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CONTENTS CHARACTER

SYMBOLS

The Flash

Reverse Flash

Each of your oversized Character cards has a different
special ability and cost. Be sure to read each of your
Character cards at the start of the game, so you can
plan your strategy accordingly. At the start of the
game, you will only have access to your 9-cost ability.
Once your 9-cost version is defeated, you will then be
able to use your 12-cost version, but no longer your
9-cost version. Once your 12-cost version is defeated,
you will only have your 15-cost version.




TYPES OF CARDS

..

MAIN DECK CARDS

.




1. Your Character Stack and Starting Deck
One player plays as The Flash, while the other one plays as Reverse-Flash. Grab your 3
oversized Character cards and place them in a face-up stack with the 9 on top, 12 in the
middle, and 15 on the bottom.

Each player begins with a starting deck of 7 Punch cards and 3 Vulnerability cards with
symbols matching their Character.

2, The Main Deck

Most of the cards that you will add to your deck as the game progresses come from the
main deck. None of the following cards should be placed into the main deck: Punch,
Vulnerability, Super-Speed, Weakness, or oversized Characters. The main deck is
made up of every other card in the game (60 cards total). Shuffle the main deck and place it

in the middle of the table.
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MAIN DECK THE LINE-UP

Your opening 5 cards in the Line-Up will vary.




3. The Line-Up and Stacks

Place the top 5 cards from the main deck in a row to form the Line-Up. There is no board
necessary to play this game; just reserve space for each card.

Next, place the Super-Speed and Weakness stacks at the end of the Line-Up. Super-
Speed cards are always available to buy during your turn (while cards remain in the
stack). Weakness cards are never bought; they are gained only through unfriendly card
effects. The main deck and the 2 stacks of cards on the end are not part of the Line-Up.

Once you have arranged the main deck, Line-Up, and stacks, it will looks something like the
below image.

4, First Player THE STACKS

The player who most recently read a comic
book gets to go first. Alternatively, you can
determine first player randomly. Each player
begins by shuffling their 10-card starting deck
and drawing 5 cards. Players will alternate
taking turns.

At the start of the game, there
should be 8 Super-Speed and
10 Weakness cards in their
respective stacks.




GAMEPLAY
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Sample!NormaliTurniSequence

After shuffling up your starting cards, you draw a hand of 4 Punch cards and 1 Vulnerability for
your first turn. You may play the 4 Punch cards for a total of 4 Power, which is enough to buy
Iris West from the Line-Up. After buying that card, you put it into your discard pile. Playing the
Vulnerability provides you no additional Power. You have no Power left to buy additional cards
and no other cards to play, so you can end your turn. Put all of the cards you have played into
your discard pile and then draw.a new hand of 5 cards. After refilling the Line-Up,; it will be your
opponent’s turn.
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Block

Block cards contain the bold keyword “Block” followed
by a number in parentheses in their game text. After a foe
Confronting you has played all of their cards, you may discard
any number of Block cards from your hand to increase your
Character’s cost. The value in the parentheses is how much
your Character’s cost increases by. Any text after the Block
keyword is only resolved if you discard the card to increase
your cost while you are being Confronted. In order to prevent
your foe from defeating your Character, you must discard
enough Block cards to increase your cost to a number higher
than your opponent’s Power total. Raising your cost to match
their Power isn’t good enough. The increased cost of your
Character only lasts until the end of the current turn.

Block cards may be played during your turn just like any other card, but the Block text is

not applicable.

Ending Your Turn

1. Announce that you are ending your turn. Your turn is now over.

oo

2. Place any cards remaining in your hand into your discard pile.
3.
4. Place all cards without the Ongoing keyword you control into your discard pile.

Resolve any “at end of turn” effects.

Any unspent Power is lost.

Draw 5 cards.

If there are less than 5 cards in the Line-Up, take cards from the top of the main
deck and add them to the Line-Up. Do not replace empty slots as soon as you
gain a card from the Line-Up.

Now your opponent starts their turn.

The game ends immediately when either of the following 2 conditions is met:
* You defeat your opponent’s last Character card. You win instantly!
* You are unable to refill all 5 slots of the Line-Up.

