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Object 
The object of Heroes vs. Villains is to work 
alone or as a team to thwart crimes and 
ultimately defeat the Crimelord.   
 
If at anytime there 9 active villains / crimes 
are on the board you lose and the Mayor will 
hire a new group of heroes to replace you, 
likewise the heroes lose if they fail to defeat 
the Crimelord during the final battle. 
 
You must manage your resources, acquire new 
abilities and items, and defeat the evil 
Crimelord that threatens Dark City. 
 

What you need to play 
49 Dark City Map Tiles 
36 Encounter / Villain Cards 
27 Item & Ability Cards 
18 Justice Point tokens 
10 Hero Cards 
3   Crime Lord Cards 
12 Hero Tracker Tokens (3 per Hero) 
6   Combat dice (d6 Dice) 

 

Building the MAP 
Depicted on the 49 map tiles is Dark City, a 
city in need of heroes.  
 
To build the city, first shuffle and place the 
deck of tiles face-up in a 7x7 square with the 
Citadel tile in the middle space as shown in 
Figure 1.  
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Figure 1.  

Illustration of game board set-up where “C” is 
a tile occupying a game space. 
  
Each player places their character token on 
the Citadel tile “X” to begin the game. 
 

The COMBAT Dice 
Included are 6 six sided dice, each marked 
with several different symbols, these dice will 
be used to control combat within the game. 
 
Below is a list of the symbols present on the 
dice. 
 
Fist – A Melee Success  
Lighting Bolt – A Ranged Success 
Skull – A Villain Success 
Miss – A Non Success 
 
The dice will be covered in more detail in the 
combat section. (See Combat) 

 

The Heroes 
First you must decide which of the ten Heroes 
you will play during the game, included you 
will find the character card for each. 

 

Listed on each hero card you will find the 
following; 
 
Signature Ability 
The Heroes Signature Ability, This ability does 
not count towards the Heroes ability limit. 
 
Ability & Item Limit  
This is number of abilities and items that the 
hero can have at one time. If the hero wants a 
new ability and is already at their ability limit, 
they can discard the unwanted ability and 
equip the new one. 

Resources 
Each Hero starts with different amounts of 
Energy and Psyche points in their resource 
pools, that reflects their overall Strength and 
abilities of your superhero and as you explore 
dark city these amounts will change as new 
abilities are acquired, enemies defeated and 
hardships encountered. 
 
Psyche 
The Psyche resource is spent to cover the cost 
of defeating enemies when using ranged 
attacks. Laser Eye Blasts, Lighting Strikes, and 
Arcane Lances are a few examples of abilities 
that use the Psyche Resource.  
 
If the Hero is ever out of Psyche, then they 
cannot use their ranged attacks.  
 
Psyche is recovered by Using a Recovery 
Station. 
 
Energy 
Energy is used like Psyche, when the Hero is 
using a melee attack to defeat an enemy.  
 
Razor Claws, Shatter Punch and Power Slam 
are a few examples of abilities that require 
the use of some of a heroes Energy Resource.  
If the Hero is ever out of Energy, they cannot 
make a melee attack.  
 
Energy is recovered by Using a Recovery 
Station. 

 

Movement 
You may move one city tile for each point of 
Movement the hero has. You do not have to 
use all of the available points, you do not have 
to move at all if the player chooses not to.  



 

 

If you land on an Encounter you must either 
defeat it or flee (movement ends). 
 
If you land on a Recovery Station you can skip 
your next turn to fully recover either your 
heroes Health, Psyche or Energy up to your 
Heroes Maximum (you must end your 
movement in one of these squares, skip the 
next turn to receive the locations benefits, 
after which can move on your next turn). 
 
If you land on a city location that is devoid of 
criminals then nothing happens. 
 
Health Points 
Each Hero also has a number of Health Points 
(HP) listed on the Character card. This is the 
number of wounds they can take before they 
are defeated.  
 
Track wounds by deducting points from your 
characters Health by moving the tracker token 
down towards the KO’d Symbol.  
 
If you’re Hero ever has zero health, they are 
KO’d and sent back to citadel to recover. 
 
KO’d Heroes will lose 1 ability, (Players 
Choice) this is to cover the cost of their 
revival. Their Health, Psyche and Energy are 
set to their beginning levels. 
 
The Heal Ability and Recovery Stations are 
used to recover Health points. 

 

Setup 
After building the map of Dark City, every 
player should choose a character and place 
their hero card one of the four included 
playmats.  

Next place a tracker token next to Psyche, 
Energy and Health with the number equal to 
the maximum listed for the Hero (this can 
never go above the maximum).   
 
Note you’re Heroes starting ability and its TN 
modifier listed on your hero’s character card.  
This ability does not count against the Heroes 
ability limit 
 
All characters start at the center of the board, 
The Citadel. 
 
Shuffle all the Encounter and Item & Ability 
cards, placing them face down within reach of 
all players. 
 
Choose a player to go first, play then proceeds 
in a clockwise direction. 

 

Gameplay 
At the beginning of each turn, the starting 
player must draw the top card from the 
Encounter Deck and reveal it to all players, 
then place the Encounter on the Dark City Map 
at the location depicted on the bottom of the 
encounter. 
 
This becomes an active crime; seven more and 
the mayor will replace your superhero group 
when the 9th crime becomes active.  
 
Moving as quickly as possible one or more 
heroes must respond to this crime and try to 
thwart it by defeating the villain. (See 
Combat) 
 

Encounters 
Encounters have a target number printed in a 
reticule above their heads. This is the number 

of successes a Hero must get in order to defeat 
an encounter. 
 
