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Game Details

OmniVerse is a 2-player card battler game based on popular fictional characters. Omniverse —
Chapter 1: Justice League vs. The Avengers lets the player take part in an interdimensional clash
between their favorite iconic heroes and villains from the Justice League and the Avengers.

Each game session can take around 30 — 45 minutes.

Theme Introduction

While travelling through various universes, the fastest man alive, the Flash, stumbles upon a startling
revelation. In all the hundreds of universes he has encountered, he realizes that the Earth from which
he originates from is the most unique universe unlike others. In some universes, the Justice League is
the sole organization that keeps the peace. Some universes rely on the might of the Avengers to keep
the peace. The Seven and Vought Industries safequard certain universes while Mortal Kombat
tournaments maintain harmony among realms in some universes. But on Flash’s Earth; All these
elements coexist side by side. Maddened by this reality, he seeks counsel with Doctor Fate and the
Justice League.

Together, using arcane magic and advanced technology, the Justice League track the cosmic anomaly
signature to the Scarlet Witch and conclude that she is somehow connected to this phenomenon.
Seeking answers Wonder Woman tries to confront the Scarlet Witch, only to be restrained by Thor as
Scarlet Witch is a protected member of the Avengers. Meanwhile, Batman’s detective instincts lead
him to a surprising revelation — Doctor Strange was aware of this unique convergence all along. The
tension between the two mighty factions begin to escalate and the Justice League demands answers
from the Avengers, pushing Doctor Strange to reveal the undeniable truth.

Strange reveals that their universe, which he named Earth-OV, occupies the central point of the
multiverse — a focal point where all major entities and events from other universes are manifesting
and some have already manifested. He admits that Scarlet Witch’s involvement seems to be the key
to understanding this perplexing phenomenon and that is why he is tutoring her in the arcane ways.
However, the Justice League demand her to be imprisoned before she causes more interdimensional
harm as Doctor Fate has seen the future in which Scarlet Witch destroys all universes.

Due to this conflict and Doctor Strange keeping secrets from the Justice League, tensions escalate. The
clash between the Justice League and the Avengers becomes inevitable.

Choose a side.
Shape the outcome of the conflict.
Decide the ultimate destiny of the Omniverse.

OmniVerse — Chapter 1: Justice League vs. The Avengers.
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Game Overview

OmniVerse is a 2-player card battler game in which each player chooses a deck to represent their
universe. In Chapter 1, players have the option to choose either the Justice League or the Avengers.
Each deck has 15 Fighter Cards and 15 Location Cards. Each Fighter Card has different STATS and
Special Abilities.

Game Objective

The objective of the game is to analyze the current Location Card, select the right Fighter Card and
defeat the opposing Fighter Card.

Components List & Game Setup

Each universe (Justice League or the Avengers) has 30 Cards which include 15 Fighter Cards and 15

Location Cards.

