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Scenario Pack
The MojoMania scenario pack is an expansion for MARVEL
CHAMPIONS: THE CARD GAME. It contains three scenarios
set in the Mojoverse that can be played individually or
together as a campaign, and six modular encounter sets
that represent different television genres that Mojo can
thrust the heroes into for his entertainment!

The cards in this expansion are identified by this symbol
before each card’s collector number.
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In addition to three scenarios, the MojoMania scenario
pack contains six modular encounter sets that represent
different genres of television programming—Crime,
Fantasy, Horror, Sci-Fi, Sitcom, and Western. These
encounter sets can be used in any scenario to add variety
and unpredictability.

LONGSHOT

The Longshot ally card has an

encounter card back and forms its

own one-card modular encounter set mme
that can be included in any scenario. ¢

To include this card in a scenario,
shuffle it into the encounter deck
during setup. If the scenario
requires a specific number of
modular sets, Longshot does not
count as one of those sets.

When the Longshot ally card is
turned faceup as a boost card, it is
treated as a boost card with no boost icons.

Note: Longshot is beneficial to the players and will make
any scenario he is included in a little easier to win.

icon (#r) increases the number of boost icons
on boost cards. When a bfpost card is turnefj‘faceup
during an enemy activation, add one additional boost
con to that card for each amplify icon in play.

The amplify

der : When a card with hinder X is revealed, place

X threat on that card.

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

Patrol: While any minions with patrol are engaged with a
olayer, that player cannot thwart the main scheme.

Permanent: A card with permanent cannot be defeated,
leave play, or have any part of its text box blanked.

Piercing: An attack with piercing discards any tough status
cards from the target of the attack before dealing damage.

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

Villainous: When a minion with villainous activates, give
it a facedown boost card from the top of the encounter
deck. When you resolve that minion’s activation, turn the
boost card faceup, resolve any boost ability on that card,
and apply its boost icons to the minion’s stats for this
activation. Discard the boost card after the activation.
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sScenarios.

To play a scenario
nario In campaign mode
, S '
as per the normal rules of the game. Th:]rz u%ﬁgast?g:ano

5 S [e¥ I '
: ’_szn;.'_'io > Setup instructions in the order in which the
Isted in the Campaign Instructions.

When _th'e game ends, if the players won, follow that
SCeénario'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

information in the campaign log as instructed.
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eXPERT CAMPAIGN

ers who want a more challenging campaign experience
play using the expert campaign rules.

Play
can

i i tions are
Some Setup and Victory instruc
5 preceded by Expert Campaign Only. Ignore
these instructions unless you are playing an

expert campaign.

Persistent Damage
While playing the expert campaign, 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 greater than 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 its starting hit
point value by dealing themself one facedown encounter
card.

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 dealing themself one facedown encounter
card during setup to restore their identity to its starting
hit point value.




Ratings Counters
b Mojo has pitted you against his champion, MaGog, in
< 4 battle for the adulation of the crowd. The players’
crowd support is represented by ratings counters on
The Challengers environment card, while MaGog's
supporters are represented by ratings counters on

The Champion environment card.

oy
.....

" SCENA : 10 R In order to win the MaGog scenario, the players must
THE STORY. SO FAR 2 mwow the crowd” by earning ten ratings counters per

' ' player on The Challengers. Ratings counters are primarily

carned by defeating MaGog, but some encounter cards

have alternative ways of earning them.

dly in your bed when the sound of a

awake. You open your eyes to find |
yourself not in your bed, but in the center of a giant arena. }
Instead of seats with cheering fans, the arena is filled with 1
electronic screens showing the digital faces of beings |

You are sleeping soun
roaring crowd jolts you
Similarly, MaGog does not win by completing his main
scheme, but instead by earning ten ratings counters

llow face on a massive per player on The Champion. He can still win by

from across the galaxy. One giant ye

screen looms larger than the rest. !_ defeating each hero in the game. MaGog primarily earns
his ratings counters through the “Forced Response”

“Welcome one and all to the Mojo-seum!” the giant face ' on his villain card, though he can also earn them by
completing his main scheme and through encounter card

_—

bellows. “I, Mojo the Magnificent, proudly present ‘the
greatest fight in the history of the Mojoverse! ™ Tonight's offects.

fight pits a scrappy bunch of challengers from a tiny,
insignificant planet called Earth against our ninety-nine-
time defending champion, the mighty MaGog! |

“Can these plucky upstarts pull off an upset? Or will
they be ground into paste like the previous ninety-nine

challengers? Stay tuned and find out!”
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Double-Sided v;
Villai
MaGog has on i

playing in st
When pfa a0

ly one doub)|

dard mode €-sided villain car

use the
ode, use

oA - d‘ Wh
A" side of the cear:d

the “B" < ch player records their identity in the campaign
side of the » Fc?g foF:md on the back cover of this rulebook.
players cannot switch identities during a campaign.

» Shuffle the Longshot ally (@% 71) into the encounter
deck.

VICTORY:

» Record in the campaign log whether the Longshot
ally (@3 71) is in play.

ying in
Card! g In expert m

» Check off the name of the modular encounter set
Used in this scenario in the campaign log.

