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“Hail, Hydra! Immortal Hydra! We shall never be destroyed! Cut off a limb, and two more shall take its place! We
serve none but the Master—as the world shall soon serve us! Hail Hydra!” —The Hydra Oath

Welcome to The Rise of Red Skull! This campaign expansion comes with five new scenarios that tell the story of
Hydra’s rise to power, as well as two new heroes who fight to restore freedom to the oppressed.

+ CroSSBONES

Viteaw Caros

Each of the five new scenarios in this expansion
features a new villain: Crossbones, Absorbing
Man, Taskmaster, Zola, and Red Skull. Each
scenario has its own page in this rulebook.

CRDSSBONES 417193 £ TP

loentity CARDS NEW KEYWGRDE

Incite X
play When a card with the incite X keyword is revealed, place
roduce two X threat on the main scheme.

Permanent
A card with the permanent keyword cannot leave play.

Piercing
An attack with the piercing keyword discards any tough

status cards from the target of the attack before dealing
damage.

Ranged

COMPONENTS An attack with the ranged keyword ignores the retaliate

® 265 cards, consisting of 82 player cards, 15 villain keyword.
cards, and 168 encounter cards Setup

SET SYMBOL
Cards from The Rise of Red Skull expansion can be NEW M ODE OF pﬂmﬁv

identified by this set symbol: Each of the scenarios in this expansion can be played
individually as a standalone adventures, or as part of one
epic campaign. The rules for campaign mode are found
on the next page.

A card with the setup keyword begins the game in play.




CAMPAIGN MODE RULES

Campaign mode combines all five scenarios in The Rise
of Red Skull expansion into one epic experience where
the outcome of each game impacts the next scenario.
To complete the campaign, the players must win all five
scenarios in numerical order, starting with scenario #1 —
Crossbones and ending with scenario #5 — Red Skull.

To begin a campaign, the players start by choosing their
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.

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 may be found on
our support page at:

www.fantasyflightgames.com/marvel-champions

CARDS ADDED TO DECKS

During a campaign, cards can be added to players’
decks as part of a scenario’s victory instructions. When a
card is added to a player’s deck this way, write that card'’s
title in the matching field of the campaign log.

Added cards must be included in the player’s deck
for the rest of the campaign. Cards added to the deck
as part of a campaign do not count toward a player’s
minimum or maximum deck size.

Cameaien=Onty Caros
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| Cards 155-162 are player cards that were
created specifically for use in The Rise of
Red Skull campaign. These cards cannot be
included in any player’s deck unless they are
p!aylng The Rise of Red Skull campaign and
ers were directed to add them to their

EXPERT CAMPAIGN

For players who want a more challenging campaign
experience, The Rise of Red Skull expansion comes with
everything you need to play an expert campaign. The
rules for this alternate play format are found on page 17.

» Some setup and victory instructions are
preceded by Expert Campaign Only. Players
should ignore these instructions unless they are
playing an expert campaign.




| Avencers Tower |

AN ARMY OF
HYPRA SOLPIERS
HAS LAID SIEGE TO
THE FACILITY.

PROJECT
PE.C.AS.US. IS
UNDER ATTACK!

PIRECTOR FURY,
WHAT'S WRONG?

AVENGERS,
COME IN! THIS IS
NICK FURY OF

SH.LE.L.D!

CROSSBONES 1S
LEADING THE
ASSAULT. WE NEED
YOU THERE NOW!

TELL YOUR MEN
TO HOLD THE LINE,
FURY. THE AVENGERS
ARE ON THEIR WAY.




SCENARIO #1 - CROSSBONES

Crossbones is attacking the Project P.E.G.A.S.U.S.
facility in the Adirondack mountains with a small army
of Hydra troops. The S.H.I.E.L.D. soldiers stationed
there fight desperately to protect the facility, but they
are being overwhelmed by Hydra's blitzkrieg assault.
They need your help to stop Crossbones from capturing
the experimental weapons being developed in the
P.E.G.A.5.U.S. labs.

