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JOLLY ROGER

CAPTAIN HOOK

SKULL ROCK MERMAID LAGOON LOST BOYS’ HIDEOUT

CAPTAIN HOOK’S
OBJECTIVE

Defeat Peter Pan
at the Jolly Roger.
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FORBIDDEN MOUNTAINS

MALEFICENT

BRIAR ROSE’S COTTAGE THE FOREST KING STEFAN’S CASTLE

MALEFICENT’S
OBJECTIVE

Have a Curse  
at each location.

21

3

1

THE JAIL

PRINCE JOHN

NOTTINGHAMFRIAR TUCK’S CHURCHSHERWOOD FOREST

PRINCE JOHN’S
OBJECTIVE

Have at least 20 Power  
and Robin Hood at The Jail. 3 2 

1 1

URSULA’S LAIR

URSULA

ERIC’S SHIP THE SHORE THE PALACE

URSULA’S  
OBJECTIVE

Have the Trident and  
the Crown at Ursula’s Lair.

ACTION SYMBOLS
Gain Power

Discard Cards

Move a Hero
Play a Card

Vanquish

Move an Item or Ally

Fate

from the Cauldron equal to the 
number in the symbol. 

at any location in your Realm 
to an adjacent location. 

at any location in your Realm 
to an adjacent location. 

a Hero at any location in your 
Realm by using one or more 
Allies at the Hero’s location. 

from your hand  
(any number). 

from your hand. Pay its  
cost if there is one. 

an opponent to hinder their 
progress. Reveal the top two cards 
from their Fate deck and choose 
one to play. 
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from their Fate deck and choose 
one to play. 
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4 Reference Cards

Components

4 Realms

1 Cauldron 40 Power Tokens

4 Villain Guides

4 Villain Movers

4 Villain Decks (30 cards each)

4 Fate Decks (15 cards each)

Captain Hook Maleficent Prince JohnUrsula

CAPTAIN HOOK
VILLAIN GUIDE

Use your Allies to defeat 
Peter Pan (and other Heroes) 
with the Vanquish action. 

Finally, Defeat Peter Pan

CANNON

Item

This location gains:

2

No additional Ability.

PIRATE BRUTE

Ally 4

3

BOARDING PARTY

Boarding Party may be used to 
defeat a Hero at their location or 

at an adjacent location.

Ally 
2

2

SMEE

Smee gets +2 Strength if 
he is at the Jolly Roger.

Ally 

2

2

Play Cannon to add 
a Vanquish action 
to any location.  Watch and learn  

how to play Captain Hook!
www.ravensburger.com/playcaptainhook

MALEFICENT
VILLAIN GUIDE

Be Ready for the Heroes 

DRAGON FORM

Effect

Defeat a Hero with a Strength 

of 3 or less. If a Fate action 

targets you before your next 

turn, gain 3 Power.

3

MALICE
During their turn, if another player defeats a Hero with a Strength of 3 or more, you may 

play Malice. Defeat a Hero with a Strength of 3 or less. 
Condition

Ally 

SINISTER GOON

Sinister Goon gets 

+1 Strength if there are any 

Curses at his location.

3

2

Ally 

CACKLING GOON

Cackling Goon gets +1 Strength 

for each Hero at his location.

1

1

RAVEN
Before Maleficent moves, you may move Raven to any location and perform one available action at his new location. Raven cannot perform Fate actions.1

Ally 

4

The Heroes in your Fate deck will slow 
you down. Play Allies to the bottom 
of your Realm to play Curses and 
to defeat Heroes with the Vanquish 
action. Malice and Dragon Form also 
help you defeat Heroes. 

Watch and learn  
how to play Maleficent!
www.ravensburger.com/playmaleficent

SET A TRAP

You may move an Ally to a new location. Reveal the top four cards of your Fate deck. You may play a Hero. Discard the rest.

Effect

0

COWARDICE

During their turn, if another 
player defeats a Hero, you 

may play Cowardice. Reveal 
the top four cards of your 
Fate deck. You may play a 

Hero. Discard the rest.

Condition

PRINCE JOHN
VILLAIN GUIDERobin Hood may turn up 

when an opponent Fates 
you, but, if he doesn’t, you 
can play Set a Trap and 
Cowardice to find him or 
defeat Maid Marian. When 
you defeat Robin Hood, he’s 
automatically thrown in Jail. 

Find Robin Hood and Defeat Him!