R o » Each player may choose one support or upgrade
| ====crs they control with a cost of two or less (three or
e g v less if The Champion is on its B00ING CROWD side)
and record it in the campaign log. (Each player will
be able to start the following scenarios with their
chosen card in play at the cost of additional threat
A 2 ot L0 on the main scheme.) Players cannot choose cards
without a cost (i.e. that have a cost of “=").

» Expert Campaign Only: Record each identity’s
remaining hit points in the campaign log.
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Mojo shrieks with g:*ee.- .
/, teleport oy

ewers want Mmore.. MOR
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There must be a

eporter called Sp
will have to find her

way out of this madness.

Perhaps this
iral is your ticket hom

e. But first, you

TheShe Eegkmodular sets included in this scenario ;
E2ch of Hlse sﬁ:w environment card. During setup, ontle o
icuces St ments is chosen at random to begin in Piay*
S en?;:;nthe show in which the heroes are currently
represen

searching for Spiral.

ironments are shuffled together
i otheétv:':eizfgﬁ' E'r;:crﬁery card during setup to form the
MR kOThe show deck has no discard pile anc_i cannot
a2 dei d by player card effects. Players can mterac;
i afc?:deeck only through the side scheme The Search for
g[:l:iﬁ:al, Iwhich is discussed on the next page.

Double-Sided Villain

iral’s villain cards are
Szirk]:r::—s?izled, with the ESCAPED ttiait
on one side and the CORNERED trait
on the other. Spiral begins tbe :
game on her ESCAPED side. This side
has an ability that prevents threat_
from being removed from the main

scheme, and prevents Spiral from ESCAPED.
taking damage. SPIRAL'S ESCAPED SIDE




ose to use modular encounter sets

not cho
p You can d off in the campaign log for this

that are checke
ccenario.

p If the Long
of the last sC
Otherwise, s

» Each player may take one copy of the card they
recorded in the campaign log from any player’s
deck and put it into play under their control. Then,
2dd threat to the main scheme equal to the total
cost of the cards put into play this way.

shot ally (3 71) was in play at the end
enario, one player may reveal him.
huffle him 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 deal
themself one facedown encounter card to heal

When Spiral | "
piral is defeated o e
sta il , the next : e their identity to i i i
on Sfeoszthe villain deck enters play ~ CORNERED. A Vi
okt me side as the just- SPIRAL'S CORNERED 91p
€d stage. All tokens on her :

car
arry over to her next stage as normal.
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TRUCTIO
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remaining hit points in the campaign log. can't defeat
! sure you understand, she teleports you once
2 her Mojovision program,

Once Spiral’ IgeRtl
in. You find yourself in yeta r M _
i}%?gme f2ce-to-face with the exploitative executive ©

cess himself, Mojo.
rs. “I'min

ex
1 ' | me?” Mojo snee
#So, you think you can cance ; *
chzrge around here. You'll do what | say or you | be fired...
ito the sun! Come to think of it, that would make for a
great finale!”
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» The players win the campaign!
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play, whic % Unde ;

A. Both car';sczggestﬁorced l"terr;;:‘:ir;;ojo"are i
. e : ers?

chooses which one to resz\?etrlgger, so the first player

Q. Do the sHow environ

revealed from Spiral’

Wheel of Genres?

A..No. In both
: of these cases. th
, the card was 2
from the encounter deck,” so it does not su?g;

ment cards surge wh
s show deck or by Moj:'r:;

revealed

Q. Does the “Forc

_ ed Interrupt” on Wild Wi j
Increase consequential damage? l il
A. Yes, if an ally takes at least one consequential damage
for attacking or thwarting, Wild Wild Mojo increases that
consequential damage by one.

——
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To the Marvel Comics artists whose
amazing work is featured in this
game: Thank you, thank you, thank
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PLAYTESTERS

D. Shannon Berry, Nathan Berry, Andrew
Brown, Thomas Can, Paul Carlson,
Michael Carney, Patrick Collette,
Benjamin Davan, Matt Radix Froese,
Grégory Henrigues, Christopher
Hughston, Nathan Huttner, Travis Larsen,
Tyler Lee, Shea Locke, Stephen Majka,
Nathan Meehan, Philip Metcalf, Sebastien
Michaux, Luke Muench, Paul Mulder,
Shane Michael Murphy, Jeff Northman,
Michael Pelfrey, James Phillips, Roscoe
Rea, Stephen Redman, Glen Saward,
Phil Schadt, Brian Schwebach, Eric Shell,

Murrell Sippy, Caitlin Smith, Jess Souder,

Chris Thompson, Kevin Van Sloun, and

John Eranz-Wichlacz Ben Waxman

Q. How is overkill damage affected by the “Forced
Interrupt” on Wild Wild Mojo?
A. Wild Wild Mojo first increases the initial damage dealt -
to a minion or ally by one, and then when the excess
damage is applied to the villain or identity, Wild Wild Mojo |
increases it by another one, meaning the total overkil
damage dealt is increased by two.
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