Villain Deck: Crossbones (l), Crossbones (l1)

Remove Crossbones (I) and add Crossbones (lll) for
expert mode.

Main Scheme Deck: Attack on Mount Athena, The
Infinity Gem, The Getaway

Encounter Deck: Crossbones set, Experimental
Weapons set, Hydra Assault set, Weapon Master set,
Legions of Hydra set, and Standard set. (The Legions of
Hydra set and Standard set can be found in the Marvel
Champions core-set.)

The Hydra Assault and Weapon Master sets can be
removed from this scenario and/or added to other
scenarios when using the scenario customization rules.

EXPERIMENTAL WEAPONS DECK

The setup instructions on Attack on Mount Athena 1A
instruct the players to create the Experimental Weapons
deck. To do this, take all four cards in the Experimental
Weapons encounter set, shuffle them together, and set
them facedown next to the main-scheme deck. This is
the Experimental Weapons deck. After a card from the
Experimental Weapons deck enters play, it is considered
to be part of the encounter deck. When that card is

discarded, it is placed in the encounter deck discard pile.

CAMPAIGN INSTRUCTIONS
SET LR

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

VICTUORY:

» Each player chooses one of the TECH upgrades
from the Hydra Campaign set and adds it to their
deck.

» Record the name of each EXPERIMENTAL attachment
that entered the game in the campaign log.

: EXPERIMENTAL. WEAPON.
Attach to the villain.

T

» Expert Campaign Only: Record each identity’s
remaining hit points in the campaign log, as well
as any cards added to their deck.




AS THE PUST SETTLES
s,

GIVE UP,

"CROSSBONES.

OU FOOLS!

I NEVER WANTEP
THE TECH. . .

AND NOW T
HERE TO COVER
HER ESCAPE!

... L JUST
NEEPED TO GIVE
MADAME HYDRA TIME
TO MAKE OFF WITH
THE STONE.




SCENARIO #2 - ABSORBING CAMPAIGN INSTRUCTIONS
MAN SETUP:

The tide of battle turned against Hydra after you arrived » Each player searches their deck for all cards with
to aid the beleagured S.H.I.E.L.D. soldiers at Project the setup keyword and puts them into play.

P.E.G.A.S.U.S. Crossbones has been captured, and his
army has been defeated, but Madame Hydra escaped
the facility with an Infinity Gem. You chase her outside,

» Shuffle each Experimental attachment recorded in
the campaign log into the encounter deck.

but you are stopped short by the imposing form of » Expert Campaign Only: Set each player’s hit
Absorbing Man. The formidable villain has been hired by points to their remaining hit point value recorded
Red Skull to delay your pursuit. You will have to defeat in the campaign log for the previous scenario.
him before you can recover the Infinity Gem. .

» Expert Campaign Only: Each player may add
Villain Deck: Absorbing Man (1), Absorbing Man (1I) 1 random obligation from their expert campaign
Remove Absorbing Man (i) and add Absorbing Man (I1l) set to their deck to heal their identity to its full hit
for expert mode. point value.
Main Scheme Deck: None Shall Pass
Encounter Deck: Absorbing Man set, Hydra Patrol set, VICTORY:
and Standard set. (The Standard set can be found in the ®» Record the number of delay counters on the main
Marvel Champions core-set.) scheme in the campaign log.
The Hydra Patrol set can be removed from this scenario » Each player may choose one of the "Basic”
and/or added to other scenarios when using the scenario Condition upgrades in the Campaign set, attach
customization rules. it to their identity, and add it to their deck in the

campaign log.
RULES CLARIFICATION i

Q. When [ put an environment card into play at the
beginning of the Absorbing Man scenario, do I trigger
the surge keyword?

A. No. The surge keyword only triggers when the card it
appears on is revealed. Putting a card into play is not the
same as revealing a card.

» Expert Campaign Only: Record each identity’s
remaining hit points in the campaign log, as well
as any cards added to their deck.




WHEW. T'M GLAP
THAT'S PONE.