e 15 Fighter Cards
e 15 Location Cards
ID | FIGHTER  |SPD|ATK|DEF SPECIAL ABILITY SPECIAL ABILITY DEF|ATK|SPD|  FIGHTER D
PREP TIME i
DC001|BATMAN 5|6]|5 Reduce all enemy STATS by half. 2 Turns in Rest State. 2Turns in Rest State. 1 (12| 7 IRON MAN | MC001
DC002|SUPERMAN 9 11|10 2 Turns in Rest State. 2Turns in Rest State. 12|10 8 HULK| mcoo2
DC003|WONDER WOMAN | 8 12 | 10 2 Turns in Rest State. 2Turns in Rest State. 10 [ 10 | 10 THOR ODINSON | MC003
DC004| AQUAMAN 7 (11|12 2 Turns in Rest State. 2Turns in Rest State. 11 | 10 | 9 | CAPTAIN AMERICA|Mco0s
APOKOLIPTIAN TECH PHASING
gy FcP0s| CYRORG 5 | 7 | 8 | gandomly picka friendly card from hand and use that SPECIAL ABILITY. Replace current enemy card with a random card from enemy hand. | 29| 6 | 4 VISION| mepos
SPEEDFORCE HEX MAGIC =
e b 154 Roll a dice. If result s EVEN, defeat enemy. Roll a dice. If result is ODD, defeat enemy. BEEEERIE  SCARLET WITCH|mcoos
STEALER OF HEARTS INCOGNITO
DCoo7 | CATWOMAN s 4 6 Disable SPECIAL ABILITY of current & next enemy card. Disable SPECIAL EFFECT of current & next location. 6 3 6 BLACK WIROW|mcno7
YOU HAVE FAILED THIS CITY! TRICK ARROWS
Y PCO0B(GREENARROW | /4 | 5 | 6 | 015 dice & add that number to the ATTACK of current & next friendly. | Roll a dice & reduce that number to the DEFENSE of current & nextenemy. | 2 | 4 | 4 HAWKEYE I Mooos
TEEN TITAN ARSENAL ]
DEOOR | ROBIN S |3 INT  pcduce DEFENSE of current & next enemy card by half even if defeated. Double the ATTACK of current & next friendly card even if defeated. BRI AR MACHINE|mcooo
WILLPOWER 'WEBSLINGER
DCO10|GREEN LANTERN [ Double the DEFENSE of next friendly card. Double the SPEED of next friendly card. Bl S | S SPIDER:MAN [#acoto
POWER OF FAMILY POWER OF COSMOS
Rq 001 [SHAZAM 717 Roll a dice. If 4, 5 or 6, defeat enemy. Otherwise do not defeat. Rolla dice. If 1, 2 or 3, defeat enemy. BEEEERIEER CAPTAIN MARVEL|mMco11
MEET YOUR FATE SORCERY SUPREME >
DCo12iDOCTOR FATE 3|5 (12 Take sum of both cards' DEFENSE. If even, defeat enemy. Take sum of both cards' DEFENSE. If odd, defeat enemy. BRI DOCTOR STRANGE| Mco12
MAD LOVE CATCHPHRASE
DCO13[HARLEYQUINN | 4 | 4 | 2 If this card is defeated, enemy has to spend +2 turs in Rest State. If this card is defeated, same enemy card must be used next turn. Ofl s || s DEADPOOL | Mco13
1AM RICH ASSEMBLE
Doats Lex LUAHOR 2(3]|5 If this card is defeated, draw a new card from deck. If this card is defeated, randomly draw a previously discarded card. 5(2]3 NICKEURY]mcoae
'WHY SO SERIOUS? TRICKSTER
DCo15|JOKER 4|33 If this card is defeated, randomly destroy a card in opponent's hand. If this card is defeated, destroy this card and current enemy card. aal s |8 Lokijmooss
Table 1: List of Fighter Cards and its Stats & Special Abilities
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As seen in the table above, the 15 Justice League Fighter Cards are listed on the left side from DC001 to DC015
while the 15 Avengers Fighter Cards are listed on the right side from MC001 to MCO015. Each Fighter Card has
different STATS (SPEED, ATTACK, DEFENSE) and a Special Ability.

1D LOCATION SPECIAL EFFECT FIGHTER BONUS BONUS EFFECT

LDC001 |League Watchtower DC Fighters go first regardless of SPEEL BATMAN Double all STATS of BATMAN
LDC002 | Metropolis Reduce Rest State by 1 for TITAN CARDS. This affects Current Fighter and Fighter Cards already in Rest State. SUPERMAN __|No Rest State for SUPERMAN
LDC003 | Themyscira Only fighters of DEFENSE 8 and above can fight here. If a player does not have a card, opposing player draws 2 card. | WONDER WOMAN |Randomly place a card from opposing player's hand on Rest State 2
LDC004 |Atlantis Fighters with lowest SPEED goes first AQUAMAN | Double DEFENSE of AQUAMAN
LDCO0S [ST.A.R. Labs Switch to the next Location Card and use it for current turn and next turn CYBORG (Replace Ability) Selectively pick a friendly card from hand and use that Special Ability.
LDC006 Roll a Dice to decide who goes first. FLASH FLASH always goes first