Hero

MAID MARIAN

When Maid Marian is defeated, 

find Robin Hood and play him.

3

Hero

ROBIN HOODWhen Robin Hood is revealed or 
found, you MUST IMMEDIATELY PLAY 

HIM to Sherwood Forest. Any other 
Fate cards revealed during this action 
are discarded. When Robin Hood is defeated, he is not discarded,  instead move him to The Jail.

5

Watch and learn  
how to play Prince John!
www.ravensburger.com/playprincejohn

URSULA
VILLAIN GUIDESeveral of the Heroes in your Fate deck will try 

to mess with your plan by moving items and 
blocking actions. Normally, heroes are defeated 
with Allies using the Vanquish action. Ursula 
doesn’t have any Vanquish actions 
on her board. She will need to play 
Binding Contracts to locations to gain 
one-time-use Vanquish actions.

Keep Heroes Out of Your Way!

Item

BINDING CONTRACT

Play Binding Contract to the 

Palace. This location gains 

When this Vanquish action is 

performed, place Binding Contract 

in the discard pile.

2

Item

BINDING CONTRACT

2

Play Binding Contract to Eric’s Ship. 

This location gains 

When this Vanquish action is 

performed, place Binding Contract 

in the discard pile.
Item

BINDING CONTRACT

2

Play Binding Contract to  Ursula’s Lair. This location gains 

When this Vanquish action is performed, place Binding Contract in the discard pile.

Item

BINDING CONTRACT

2

Play Binding Contract to The Shore. 

This location gains 
When this Vanquish action is 

performed, place Binding Contract 

in the discard pile.

Watch and learn  
how to play Ursula!
www.ravensburger.com/playursula

Game Overview 
Each Villain has a different Objective with different cards, 
special abilities, and challenges. On your turn, you will move 
your Villain Mover to a location in your Realm and perform 
any or all of the actions that are available there. Through these 
actions, you will play cards from your Villain deck as you work 
to achieve your Objective. On their turns, your opponents may 
play cards from your Fate deck to hinder your progress. 

Objective 
Each Villain’s unique Objective can be found on their portrait 
and in their Villain Guide. Refer to the guide for tips on how to 
achieve your Objective. As soon as a player has achieved their 
Villain’s Objective, the game ends and that player  
is the winner! 

Instructions

2 to 4 Players • Ages 10 and Up • 20 Minutes per player

Reading rules can bring out  
your true inner villain.  
Watch and listen instead!  

Contents: 4 Villain Movers, 120 Villain Cards, 60 Fate Cards, 4 Realms,  
4 Villain Guides, 4 Reference Cards, 40 Tokens, 1 Cauldron, Instructions
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FORBIDDEN MOUNTAINS

MALEFICENT

BRIAR ROSE’S COTTAGE THE FOREST KING STEFAN’S CASTLE

MALEFICENT’S
OBJECTIVE

Have a Curse  
at each location.

1 1 2

3

JOLLY ROGER

CAPTAIN HOOK

SKULL ROCK MERMAID LAGOON LOST BOYS’ HIDEOUT

CAPTAIN HOOK’S
OBJECTIVE

Defeat Peter Pan
at the Jolly Roger.

Actions covered
by a Fate card are not 

available and may 
not be performed.

If you move to 
this location, you 
may perform all 

four actions.

Hero

PRINCE PHILLIP

When Prince Phillip is  
played, you may discard all 

Allies from his location.

5

ACTION SYMBOLS
Gain Power

Discard Cards

Move a Hero
Play a Card

Vanquish

Move an Item or Ally

Fate

from the Cauldron equal to the 
number in the symbol. 

at any location in your Realm 
to an adjacent location. 

at any location in your Realm 
to an adjacent location. 

a Hero at any location in your 
Realm by using one or more 
Allies at the Hero’s location. 

from your hand  
(any number). 

from your hand. Pay its  
cost if there is one. 

an opponent to hinder their 
progress. Reveal the top two cards 
from their Fate deck and choose 
one to play. 
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1. 2.

3.

As soon as a player has fulfilled their Villain’s Objective, the game ends and that player is the winner. It does not matter what 
location your Villain Mover is at or what Heroes remain in your Realm, as long as you fulfill your entire Objective, as described in 
your Villain Guide. 