If you are unable to refill the Line-Up, both players return all Ongoing cards they have
in play, all cards in their hands, and all cards in their discard piles to their decks. Then,
players total up the Victory Points *on cards in their decks and on opposing Characters
in their score piles. Weakness cards in a player’s deck at the end of the game will subtract
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Victory Points (VP) from their total. The player with the highest VP total wins! In case of a
tie, the player with more opposing Character cards in their score pile is the winner. If there
is still a tie, the player with more cards in their deck is the winner.

ADDITIONAL RULES

Resolving Card Abilities

When an effect tells you to draw a card, that card always comes from your own deck. If
you cannot fully resolve the text on a card, resolve as much of it as possible. Text after
“Confrontation:” only resolves if you are currently Confronting an opponent. Text
after “Defense:” can only be used when your opponent plays an Attack card. When
you see the phrase “that foe,” it refers to the foe you chose earlier for an Attack card or
that you are currently Confronting.

Some cards in this set affect multiple opponents. Even though Rivals — The Flash vs.
Reverse-Flash is a 1v1 experience, it can be combined with other sets to play with
more players. These cards are worded that way to integrate more easily with other sets.

Shuffling Your Deck

You don’t shuffle your discard pile and make it your new deck as soon as you run out of
cards. However, if at any point during the game there are no cards in your deck and you
need to draw, discard, or reveal a card from your deck, immediately shuffle your discard
pile, and it becomes your new deck.

Ongoing

Some cards have the keyword “Ongoing:” in their game text.
This keyword is found on all Locations and Weakness cards in
this set. Ongoing cards go straight to your discard pile when
gained, just like any other card. However, when you later draw
and play an Ongoing card, that card will remain face up and in
play in front of you for the rest of the game. Ongoing cards are
not put into your discard pile at the end of your turn like all of the
other cards you play. The text after the “Ongoing:” keyword
is not active while the card is in your hand and is only active for
you while the card remains in play. The Ongoing effect may be
used every turn. You can have any number of Ongoing cards in
play at once.

Conitrolling Cards
You control the cards in your play zone that you played this turn and Ongoing cards you
played on a previous turn. You do not control cards in your hand, deck, or discard pile. g






Speedster

Some Hero and Villain cards in the main
deck have the “Speedster:” keyword. (You
will also see a lightning bolt watermark in
their textbox as a reminder.] When you
play a Speedster card, the text after
“Speedster:” is only active if you drew a
card earlier that turn. Drawing cards does not
activate Speedster cards you played earlier
in that turn. A Speedster card that draws a
card will not trigger its own Speedster effect.
Drawing 1 card will activate the Speedster
effect of all cards you play later that turn.

Some cards have an additional effect if you control a Speedster card. As long as you
control a card with this keyword, you will get the bonus, even if you have not already
drawn a card this turn.

Weakness cards from this set must be played during your turn
before you play any non-Weakness cards. You may not end your turn while you have
a Weakness card in your hand. Weakness cards also have the Ongoing keyword, so
remember not to put them in your discard pile at the end of your turn. Your Character
has -1 cost for each Weakness you have in play. That means when a foe Confronts you,
they need 1 less Power to defeat you for each Weakness you control. If a foe successfully
defeats you in a Confrontation, return all Weakness cards you have in play to the
Weakness stack. You still keep any Weakness cards in your hand, deck, or discard pile.




Gaining Cards

Gaining a card is the process of taking ownership of that card.
This occurs most often when you purchase a card by paying its
cost. When a card tells you to gain a particular card or a card of
your choice, that card is taken and immediately placed into your
discard pile af no additional cost, unless otherwise directed by
the card. If a card tells you to gain a card with a specific name,
card type, or cost and there are none available, you don’t gain
a card.

SPECIFIC CARD CLARIFICATIONS

The Flash (15) / Reverse Flash (15):
Both of the abilities of these Characters are
only active during a Confrontation.

Abra Kadabra / Golden Glider: If you have no
cards in your deck when you play one of these cards, you
will shuffle your discard pile before revealing. Otherwise,
if there are fewer cards remaining in your deck than the
number you are supposed to reveal, only reveal the cards
remaining in your deck.

The Black Flash: This card only causes each foe to discard 1
card total. Any card of their choice or a Speedster card if the
additional effect is triggered.
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Negative Flash: You must have destroyed a card before you
play this card in order to draw. You will not draw a card if you
destroy a card after playing this card.

If you start a Confrontation, you may no longer buy cards from the
Line-Up. You will resolve the Confrontation text on all cards you
play after this card, but not the ones you have already played.