"§| LDC007 |Batcave Reduce DEFENSE by half. CATWOMAN __[Randomly draw a Fighter Card from enemy's deck to player's hand
LDC008 |Lian Yu Disable Special Ability. GREEN ARROW _|Add 6 A to GREEN ARROW and next player card
LDC003 |Gotham City Only fighters of ¢ 8 and below can fight here. If a player does not have a card, opposing player draws a card ROBIN Reduce ATTACK of current & next enemy card by half even if defeated
LDC010 |0a Fighters with highest ATTACK goes first. GREEN LANTERN _|GREEN LANTERN is used for the next turn
LDCO11 |Rock of Eternity Both players discard a card of their choice and selectively draw a previously discarded card (if discarded) SHAZAM (Replace Ability) Roll a dice. If resultis not 1, defeat enemy.
LDC012 |Kahndaq Cards in Rest State +1 DOCTORFATE | Disable Enemy Special Ability regardless of SPEED
LDC013 |Arkham Asylum Fighters with lowest DEFENSE goes first HARLEY QUINN _|f this card is defeated, select and draw a previously discarded card from Defeated Deck.
LDC014 |LexCorp Fighters with highest DEFENSE goes first. LEXLUTHOR __|See upcoming 5 Location Cards.
LDCO15 |Joker's Funland If a current fighter card is defeated, destroy a card in hand instead. JOKER Select a Fighter Card from your hand & swap it with a selected card from opposing player.
1MC001 | Avengers Compound Marvel Fighters go first regardless of SPEEL IRON MAN if IRON MAN is defeated, move it to Rest State 1 instead of Defeated Deck.
LMC002 | Gamma Lab Double DEFENS HULK Rest State +1 (except for Titan Cards) for opposing current card and cards on Rest State.
LMC003 |Asgard Increase Rest State by 1 except for TITAN CARDS. This affects Current Fighter and Fighter Cards already in Rest State. THOR ODINSON _|Instantly recover all cards from Rest State.
LMC004 [New York Randomly place a Current Fighter from hand CAPTAIN AMERICA [Discard a card from hand and selectively draw a Fighter Card from deck. Then shuffle deck
LMCO0S |Stark Tower Draw 3 new card VISION (Replace Ability) Replace current enemy card with a selected card from enemy hand.
LMC006 | Westview Place Current Fighter card. Then switch this Location Card with the next Location Card. SCARLET WITCH _|(Replace Ability) Roll a dice. If result is not 6, defeat enemy.
LMC007 [Triskelion Only fighters of ATTACK 7 and above can fight here. If a player does not have a card, opposing player draws a card. BLACK WIDOW _ [Selectively draw a Fighter Card from enemy's discarded deck to player's hand
LMC008 |Barton's Homestead Only fighters of ATTACK 7 and below can fight here. If a player does not have a card, opposing player draws a card HAWKEYE (Replace Ability) Reduce 6 DEFENSE of current enemy and next enemy card

wl] LVICO0S | U.S. Air Force Base Double ATTACK WARMACHINE _|Reduce DEFENSE of current & next enemy card by half even if defeated
LMCO10 | Daily Bugle Players have to show and lock the Fighter Card that will be played in the next turn to the other Player. SPIDER-MAN | Opposing player has to use the same current Fighter Card for next turn
LMCO11 | Hala Only fighters of SPEED 7 and above can fight here. If a player does not have a card, opposing player draws a card CAPTAIN MARVEL |(Replace Ability) Roll a dice. If result is not 6, defeat enemy.
LMC012 | Sanctum Sanctorum Instantly recover cards from Rest State. DOCTOR STRANGE |Use Enemy's Special Ability os DOCTOR STRANGE's Special Ability first regardless of SPEED
LMC013 |Deadpool’s Swap ATTACK and DEFENSE of both players. DEADPOOL __|If this card is defeated, move it back to hand instead of Defeated Deck.
LMC014 Both players draw a card from opposite decks. NICKFURY __|See all Fighter Cards in enemy's hand
LMCO15 [Jotunheim Only fighters of SPEED 7 and below can fight here. If a player does not have a card, opposing player draws a card LOKI Draw a card from Discarded Deck and swap it with a random card from opposing player.

Table 2: List of Location Cards and its Special Effects & Bonus Effects

As seen in the table above, there are also 30 Location Cards of which 15 are based on DC comic universe
(LDCOO01 to LDCO015) and the other 15 on Marvel comic universe (LMCO001 to LMCO015). Each Location Card has
a Special Effect and a Bonus Effect if a specific Fighter Card is played in the location.