TRULY, THAT
WAS A GLORIOUS
BATTLE!

T HAVE NO
IDEA.

'WHAT |
WAS THATZ

LET'S GET
BACK TO BASE AND
FIND OUT WHAT'S
GOING ON.




UH, ARE
YOU SEEING
WHAT I'M
SEEING?

IF YOU'RE
SEEING THAT HYDRA
SOMEHOW STOLE

)\ OUR TOWER, THEN

YEAH.

LET'S GO
MAKE SURE THEY'RE
PONE FOR, BOYS.

WE'RE HIT!{
WE'RE GOING
POWN!




SCENARIO #3 -
TASKMASTER

With Absorbing Man in S.H.I.E.L.D. custody and
Madame Hydra in the wind, you are flying back to
Avengers Tower to plan your next move when all reality
is changed in a flash of yellow light. When you reach
New York City, you are shocked to find Avengers Tower
emblazoned with the Hydra banner. But before you can
process what has happened, an explosion rocks your
Quinjet, and you crash-land in the city.

On the ground, you find that all of New York is under
Hydra rule. Anti-hero propaganda is plastered on every
corner, and squads of Hydra soldiers patrol the streets.
They are led by the notorious Taskmaster, Hydra’s new
chief of police. He is going door-to-door hunting down
heroes and locking them up. He fired the surface-to-air
missile that brought you down, and now he is searching
for you.

Villain Deck: Taskmaster (l), Taskmaster (I1)

Remove Taskmaster (I) and add Taskmaster (lll) for
expert mode.

Main Scheme Deck: Hunting Down Heroes

Encounter Deck: Taskmaster set, Hydra Patrol set,
Weapon Master set, and Standard set. (The Standard set
can be found in the Marvel Champions core-set.)

The Weapon Master set can be removed from this
scenario and/or added to other scenarios when using
the scenario customization rules. The Hydra Patrol set
may be used in other scenarios, but it is required when
playing Taskmaster.

CAMPAIGN INSTRUCTIONS
SETUP:

» Each player searches their deck for all cards with
the setup keyword and puts them into play.

® Shuffle each Experimental attachment recorded in
the campaign log into the encounter deck.

- » Expert Campaign Only: Set each player’s hit
~points to their remaining hit point value recorded
in the campaign log for the previous scenario.

» Expert Campaign Only: Each player may add

1 random obligation from their expert campaign
set to their deck to heal their identity to its full hit
point value.

VICTORY:

» Each player who rescued one or more allies from
the Taskmaster encounter set adds those allies
to their deck and records their names in the
campaign log.

» Expert Campaign Only: Record each identity's
remaining hit points in the campaign log, as WeEI
as any cards added to thetr deck..

RULES CLARIFICATION

Q. What happens when | reveal Shadow of the Past and
my nemesis minion has the same title as an enemy in
play?

A. Your nemesis minion cannot enter the game in this
instance, so it will remain set-aside and does not enter
the game. However, you still reveal your nemesis’ side
scheme and shuffle the rest of your nemesis's set into the
encounter deck. This will cause Shadow of the Past to
gain surge as dictated by the card.




WHAT'S
GOING ON,
TASKMASTER?

HOW DID
HYDPRA CONQUER
NEW YORK
CiTy?

MADAME HYDPRA
BROUGHT ZOoLA

IT'S NOT
JUST NEW YORK,
BABE.

HYDRA
RULES ALL
OF AMERICA

NOW.

THE REALITY STONE,
i

THEN THE POCTOR
USED ITS POWER

TO PUT HYDRA
IN CHARGE.

RUMOR HAS IT HE'S POING
WEIRD EXPERIMENTS
THERE, TRYING TO
PEVELOP THE PERFECT
SOLPIERS FOR HYDPRA.

I'VE HEARD
ENOUGH. LET'S
GO GET HIM.