Your Realm 
Each player has their own Realm. All cards played to your Realm are considered to be in your Realm. Cards in your hand, decks, 
and discard piles are not in your Realm. Card Abilities only affect cards in the same Realm.  
No card in one Villain’s Realm will ever affect a card in another Villain’s Realm.

1

3

Move Your Villain
Move your Villain Mover to a different location. You may 
move to any other location in your Realm. You cannot 
stay in the same location.

Draw Cards
At the end of your turn, if you have fewer than four 
cards in your hand, draw from your Villain deck until you 
have four. If you need to draw from your deck when it is 
empty, shuffle your discard pile to form a new deck.

On Your Turn  
Do the following, in this order:

2 Perform Actions
Each location has symbols representing the actions you 
may take when you move there. You may perform all of 
the available actions in any order. Each action may be 
performed one time for each symbol that appears. All 
actions are optional. (See Types of Actions on  
the next page.)

During the game, actions may become covered by Fate 
cards. If an action is covered, that action is unavailable 
and may not be performed until the card covering it is 
moved or discarded. Now it’s the next player’s turn.

How to Win

Note: You must wait until the end of your turn to 
draw back to four cards, even if you have fewer than 
four at the start of your turn.

Cauldron of 
Power Tokens

1

2 5

3

4
Setup

Each player chooses a Villain and 
takes that Villain’s corresponding 
Realm, Mover, Villain and Fate 
decks, Villain Guide, and a 
Reference Card.

Place your Realm in front of 
you. Each Realm contains four 
locations. Place your Villain Mover 
on the Villain’s portrait. 

Shuffle your Fate deck and place 
it face down to the left of your 
Realm, above your Villain deck. 
Leave room for a discard pile.

Shuffle your Villain deck and  
place it face down to the left of 
your Realm. Leave room for a 
discard pile.

Draw a starting hand of four cards 
from your Villain deck. You may 
look at your cards, but keep them 
secret from the other players.

6

7

8

Place the Power Tokens in the 
Cauldron and place it within reach 
of all players. Give each player 2 
Power Tokens.

Choose a player to go first.

Each player reads the Objective on 
their portrait out loud so all players 
know each Villain’s Objective.

Player Setup
Villain Mover

Realm

4 LocationsObjective

Starting Hand Villain GuidePower Tokens Reference Card

Fate Deck 
Discard Pile

Villain Deck 
Discard Pile

Villain Deck

Fate Deck

CAPTAIN HOOK
VILLAIN GUIDE

Use your Allies to defeat 
Peter Pan (and other Heroes) 
with the Vanquish action. 

Finally, Defeat Peter Pan

CANNON

Item

This location gains:

2

No additional Ability.

PIRATE BRUTE

Ally 4

3

BOARDING PARTY

Boarding Party may be used to 
defeat a Hero at their location or 

at an adjacent location.

Ally 
2

2

SMEE

Smee gets +2 Strength if 
he is at the Jolly Roger.

Ally 

2

2

Play Cannon to add 
a Vanquish action 
to any location.  Watch and learn  

how to play Captain Hook!
www.ravensburger.com/playcaptainhook
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Item

3

Ally 

Hero

Hero

HeroEffect

Example: You reveal two cards from an 
opponent’s Fate deck, and choose to play the 
Hero. Discard the other card you revealed to the 
opponent’s Fate discard pile. Play the Hero to 
any location in the opponent’s Realm, covering 
the action symbols on the top of that location.

Opponent’s  
Fate Discard Pile

Opponent’s  
Fate Deck

Example: Pay the Cost (3 Power),  
then play this Item to any location.

Gain Power  
Take Power from the Cauldron equal to the number in the 
symbol on your location. Power is the currency in the game.  
You’ll use it to pay for the cards you play. 

Play a Card  
Play a card from your hand. You may play one card for each Play 
a Card symbol on your location. 

Most cards have a Cost in the upper-left corner. When you play a 
card, you must pay its Cost by returning that many Power to the 
Cauldron. If you do not have enough Power to pay a card’s Cost, 
you may not play the card. 

Ally and Item cards are played to the bottom of your Realm to 
any location. Effects and Conditions are one-time abilities that 
are played and immediately discarded.  
(See Types of Cards.) 

Fate     
Choose this action when you want to slow down your opponent. 
First, choose an opponent to target. Then, reveal two cards from 
the top of their Fate deck. Choose one card to play and discard 
the other face up to that opponent’s Fate discard pile. You decide 
how to use the Fate card’s Ability against your opponent. 