Qa3lvid3aa 7 Y431HOI4 z l
INJY¥¥NY | 31VISIS3¥ | 3LVIS 1S3y

NOILYI01
LINIHANI

LOCATION CURRENT
CARDS LOCATION

REST STATE REST STATE CURRENT
1 : 2 FIGHTER ? DEFEATED

Figure 1: Game Board
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Justice League Fighters — QAW NG

SUPERMAN

PREP TIME
Reduce all enemy STATS by half. 2 turns in Rest State.
2 Turns in Rest State.

s WONDER WOMAN 5

2 turns in Rest State. 2 turns in Rest State.
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Justice League Fighters — (|37 e7:\:{b)

CYBORG

APOKOLIPTIAN TECH SPEEDFORCE

Randomly pick a friendly card from hand and use that Roll a dice. If result is EVEN, defeat enemy.
SPECIAL ABILITY.

POWER OF FAMILY MEET YOUR FATE
Roll a dice. If 4, 5 or 6, defeat enemy. Take sum of both cards' DEFENSE. If even, defeat enemy.

Game Design — Assignment 3: Rulebook Page 7 of 18
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Justice League Fighters — S10/Z oL@\ {1

GREEN ARROW  [g]]

\V A

STEALER OF HEARTS YOU HAVE FAILED THIS CITY!
Disable SPECIAL ABILITY of current & next enemy card. Roll a dice & add that number to the ATTACK
of current & next friendly.

TEEN TITAN IN BRIGHTEST DAY
Reduce DEFENSE of current & next enemy card Double the DEFENSE of next friendly card.
by half even if defeated.
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Justice League Fighters —

ow  HARLEY QUINN (3] LEX LUTHOR

MAD LOVE | AM RICH

If this card is defeated, enemy has to spend +2 turns If this card is defeated, draw a new card from deck.
in Rest State.

WHY SO SERIOUS?

If this card is defeated, randomly destroy a card
in opponent's hand.
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Justice League Location Cards

LEAGUE

LDCOO1 WATCHTOWER METROPOLIS

BONUS EFFECT: BATMAN BONUS EFFECT: SUPERMAN BONUS EFFECT: WONDER WOMAN
Double all STATS of BATMAN No Rest State for SUPERMAN Randomly place a card from opposing player's hand
an Rest State 2.

SPECIAL EFFECT SPECIAL EFFECT SPECIAL EFFECT
DC Fighters go first regardless of SPEED. Reduce Rest State by 1for TITAN CARDS. Only fighters of DEFENSE 8 and above can fight here.
This affects Current Fighter and Fighter Cards already If a player does not have a card, opposing player draws a card,
in Rest State.

SPEEDFORCE

ATLANTIS

LDCO04 LDC00s

BONUS EFFECT: AQUAMAN BONUS EFFECT: CYBORG BONUS EFFECT: FLASH
Double DEFENSE of AGUAMAN (Replace Ability) Selectively pick a friendly card from hand FLASH always goes first.

and use that Special Ability.

SPECIAL EFFECT

Roll a Dice to decide who goes first regardless of SPEED.

SPECIAL EFFECT SPECIAL EFFECT
Fighters with lowest SPEED goes first. Switch to the next Location Card and use it for current turn
and next turn.

el BATCAVE LIAN YU il

BONUS EFFECT: CATWOMAN BONUS EFFECT: GREEN ARROW BONUS EFFECT: ROBIN

Randomly draw a Fighter Card from enemy's deck Add 6 ATTACK to GREEN ARROW and next player card. Reduce ATTACK of current & next enemy card by half
to player's hand. even if defeated.

SPECIAL EFFECT SPECIAL EFFECT
Disable Special Ability. Only fighters of DEFENSE 8 and below can fight here.

SPECIAL EFFECT
Reduce DEFENSE by half.

If a player does not have a card, opposing player draws a card
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BONUS EFFECT: GREEN LANTERN
GREEN LANTERN is used for the next turn.

SPECIAL EFFECT
Fighters with highest ATTACK goes first

ARKHAM ASYLUM @

BONUS EFFECT: HARLEY QUINN
If this card is defeated, select and draw a
previously discarded card from Defeated Deck.

SPECIAL EFFECT
Fighters with lowest DEFENSE goes first.

OmniVerse Rulebook

locon  ROCK OF ETERNITY @

BONUS EFFECT: SHAZAM
(Replace Ability) Roll a dice. If result is not 1, defeat enemy.