SCENARIO #4 - ZOLA

Having defeated Taskmaster, you learn that Hydra has
not only captured New York City but all of the United
States. It was the mad scientist, Arnim Zola, who built a
machine to harness the power of the Reality Gem and
tipped the balance of power in Hydra’s favor. He has
created a research station for himself on Ellis Island, and
turned the historic port into a nightmarish prison for his
unfortunate test subjects. Taskmaster was ordered to
bring the heroes he captured there for experimentation.
In this upside-down America, you are the only hope the
captives have to escape a horrible fate.

Villain Deck: Zola (1), Zola (Il)
Remove Zola (1) and add Zola (lll) for expert mode.

Main Scheme Deck: The Island of Dr. Zola, The Mad
Doctor

Encounter Deck: Zola set, Under Attack set, and
Standard set. (The Under Attack and Standard sets can
be found in the Marvel Champions core-set.)

The Under Attack set can be removed from this scenario
and/or added to other scenarios when using the scenario
customization rules.

RULES CLARIFICAT

Q. What does it mean when a card is removed from the
campaign log?

A. When a card is removed from the campaign log, cross
it out of the campaign log. That card is no longer part of
the campaign and cannot be included in any deck for the
remainder of the campaign.

Q. If my ally is removed from the campaign at the end of
Zola's scenario, what do | do?

A. If your ally was removed from the campaign, that ally
is removed from your deck for the rest of the campaign.
If this causes your deck to fall below the minimum
number of cards, then you must add a card to your deck.

CAMPAIGN INSTRUCTIONS
aETuUR

» Each player searches their deck for all cards with
the setup keyword and puts them into play.

» Shuffle each Experimental attachment recorded in
the campaign log into the encounter deck.

» Expert Campaign Only: Set each player's hit
points to their remaining hit point value recorded
in the campaign log for the previous scenario.

» Expert Campaign Only: Each player may add
1 random obligation from their expert campaign
set to their deck to heal their identity to its full hit
point value.

VICTORY:

» Each player engaged with an enemy records they
are engaged with an enemy in the campaign log.

» If the Hydra Prison side scheme is still in play,
record the name of each ally underneath it in the
campaign log. Those allies cannot be included in
any deck for the remainder of the campaign.

» If the Hydra Prison side scheme is not in play,
each player in hero form may replace their “Basic”
Condition upgrade with its “Improved” side.

"~ conoiTioN.

» Expert Campaign Only: Record each identity's
remaining hit points in the campaign log, as well
as any cards added to their deck.




WHERE 1S
THE STONE

THE REP SKULL
HAS IT, MEIN HERR,

IN HIS FORTRESS..

L

WHAT WAS ONCE YOUR
| PRECIOUS WHITE HOUSE
| NOW BELONGS

TO THE REP SKULL!

WHAT PROGRESS
HAVE YOU MAPDE

TOWARD MY LILTIMATE /=

PESIGN? ' .

WE WILL SOON
BE ABLE TO USE "
THE STONE TO CONQUER
THE WORLP,
HERR SKULL.

SUPREME LEAPER,
WE ARE UNPER
ATTACK!




KEEP WORKING!
I WILL PEAL WITH
THE AVENGERS!
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SCENARIO #5 - RED SKULL

You have liberated Zola’s island and disarmed the

mad doctor, but the Reality Gem still eludes you. You
learn from Zola that the Gem resides with the true
mastermind behind Hydra’s ascendancy: the brilliant and
nefarious Red Skull. The villain has taken up residence in
Washington, D.C. and transformed the White House into
his personal fortress.

But Red Skull’s ambition for conquest does not end
with the U.S.A. — he plans to bind every nation under
Hydra rule with the power of the Reality Gem. His
scientists work around the clock to make the necessary
modifications to Zola’s machine. Once completed, Red
Skull will use the Reality Gem to conquer the whole
world. If that happens, nobody will be safe from the
types of atrocities you witnessed in Zola’s labs. You
cannot allow this to happen. You must defeat Red Skull
and use the Reality Gem to set things right again.