A Hero may be played to any location in that opponent’s Realm. 
Play the Hero to the top of their Realm, blocking the top two 
actions in a location. (See Types of Cards.)

Types of Actions 
Your Villain’s location dictates what actions you may perform.
However, the results of those actions can occur at any location.

Vanquish    
Defeat one Hero at any location in your Realm by using one or 
more Allies that are already at the same location as the Hero. 
Each Ally and Hero has a Strength (lower-left corner) which may 
be modified by other cards in the Realm. The Ally must have a 
Strength equal to or higher than the Hero’s Strength.

Multiple Allies may be used by adding their Strengths together. 
To Vanquish the Hero, discard the Ally (or Allies) to your Villain 
discard pile. Discard the defeated Hero to your Fate discard pile.

Move a Hero    
Move one Hero at any location in your  
Realm to an adjacent location.

Discard Cards  
Discard any number of cards from your hand. Cards should 
be discarded face up to your Villain discard pile. Getting rid of 
unwanted cards will help you cycle through your deck and give 
you new cards to play on your next turn. 

When discarding, do not immediately draw new cards. You must 
wait until the end of your turn to draw back to four cards. 

Now that you know the basic rules, read your Villain Guide 
and look at your cards. Refer to your Reference Card  

for a reminder about each action!  

Move an Item or Ally  
Move one Item or Ally at any location in your Realm to an 
adjacent location. You may not move an Item that is attached 
to an Ally or Hero, but, if you move an Ally, all Items attached to 
them are moved with them. 

Take 2 Power.=

Example: You have three Allies at the same 
location as a Hero with a Strength of 5. Because 
two of the Allies have a combined Strength of 
5 (4+1), only those two Allies need to be used to 
Vanquish the Hero. Discard the Hero and the two 
Allies. The third Ally remains at the location.

Each Board is different, and 
some of these actions may 
not appear on your Board.

1

Hero
5

1

Ally 4

Villain Deck 
Discard Pile

Fate Deck 
Discard Pile
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Item

Ally 

Item

DINGLEHOPPER

When Dinglehopper is played, 
attach it to a Hero. Each time 
Ursula moves to this location, 

she loses 1 Power.

Item

CROWN

Crown can only be played 
to The Palace.

2

Effect

RETURN TO FORM

Choose a Hero with a 
Strength of 4 or less from 

Ursula’s Fate discard pile. Play 
that Hero to Ursula’s location.

Effect

GROW GIANT

Perform one available action at a 
location adjacent to Ursula.

1Types of Cards
Each player has two decks of cards: Villain cards and Fate cards. You play 
your Villain cards from your hand to the bottom of your Realm, while your 
opponents play your Fate cards to the top of your Realm. 

URSULA ©Disney EN01URSULA ©Disney EN01

Villain Cards Fate Cards

Hero

SEBASTIAN

Villain Items cannot be moved 
to Sebastian’s location.

2Strength

Ability

Name

Card Type

FLOTSAM

Flotsam is not discarded 
when they are used  

to defeat a Hero.

Ally 4

2

Strength

Cost

Ability

Name

Card Type

Ally cards appear only in your Villain deck and represent your Villain’s henchmen, 
helpers, and pets. To play an Ally, pay its Cost (shown in the upper-left corner) and 
place the card below any location in your Realm.

Once Allies have been played to a location, you may use them to defeat Heroes 
at the same location by performing the Vanquish action. Each Ally has a Strength 
(shown in the lower-left corner), which may be modified by other cards in the Realm. 
Additionally, most Allies have an Ability that affects other cards or actions. Once an 
Ally is in your Realm, you’ll need to decide whether to use it to defeat a Hero or keep 
it in your Realm for its Ability.

Hero cards appear only in your Fate deck and represent the irksome do-gooders 
who are trying to slow down the Villains. You play Heroes from your opponents’ Fate 
decks by performing the Fate action. To play a Hero, place the card so it is covering 
the top of any location in that opponent’s Realm.

You can use a Hero to hinder an opponent’s progress by covering useful actions. 
The actions covered by a Hero are no longer available until the Hero is moved or 
defeated. Each Hero has a Strength (shown in the lower-left corner), which may be 
modified by other cards in the Realm. Additionally, most Heroes have an Ability that 
makes it harder for your opponent to achieve their Objective.