Speedster Suit: If you are playing the standard mode of play
instead of Confrontations, this card will increase the cost of the
top card of the Super-Villain stack for the remainder of the turn.

S.T.A.R. Labs: If a single card effect allows you to destroy
multiple cards at the same time, you only generate +1 Power.

Super-Speed: You must decide if you are returning this
card when you play it. If you choose to return it, you will no
longer be considered to control the card but you do siill keep
the +2 Power.

Zoom: If you trigger his Speedster effect, you may play any
card from the destroyed pile. It does not have to be either of the
cards destroyed by his effect.




Eemlaiiing S

b SEetcanibelcombinediviiifothedGryptozoidiCerberusiEng meldeckebuildingigomesa ey
GrelireeiomixidndimatcnicardsiromnianyiseiSiolmakelyougownicUSionigameleXpetiencel\We
fecommendithaiiwienlyoUlswapicard sevoulexcnano eltiemifogcard Slotlsimiagtypelandicost
Eogaddinonaligamesinlihel€ontroniationsilinelanditnetab liviiolpla AWl pliokoURp eSS
(ChECKICUiNESSID GIDECKEBUIdingiCameliitiesiConfrontation SAR VAl SERIBGTanivs?
jlhepiokeraandiRivalSEsIGreenilianterniveasinesirosBelowiareisomeaddiiional
ecommendationsivienicombininoitniSIgamepvitai HOSEIEt S

RivalSESBatmanjivesIhetlokedGreenilanternivsasinestro;
lvoularelplayinoitnisiasiavIfoame:
S eniiotn nolielmaigideckton icombingleardtassociaiediviily
theleharaciersIbengiplayediEodexamplSHigyoularelpaying
Gy helElashiogainsiSnesitostaeinainid eckiwotldicontainiall
IcardSpvithloniemblemithagmatcnesihelembl e o naLhelk as bl
landiSinestrol@haracterse@ard sromiotheg@naracters

WoU(dInoHbaIShUH ediintolthemainid ekl
EEBatmanivsaT hep) oKe iU Sl ReSUPE S peedistackiinsteaa
@i (Gek stk

@m@mw@mm@%tmwmm
SiackiinsieadioftnelSUpeESpeetiSiack
lByoularelplayinoliniSIoSIoF2v2Aqamel

S Ui Elboiiimainldeck oo e

SRCreatelGIEETdaN g hREonsTUCHS d kK cKIsTacKiiniad dfion)
o HEISUPEESpEEdisTackidunngisetupaEardicanioelpurchased
fitem ity sterd

© Neow il e 1) feenn off Supper iarees encl | of SusaaYAlkims
Elavelalseainexiiclyotgpaine i naifwayavoulcanicompare
iakelseparaielivrnsiandiplayegordegwillialiernaie
leetiwesn icems [For e, 1 Eehmemislies e s, e
Pokegiwouldliakelitelsecondiivrnmlnelb/ashiinelinirdandiReversestiashiinefioutint
jibeltorniordegremainsiielsameltoginelentiteloame!

© DEE.M@mmuﬂﬂ@mamd@@i?dlmm@Wim

SRlHbCI IOy oURiceSIaTela it nelsamelleve voulcanichooseliof€oniron e inegon
ibemliineviareinotibelsamelleveSvoulmusiConitoniinelioepvitnlinellowenlevel

SRAteamiinsiantlyAwinshinevideieatinelleveliSienaracienole tnegicealjineigams
endsidUelioliielmainideckitinninglov deiemineiiiepvinnegbasedionieaciiedmys)
combinediVEiiotall



[CUEIDERTOT
[RIVAISICORTeng
Citsjeiiite [Drssiie)n

[=eliter

[Pleyitesiieis

[CRUBICVACTENLERIATNMVENY
CHO & [Fewieten

[Fermetey

[Fewmetar

Diirsieion, rereluieii Disweltoformneiti(s Wilsiieiiiag)
Dlitsseiter;, OJereiaiitons

Seelles

[Bosiness ienererer

Cligstierasite Syoceitel Thenls

RSREDLISE

NGt Ve

It Vieyered, Visiarie g, (i el
Sitiriter Geultech

RUMPASTH
me‘_ta (:mm VGt otman



Controntation

END OF TURN