Villain Deck: Red Skull (1), Red Skull (1)

Remove Red Skull (I) and add Red Skull (Ill) for expert
mode.

Main Scheme Deck: The Rise of Red Skull, New World
Hydra

Encounter Deck: Red Skull set, Hydra Assault set, Hydra
Patrol set, and Standard set. (The Standard set can be
found in the Marvel Champions core-set.)

The Hydra Assault and Hydra Patrol sets can be removed
from this scenario and/or added to other scenarios when
using the scenario customization rules.

SIDE SCHEME DECK

The Setup instructions on The Rise of Red Skull 1A
instructs the players to create the side-scheme deck. To
do this, search the encounter deck for each side scheme
and shuffle them together into their own deck. This is the
side-scheme deck. Set it next to the main-scheme deck.

The side-scheme deck has its own discard pile. When a
side-scheme is defeated or otherwise discarded, place it
in the side-scheme discard pile. If the side-scheme deck
is ever empty, shuffle the side-scheme discard pile into
the side-scheme deck. There is no penalty for doing this.

CAMPAIGN INSTRUCTIONS
SETUP:

» Each player searches their deck for all cards with
the setup keyword and puts them into play.

® Shuffle each Experimental attachment recorded in
the campaign log into the encounter deck.

» Place X threat counters on the main scheme, where
X is the number of delay counters recorded in the
campaign log. (Place X& instead if you are playing
an expert campaign.)

» Expert Campaign Only: Set each player’s hit
points to their remaining hit point value recorded
in the campaign log for the previous scenario. |

» Expert Campaign Only: Each player may add 1
random obligation from their expert campaign
set to their deck to heal their identity to its full hit
point value.

®» Expert Campaign Only: Each player who was
recorded as being engaged with an enemy deals
themselves an encounter card.

» Expert Campaign Only: If the players lose this
game, Red Skull conquers the world and the
players lose the campaign.

VICTORY:

» Hydra is defeated and the players win the
campaign! Turn the page to read the conclusion.




) CAP, T FOUND THE
STONE! T BELIEVE T CAN
USE IT TO UNPO
HYDRA'S REALITY.

WHAT'S
BOTHERING
yOu, TONY?

E

IT'S GOOP
TO BE HOME!

VERILY,
ANOTAHER GLORIOUS \ |
VICTORY TO
CELEBRATE.

HYDRA NEARLY
CONQUEREP THE WORLD
WITH THAT STONE.

WHAT IF
THERE ARE MORE
STONES OUT




EXPERT CAMPAIGN RULES

For players who want a more challenging campaign
experience, The Rise of Red Skull expansion comes with
everything you need to play an expert campaign.

EXPERT CAMPAIGN SET

There are four encounter sets labeled "Expert Campaign
Set.” Each set contains the same four obligation cards
with player-card backs. These cards can be added to a
player’s deck during a campaign.

At the beginning of a campaign, each player is assigned
a number from 1 to 4 in the campaign log. Each Expert
Campaign Set is also numbered from 1 to 4. When a
player is instructed to add a card from their expert-
encounter set to their deck, they must take that card
from the set that matches their player number.

Expert Campaion Ser

PERSISTENT DAMAGE

While playing The Rise of Red Skull campaign at the
expert level, each player must record their remaining hit
points in the campaign log after they win a game. This
determines each player’s starting hit points for the next
scenario. If a player’s remaining hit point value is higher
than their base hit point value, record their base hit
points in the campaign log instead.

The setup instructions for each scenario offer players
the opportunity to restore their identity to their full hit
point value by adding an obligation from their expert-
campaign set to their deck.

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 adding an obligation to their deck during
setup to restore their identity to full hit points.

OBLIGATIONS IN PLAYER DECKS

The obligations in the expert campaign sets have player-
card backs because they are meant to be added to player
decks, but they are still encounter cards.

When a player draws an obligation from their deck, they
must immediately put that card into play in their play
area. They do not draw a card to replace that obligation.