Also listed on the encounter is the location on 
the dark city map where this villain will appear 
when it is drawn from the encounter deck. 
 
The justice point value of the encounter is 
printed in the lower right hand of the 
encounter card. 
 
There are three types of enemies that will be 
encountered in H&V; Henchmen, Villains and 
the Super-Villains. 
 
Henchmen 
Are the lowest of the Crimelord’s minions, 
they are average humans with no real 
superpowers, which work for their evil master. 
 
Villains 
Villains are minor super-powered minions of 
the Crimelord, Usually reliant on items for 
their powers, but some may have and ability or 
two. 
 
Super-Villains 
Super-Villains are equal in strength to the 
Heroes, and are extremely difficult to defeat.  

 

Combat 
Each time a player attempts a combat action 
they must first roll all 6 dice, and based on the 
weapon type they are using try to get the 
amount of successes required to match or 
exceed the encountered enemies target 
number. 
 
If the player is venturing solo they may have to 
make several rolls in order to get enough 



 

 

successes, but each roll made, be it all six or 
just one die, will cost a point from the Hero’s 
resource pool matching the weapon the Hero is 
using. 
 
To use a melee attack will cost some of the 
Heroes Energy; to use a ranged attack will cost 
Psyche. 
 
These will be deducted from the Hero’s 
resource pool one point for each roll attempt. 
If the player doesn’t have the Energy or 
Psyche, then the Hero cannot use that Ability. 
 
If there is a group of Heroes, each will only 
make 1 combat roll, noting successes and 
adding wounds taken on there Character Card. 
 
Damage is applied after each roll, and then 
the dice is passed to the next player involved 
in the attempt to thwart the crime. 
 
Example: Mike’s Hero “Mind Witch” (Energy 7, 
Health 6, Psyche 4. Using a Mind Blast Ability) 
encounters a Villain “Scarlet Jester”, with a 
Target Number of (4).  
 
Mike deducts one point from his Psyche pool, 
and rolls all six dice, getting; x3 Lighting bolts, 
x2 misses, and x1 Skull, leaving 1 success 
needed to defeat the Villain. 
 
So Mike has to deduct a point from his 
characters Health for the Skull, and then 
deducts another point from his Psyche 
resource allowing him to re-roll the three Non 
Successes (two misses and one Skull);  
 
This time Mike’s roll produces another Lighting 
Bolt, and two Skulls. 
 

So Mike deducts two points from his characters 
health for the two Skulls, and having enough 
lighting bolts to match the Villains target 
number, Mike defeats the villain. 
 
Mikes Hero is alive, barely, with an Energy 7, 
Health 3 and Psyche 2, desperately in need of 
some recovery.  He may not survive the next 
encounter. 
 
Once an Encounter is defeated, the player may 
collect the encounter card so that it can be 
cashed in for justice points.  
 
If more than one player assists in a villains 
defeat the justice points are divided evenly as 
possible, rounding down if necessary.  Play 
then continues to the next available player. 
 

Fleeing 
In some cases the player will find his Hero out 
of both Psyche and Energy, and facing an 
encounter with no way to fight back, this is 
the best time for them to flee. 
 
Fleeing allows the Hero to run from the 
encounter, moving one city tile away from the 
encounter.  
But this comes at cost; the player must take 
one wound and discard one Justice Point 
token.  

 

Thwarting a crimes 
If a player or players are successful in 
defeating the villain, they have thwarted the 
crime and send that dastardly villain to 
justice, allowing the player or players to cash 
the villain into the authorities for Justice 
Points. 

 

Justice Points  
Justice points are used to buy new items and 
abilities, located in Dark City are Mad Marks 
Powerhouse and Madame Mephesto’s Magic 
emporium.  
 
When a player lands on either of these spaces 
and want to see their wares, all they need to 
do is draw the top 4 item & ability cards, 
placing them face up near the item & ability 
deck.  
 
These 4 cards become the available upgrades 
that the players can purchase with their 
justice points, As these cards are removed, 
new cards are drawn to replace them when a 
player lands on either location and wants to 
see there wares. 

 

Item & Ability Cards 
Items and abilities can be purchased with 
Justice Points; each item or ability card will 
depict an image of the Item or ability, its TN 
modifier, resource type and justice point cost. 
 
You can hold as many Items or abilities as your 
hero’s ability limit will allow.  
 
Items are usually gadgets like Razor Claws, A 
Dragon Katana or Twin 88 Magnum pistols. 
 
Abilities imbue your hero with new super 
powers like Flight, Mind Blast and Iron Skin. 

 

TN Modifiers 
All abilities and Items have a TN modifier, 
which is used by the player to reduce the 
number of successes needed to defeat an 
encountered villain, note that even if your 
Hero has a TN modifier high enough to defeat 



 

 

the enemy outright, they must still expend one 
resource point and roll all six combat dice. 

 

The Crimelord 
As the players heroes defeat the various 
villains in dark city, with each defeat they 
begin to gain the attention of the Crimelord, 
and when 20 villains are defeated the 
Crimelord will begin their assault on the 
Citadel.  
 
When the Crimelord appears the player(s) must 
converge on the Citadel and begin the final 
battle. 
 

THE FINAL BATTLE 
The Crimelord is the most powerful encounter 
the players will face and the final battle will 
be different then the normal villain battles.  
 
Each player involved in the final battle will roll 
only once per turn, applying damage after 
each roll, if a Player is KO’d in this battle they 
are defeated and removed from play. 
 
If the players are successful in defeating the 
Crimelord. The city is saved, and the players 
heroes are named the Protectors of Dark City. 

 

Notes 
Any time a card says to do something different 
from what these rules say to do, follow what is 
on the card. 
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