UMBERS LEAGUE

RULEsS

AT THE START OF A GAME PICK
oNe Doomspay Device CArD.
PLACE ™ ON THE VILLAN N THE
Roaues GALLEY WTH THE
HEGHEST NUMERICAL VALUE.

PLAYERS CAN CAPTURE JusT THE
VILLAN WiTH THE Doomspay
DEeVICE BY MATCHNG s
WEAKNESS OR THEY CAN CAPTURE
THEM BOTH BY MATCHNG THE
VILLAN'S MODIFED WEAKNESS.

KILLER

IF JusT THE VILLAN IS CAPTURED
THE Doomspay DevicE ALWAYs
MOVES TO THE REMANNG VILLAN
WITH THE LOWEST NUMERICAL
WEAKNESS.

PLUS ok MINUS

IF A VILLANS WEAKNESS IS
POSITIVE THAN YOu ADD THE VALUE
oF THe Doomspay Device. IF A
VILLAN'S WEAKNESS 1S NEGATIVE
THAN You SUBTRACT THE VALUE
oF THe Doomspay DevicE.

DISARMED

IF ALL THE VILLANS ARE
CAPTURED AND THE DoomsDAy
DEVICE HAS NO PLACE TO GO THE
GAME IS OVER AND NO PLAYER
GeTs 1O CLAM THE Doomspay
DEVICE FOR THER VICTORY PILE.
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