These obligations represent the consequences of a
player's choices. As a result, only the player with the
obligation in their play area can use its Alter-Ego Action
to deal with that card.




STARTER DECKS

These preconstructed decks and character introductions
are intended for the player who wants to immediately
play the game without customizing their own deck.

HAWKEYE / LEADERSHIP

Once Hawkeye sets his sights on a foe, he never
misses. Use Clint Barton's alter-ego ability to get
Hawkeye's Bow into play on your first turn, then use
the Bow to fire arrows each round. Shoot an Electric
Arrow to stun an enemy, or fire off an Explosive
Arrow to decimate the villain and all the minions
attacking you!

Hawkeye has deadly accuracy, but he is low on

hit points and defense. Take advantage of the
leadership cards in his deck to recruit powerful
Avenger allies like Black Knight and Goliath. Use
your allies to defend enemy attacks while Hawkeye
defeats the villain!

Hawkeye cards: Hawkeye's Bow, Hawkeye’s Quiver,
Mockingbird, Sonic Arrow (x2), Explosive Arrow
(x2), Electric Arrow (x2), Cable Arrow (x2), Vibranium
Arrow (x2), Expert Marksman (x2)

Leadership cards: Hawkeye, Black Knight, Goliath,
U.S. Agent, Sky Cycle (x3), Team Training (x3), Ready
for Action (x3), Lead from the Front (x2), The Power
of Leadership (x2)

Basic cards: War Machine, Avengers Tower, Earth’s
Mightiest Heroes (x3), Energy, Strength, Genius

Nemesis set: Crossfire, Marked for Death,
Crossfire’s Rifle, Sniper Shot

Obligation: Criminal Past

As an agent of S.H.LLE.L.D. and Avenger, Jessica
Drew expands deck-building options with her
Double-Agent ability, allowing her to include

cards from two different aspects in her deck. As

de_r—Woman she uses her Superhuman Agility

.to ncrease her stats each time she plays a card

jing to a different aspect Boost her THW

: fand ATK as high as you can before exhausting her
to thwart or attack. Then, play Self-Propelled Glide
to ready herand do it againl '

Spider-Woman's deck includes cards from both the
Aggression and Justice aspects. Clear the Area not
only helps defeat scheme but can also generate
extra intel in the form of card draw, and Piercing
Strike can defeat even the toughest enemies.

-Splder-Woman cards: Captam Marvel, Finesse

(x2) Jessica Drew's Apartment Venom Blast (x2),

--,'Pheremones 6 Contam:nant lmmumty 2)
, lnconsprcuous (x2), Self- Propelled Glide (x3)

Aggresslon cards: Spider-Girl, Combat Training

(x2), Tac Team (x2), Press the Advantage (x3),

Piercing Stnke (x3)

Justice cards Sprder—Man Heroic Intuition (x2),
Skilled Investigator (x3), lnterrogat:on Room (x2),
Clear the Area (x3)

Basuc cards Strength, Energy, Genrus
Nemesrs cards: The Viper, The prer s Ambmon

. Hyd a Regular Hail Hydral

Obhgaﬂon Uncertain Loyalt:es .
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Player #1's Identity:

Remaining hit points:

Obligations:

Tech Upgrade:

Basic Upgrade:

Rescued Allies:

Experimental Weapons added to
encounter deck:

Permiséion‘granted to photocopy for p'er'éonak use only, ©2020 MARVEL OFFG

Player #2's Identity:

Remaining hit points:

Obligations:

Tech Upgrade:
Basic Upgrade:

Rescued Allies:

scheme:

Number of delay counters on main

Player #3's ldentity:

Remaining hit points:

Obligations:

Tech Upgrade:

Basic Upgrade:

Rescued Allies:

CAMPAIGN LOG |
' |

Player ##4's identity:

Remaining hit points:

Obligations:

Tech Upgrade:
Basic Upgrade:

Rescued Allies:

Players engaged with minions:

Allies removed from the campaign:

Campaign logalso available for dov’vﬁload at www.fantasyflightgames.com/marvel-champions