Effect cards happen immediately and are then discarded. To play an Effect, pay its 
Cost (if one is shown in the upper left corner), do what the card says, then discard it 
face up to the appropriate discard pile. If you cannot do what the card says, you may 
not play that Effect. Effects are considered to be in your Realm when they are played, 
but leave your Realm when discarded.

Condition cards are played during an opponent’s turn. They are not played by 
performing a Play a Card action. During an opponent’s turn, if you have a Condition 
in your hand and the requirement on the card is met, you may immediately play the 
card, do what it says, and then discard it face up to your discard pile.

After a Condition is played, the opponent’s turn continues. Do not draw a new card. 
You must wait until the end of your turn to draw back to four cards.

Item cards appear in both the Villain deck and the Fate deck and have an Ability 
that affects other cards or actions. To play an Item from the Villain deck, pay its Cost 
(shown in the upper-left corner) and place the card below any location in your Realm, 
unless the card says to attach it to an Ally. 

If an Item says to attach it to an Ally, you must place the Item under an Ally at any 
location in your Realm. If there are no Allies available in your Realm to attach the 
Item to, you may not play that Item. If an Ally with an Item attached is moved or 
discarded, all attached Items are moved or discarded with them. There is no limit to 
the number of Items that may be attached to an Ally.

All Items from the Fate deck are attached to a Hero. To play an Item from the Fate 
deck, place the card under a Hero at any location. 

Example: If an Item says it must be 
attached to an Ally, play it underneath 
the Ally of your choice.

ARROGANCE

During their turn, if another 
player defeats a Hero with a 
Strength of 3 or more, you  

may play Arrogance.  
You may play an Ally or Item 

from your hand for free.

Condition
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The Finer Points of Villainous
Realm
•  There is no limit to the number of Villain cards or Fate cards 

that may be played to a location. As cards are played to 
locations, slightly offset them so all cards at a location can 
be seen.

•  When an action on your board is uncovered, it is 
immediately available and may be performed if your Villain 
is at that location and it is still your turn.

•  Any card that is at a location on your Board is considered to 
be in your Villain’s Realm. A card’s Ability is ongoing and in 
effect for as long as the card remains in your Realm.

Revealing vs. Looking at Cards
If a card instructs you to reveal cards, either from your hand or 
from your Villain or Fate deck, turn each card over so that all 
players can see them. If a card instructs you to look at cards, 
either from your Villain or Fate deck, you may look at them 
privately, keeping them secret from the other players. 

Card Abilities 
•  If a card’s Ability is triggered when it (or another card) is 

played, the Ability is not triggered if it is moved. Likewise, 
if a card’s Ability is triggered when it (or another card) is 
moved, the Ability is not triggered if it is played.

•  If an Ability on a card violates a rule in the Instructions, the 
card takes precedence.

•  When a card instructs you to discard, you do not need to 
use the Discard action to do so.

•  If a card instructs you to find a specific card, follow the card’s 
instruction on where to find it. If no instruction exists find 
the card in this order: in play, in a discard pile or an deck 
(Villain or Fate). Reshuffle any deck searched.

Reshuffling
If you ever need to draw from an empty deck, shuffle the 
discard pile to form a new deck. 

Fate Deck
•  The Fate deck includes villain-specific cards that will mess 

with their goals, including the Heroes the Villains faced in 
the Disney movie they came from.

•  If one or both of the Fate cards cannot be played (for 
example, you revealed an Item and there is no Hero in the 
Realm to attach it to), they cannot be played and must be 
discarded. Fate favored your opponent this time!

Heroes
•  If a Hero has a strength of 0, you must still use the Vanquish 

action or a card ability to defeat the Hero, but no Allies need 
to be discarded. 

•  If there are multiple Heroes at a location, they can be 
defeated in any order.

•  Card Abilities that allow you to “defeat” or “remove” a Hero 
do not require you to discard Allies or perform a Vanquish 
action. 

•  If there are multiple Heroes at a location, and the Hero 
covering the action symbols is defeated, move any other 
Heroes down so one of them covers the symbols.

•  If a Hero with an Item attached is moved or discarded, all 
attached Items are moved or discarded with them. 

•  There is no limit to the number of Items that may be 
attached to a Hero.

Now that you’ve mastered Introduction to Evil, you can play a more strategic 
version of the game. Other Disney Villainous versions include a slight Setup 
variation. It’s up to you if you prefer that method or the one presented here.
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