

or defend enemies in other game areas, and they cannot
target any game elements in other game areas.

Each group plays the game simultaneously with each
other group. This means that some groups may progress
through their rounds faster than others, and that's okay;
there is no need to wait until all groups have reached the
same point in the round before proceeding.

Note: Due to the nature of simultaneous play, it's possible
to “game the system” with one group intentionally slowing
the pace of their play to prevent a game loss. Although
there is no penalty for this, in the spirit of the game, it is
strongly encouraged that all players play at a pace that

is both natural and comfortable for them. This pace is
entirely up to each individual player to decide.
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GROUP PODS

A group is a collection of 1 to 4 players who work as a
team to fight the villain in their game area. A pod is a
collection of groups who can help each other through
specific card abilities to defeat Loki, God of Lies. During
Epic Multiplayer Mode events, there are often multiple
pods within the same game, each working together to take
down Loki, God of Lies.

Before starting a game against the God of Lies scenario,
the event organizer decides how large or small each pod
is and informs the players which groups are in each pod.
Larger pods allow for more interaction between groups
but also require greater levels of coordination, potentially
slowing gameplay and increasing game length. Smaller
pods are the opposite, with faster gameplay and less
coordination but also with fewer points of interaction
across groups.

Ultimately, it is recommended that each pod not exceed
12 to 16 players, or roughly 3 to 4 groups. Additionally,
while it is possible to play with pods that contain different
numbers of groups, and groups with different numbers
of players, it is recommended that players be divided

as evenly as possible between groups, and groups as
evenly as possible between pods, to ensure a consistent
experience for all players.
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EVENT ORGANIZER

If playing with more than one group, it is advised that one
person is designated as the event organizer. The event
organizer tracks the damage on Loki, God of Lies, the
threat on the Worlds Collide main scheme, and reminds
groups of the remaining time limit (see “Time Limit” on
page 16).

If you are organizing the God of Lies scenario in Epic
Multiplayer Mode, here are some tips to help your event
run as smoothly as possible.

» Use dials, a whiteboard, or paper and pencil to
keep track of the hit point value of Loki, God
of Lies and the amount of threat on the Worlds
Collide main scheme.

» The hit points for Loki, God of Lies will only
decrease when a group defeats an AVATAR OF LOKI
villain in their game area. When this occurs, the
group must inform you immediately, at which point
you should record the hit point value change in a
manner for all players to see.

» Periodically inform the players how many remaining
hit points Loki, God of Lies has and announce
when it reaches certain milestones (such as half
or one-quarter). The moment Loki, God of Lies is
defeated, announce that the players have won!
(See "Tracking Damage on Loki, God of Lies” on
page 20.)
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» The threat on Worlds Collide will only increase
when a Mischief and Mayhem main scheme in a
group’s game area meets its target threat value,
or when a player in a group is defeated. When this
occurs, the group must inform you immediately,
at which point you should record the threat value
change in a manner for all players to see.

» Periodically inform the players how much threat is
on Worlds Collide and announce when it reaches
certain milestones (such as half or one-quarter).
The moment Worlds Collide reaches its target
threat value, announce that players are on the
verge of losing the game! (See “Tracking Threat on
Worlds Collide” on page 21.)

» If you are playing with 12 or fewer players, it is
possible to run the event and also participate. Have
one group track how many remaining hit points
Loki, God of Lies has, another group track the
amount of threat on Worlds Collide, and another
group keep track of the time limit (see “Time Limit”
on page 16). Communication is key!

» If you are playing with more than 12 players, it is
recommended that one person be the designated
event organizer to keep track of both values and
the time limit. In particularly large events with more
than 48 players, it can be helpful to have more
than one event organizer, each keeping track of
different values.
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TIME LIMIT

When playing in Epic Multiplayer Mode, the players or the
event organizer may impose a time limit for the game. The
default time limit is 180 minutes. The players or the event

organizer may impose a different time limit depending on
the number of players.

THE MANGOG AND DOOR
BETWEEN WORLDS

Two cards—The Mangog minion and the Door Between
Worlds side scheme—in the Loki, God of Lies scenario
have abilities that allow all players within a pod to interact
with those cards.

When The Mangog or Door Between Worlds enters a
group's play area, it is advised that the group inform
all other groups within their pod as well as the event
organizer. The event organizer may track the hit point
value of The Mangog or the amount of threat on Door
Between Worlds for all groups in that pod to see.

+The ManGoG

e
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SYNERGY ENVIRONMENTS AND
CROSS-GROUP COMMUNICATION

QYNERGY environments are beneficial cards in each group’s
game area. During play, some encounter card abilities
may allow players to choose a group within their pod, then
put a number of synergy counters on one of that group’s
SYNERGY environments.

When choosing a group, coordination is key and
cross-group communication is highly encouraged. Each
environment offers a different, powerful effect, so knowing
which group needs help can alter the course of the gamel

MounTing ResISTANCE
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SCENARIO #2 -1GOD OF CIES
RULES EOR BOTH MODES

LOKI, GOD OF LIES AND WORLDS
COLLIDE

The villain Loki, God of Lies, and main scheme Worlds
Collide are placed together in their own game area,
separate from any players’ game area. As such, these
cards can only be affected by abilities and game effects in
other game areas that refer to them by title. They cannot
be affected by any ability that refers to “the villain” or
“the main scheme,” and Worlds Collide cannot have
acceleration tokens placed on it.

SHATTER COUNTERS

Some card abilities may place shatter counters on an
AVATAR OF LOKI villain. These represent the psionic strain on
Loki as the battle unfolds, with his crumbling plans forcing
the God of Lies to expend an even greater amount of
mental energy to maintain his illusion.