SPECIAL EFFECT
Both players discard a card of their choice and selectively draw
a previously discarded card (if discarded).

LEXCORP @

BONUS EFFECT: LEX LUTHOR
See upcoming 5 Location Cards only for the player
with LEX LUTHOR

SPECIAL EFFECT
Fighters with highest DEFENSE goes first.

PRSI

BONUS EFFECT: DOCTOR FATE
Disable Enemy Special Ability regardless of SPEED

SPECIAL EFFECT

Cards in Rest State +1.

ieois JOKER'S FUNLAND

3

BONUS EFFECT: JOKER
Select a Fighter Card from your hand & swap it
with a selected card from opposing player.

SPECIAL EFFECT

If a current fighter card is defeated,

destroy a card in hand instead.

Game Design — Assignment 3: Rulebook
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The Avengers Fighters — LY KGN

IRON MAN

2 turns in Rest State. 2 turns in Rest State.

CAPTAIN AMERICA @

MC004

2 turns in Rest State. 2 turns in Rest State.
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The Avengers Fighters — \I 32N\ {1

SCARLETWITCH ()

A,
=

MCO006

PHASING CHAOS MAGIC

Replace current enemy card with a random card from Roll a dice. If result is ODD, defeat enemy.
enemy hand.

POWER OF COSMOS SORCERY SUPREME
Roll a dice. If 1, 2 or 3, defeat enemy. Take sum of both cards' DEFENSE. If odd, defeat enemy.
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The Avengers Fighters — S18IZ 01 Hol.\: {1

BLACK WIDOW

‘l\‘ -
_— | —————

INCOGNITO

Disable SPECIAL EFFECT of current & next location. Roll a dice & reduce that number to the DEFENSE

MC009

ARSENAL
Double the ATTACK of current & next friendly card
even if defeated.

Game Design — Assignment 3: Rulebook
by Mohammed Salman Salim
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of current & next enemy.

WEBSLINGER
Double the SPEED of next friendly card.
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The Avengers Fighters —

CATCHPHRASE ASSEMLE

If this card is defeated, same enemy card If this card is defeated, randomly draw a
must be used next turn. previously discarded card.

TRICKSTER

If this card is defeated, destroy this card
and current enemy card.
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The Avengers Location Cards

AVENGERS COMPOUND

GAMMA LAB ASGARD

LMCO01 LMC002 Lmco03

BONUS EFFECT: JOKER BONUS EFFECT: HULK BONUS EFFECT: THOR ODINSON
Select a Fighter Card from your hand & swap it Rest State +1 (except for Titan Cards) for opposing current card Instantly recover all cards from Rest State.
with a selected card from opposing player. and cards on Rest State

SPECIAL EFFECT
If a current fighter card is defeated,
destroy a card in hand instead.

SPECIAL EFFECT SPECIAL EFFECT
Double DEFENSE. Increase Rest State by 1except for TITAN CARDS.
This affects Current Fighter and Fighter Cards
already in Rest State.

NEW YORK STARK TOWER D W e WESTVIEW

LMCO04

“

BONUS EFFECT: CAPTAIN AMERICA BONUS EFFECT: VISION BONUS EFFECT: SCARLET WITCH
Discard a card from hand and selectively draw a Fighter Card (Replace Ability) Replace current enemy card with (Replace Ability) Roll a dice. If result is not 6, defeat enemy.
from deck. Then shuffle deck. a selected card from enemy hand

SPECIAL EFFECT SPECIAL EFFECT SPECIAL EFFECT
Randomly place a Current Fighter from hand. Draw a new card. Place Current Fighter card. Then switch this Location Card
with the next Location Card.

TRISKELION BARTON'S HOMESTEAD

LMCO08

Y

BONUS EFFECT: BLACK WIDOW BONUS EFFECT: HAWKEYE BONUS EFFECT: WAR MACHINE

Selectively draw a Fighter Card from enemy’s discarded deck (Replace Ability) Reduce 6 DEFENSE of current enemy Reduce DEFENSE of current & next enemy card by half
to player's hand and next enemy card. even if defeated.

SPECIAL EFFECT SPECIAL EFFECT
Only fighters of ATTACK 7 and above can fight here, Only fighters of ATTACK 7 and below can fight here.

SPECIAL EFFECT
Double ATTACK
If a player does not have a card, opposing player draws a card If a player does not have a card, opposing player draws a card
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DAILY BUGLE

LMCO10

[ - _'-—
BONUS EFFECT: SPIDER-MAN

Opposing player has to use the same current Fighter Card
for next turn

SPECIAL EFFECT
Players have to sho lock the Fighter Card that
will be played in tl t turn to the other Player.

OmniVerse Rulebook

LMCon

BONUS EFFECT: CAPTAIN MARVEL
(Replace Ability) Roll a dice. If result is not 6, defeat enemy.

SPECIAL EFFECT
Only fighters of SPEED 7 and above can fight here.
If a player does not have a card, opposing player draws a card.

e SANCTUM sancTorum ()

BONUS EFFECT: DOCTOR STRANGE
Use Enemy’s Special Ability as DOCTOR STRANGE's
Special Ability first regarcless of SPEED

SPECIAL EFFECT

Instantly recover cards from Rest State.

wmcoiz  DEADPOOL'S APARTMENT @

BONUS EFFECT: DEADPOOL
If DEADPOOL is clefeated, mave it back to hand
instead of Defeated Deck

SPECIAL EFFECT
Swap ATTACK and DEFENSE of both players.

HELICARRIER

BONUS EFFECT: NICK FURY

See all Fighter Cards in enemy's hand.

SPECIAL EFFECT

Both players draw a card from opposite decks.

s JOTUNHEIM @

BONUS EFFECT: LOKI
Draw a card from Discarded Deck and swap it
with a random card from oppesing player.

SPECIAL EFFECT
Only fighters of SPEED 7 and below can fight here.

If a player does not have a card, opposing player draws a card

Game Design — Assignment 3: Rulebook
by Mohammed Salman Salim
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Game Structure and Flow

The 2-player game begins with each player choosing either Justice League or The Avengers.
After choosing, each player must take the 15 Fighter Cards of their chosen universe.

Each player must shuffle their 15 Fighter Cards and draw 6 random Fighter Cards to their hand
and keep the remaining 9 cards in the Deck Slot on the game board face-down.

All 30 Location Cards must be shuffled together and kept face-down on the Location Cards
Slot on the Game Board.

Turn & Round Structure

1.

7.

NOTE:

Each round begins with drawing a Location Card and keeping it face up on the Current
Location Slot on the Game Board. The Special Effect of that Location Card is activated.

Then the players are free to choose one Fighter Card and place it face down on the Current
Fighter Slot on the Game Board.

After both players place 1 Fighter Card face down, both cards must be turned face up together.
Bonus Effect of the Fighter Card is activated if the specific Fighter Card of the Location is
played.

The Fighter Card with the highest SPEED takes the first turn. The effect of the Special Ability
of that Fighter Card is activated. After considering the effect, if the ATTACK of the Fighter Card
is higher than the opposing Fighter Card’s DEFENSE, the opposing Fighter Card is defeated
and placed the Defeated Slot on the Game Board. If the opposing Fighter Card is not defeated,
the turn is shifted to the opponent and follows the same steps. (SPEED -> Special Ability ->
ATTACK -> DEFENSE)

While defeated cards are moved to the Defeated Slot, the cards that have not been defeated
are moved to the Rest State 1 Slot and undefeated ALY Cards are moved to the Rest State
2 Slot. This marks the end of a round. Cards previously in Rest State 2 Slot are moved to Rest
State 1 Slot and cards previously in Rest State 1 Slot and returned to the player’s hand.

If a Player has 4 Cards in their Defeated Deck Slot, that Player can draw a Fighter Card from
Deck. This can be done only once in a game session.

Repeat from Step 1 until a Player has 5 cards in their Defeated Deck Slot.

While this is the regular gameplay flow, the Special Abilities of Fighter Cards and Special

Effects of Location Cards bring variety to each turn. For Example, the card with the highest SPEED
may not always get the first turn as there are Fighter Cards and Location Cards that have Special

Abilities and Special Effects to change this.

Win & Lose Condition

WIN: Make the opposing player have 5 cards in their Defeated Deck Slot.

LOSE: Have 5 cards in Defeated Deck Slot.
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