Shatter counters remain on an AVATAR OF LOKI villain until
that villain would be defeated and flips to its other side
(see "Tracking Damage on Loki, God of Lies” on page 20).
Additionally, if one AVATAR OF LOKI villain swaps with another,
any shatter counters on the previous villain transfer to the
new villain (see "Swapping Avatars of Loki” on page 19).
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SHATTERING THE ILLUSION

When an AVATAR 0OF LOKI villain would be defeated and flips to
its Fading Figment side, players are instructed to “shatter
the illusion” by following the steps found on the set-aside
Shatter the lllusion rules card. Follow these steps in order,
resolving each fully before proceeding to the next step in
the sequence, and resolve all such steps before the second
sentence of the Fading Figment's “When Revealed”
ability.

SWAPPING AVATARS OF LOKI

When a card effect instructs the players to “swap an
AVATAR OF LOKI villain with a random set-aside AVATAR OF LOKI
villain,” they should replace the AVATAR OF Loki villain in play
with one of the other set-aside versions of the AVATAR OF
Lok villain. This does not cause any AVATAR OF LOKI villain to
leave play, enter play, or be revealed. Sustained damage
(on the villain's hit point dial), attachments, status cards,
counters, and tokens on the AVATAR OF LOKI villain should be
transferred to the new version of the AVATAR OF LOKI villain
that was swapped in. The AVATAR OF LOKI villain that was
swapped out should be set aside with the other remaining
set-aside versions of the villain.




TRACKING DAMAGE ON LOKI,
GOD OF LIES

There is only one way for players to deal damage to Loki,
God of Lies: attempt to defeat an AVATAR OF LOKI villain in
their game area.

When an AVATAR OF LOKI villain would be defeated, 5& shatter
counters are placed on that AVATAR OF Lok villain, then it flips
to its Fading Figment side and instructs players to “shatter
the illusion” by following the steps found on the set-aside
Shatter the lllusion rules card. The first of these steps
removes each shatter counter from the Fading Figment in
play, then deals damage to Loki, God of Lies equal to the
number of shatter counters removed that way. When this
occurs in a group’s game area, it is the responsibility of

the players in that group to immediately inform the event
organizer of how much damage is dealt to Loki, God of Lies.

If the value on Loki, God of Lies’s hit point dial reaches
10& remaining hit points (total players across all groups in
all pods), the ability on Loki, God of Lies causes it to flip,
at which point the event organizer must inform all players
in all groups. Each group should pause gameplay activity
in their game area, first finishing any actions or abilities
that are currently resolving. Then, the “When Revealed”
ability on Loki, God of Lies triggers, affecting all groups
simultaneously. Once a group completes the resolution of
the “When Revealed” ability in their game area, gameplay
activity in that group’s game area resumes.
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TRACKING THREAT ON WORLDS
COLLIDE

There are two ways to place threat on the Worlds
Collide main scheme: (1) the target threat of a Mischief
and Mayhem main scheme in a group’s game area is
reached, triggering its first “Forced Interrupt” ability;
and (2) an identity is defeated, triggering the second
“Forced Interrupt” ability on the Mischief and Mayhem
main scheme in its group’s game area. Whenever either
occurs in a group’s game area, it is the responsibility of
the players in that group to immediately inform the event
organizer of how much threat is placed onto Worlds
Collide.

The target threat on the Worlds Collide main scheme is
2% (total number of groups in all pods). If the amount of
threat on the Worlds Collide main scheme reaches the
target threat threshold, the event organizer must inform
all players in all groups. Each group in the middle of a
villain phase must finish any abilities currently resolving,
then stop play immediately; each group in the middle of a
player phase may finish that phase as normal.

If Loki, God of Lies is defeated before all player phases

in all groups end, all players in all groups win the game!
However, if Loki, God of Lies remains undefeated when

all player phases in all groups end, all players in all groups
lose the game.
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FEREQUENTLY ASKED
QUESTIONS
ENCHANTRESS SCENARIO

Q. When Enchantress advances and puts Future of Despair
into play through her “"When Revealed” ability, how much
threat will Future of Despair have on it?

Along with putting Future of Despair into play, Enchantress’s
“When Revealed” ability also places additional threat onto
that side scheme. In standard mode, this is 3& additional
threat (for a total of 5& threat on Future of Despair), while

in expert mode, this is 4& additional threat (for a total of 62
threat on Future of Despair).

Q. If a TEMPTATION attachment is attached to my identity,
do | have to use its “Forced Action” ability even if | cannot
benefit from its effect?

Yes. Even if you cannot benefit from a TEMPTATION attachment's
effect every round, you still must trigger its “Forced Action”
if it is attached to your identity. This means that in some
rounds, the only outcome of the effect will be placing 1 charm
counter on the ENCHANTMENT in your play area.

Q. If the Spell Blast treachery causes Enchantress to
initiate an attack against me while my identity is in alter-
ego form, what happens?

Although attacks against identities in alter-ego form are
uncommon, they may still occur. If Spell Blast initiates an
attack against you while your identity is in alter-ego form,
resolve the steps of the attack as usual.
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GOD OF LIES SCENARIO

Q. When an AVATAR OF LOKI villain flips to its Fading
Figment side, who resolves the text?

The first player. If an encounter card requires a card ability to
be resolved, a game function to be performed, or a choice
to be made but does not specify which player should act, the
first player does so.

Q. If the second bulleted effect on the Stories and Lies
treachery causes an AVATAR OF LOKI villain to initiate an
attack against me while my identity is in alter-ego form,
what happens?

Although attacks against identities in alter-ego form are
uncommon, they may still occur. If Stories and Lies initiates
an attack against you while your identity is in alter-ego form,
resolve the steps of the attack as usual.
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