
Getting Started 
Number of Players: 6-10 
Age: 9 or older 
Space: You want a lot of it, ideally at least 30 feet x 30 feet. Bigger is 
Better, especially with more players  

…what just happened? 
Did you feel that? Maybe you were zapped by lightning or bitten by a 
radioactive octopus or something else out of the ordinary happened to you. 
But, hey, good news: you now have a Superpower.  

Choose your Superpower wisely, (it will affect the game), read your card to 
learn about your superpowers, and hang on to the card. then: 
• Come up with your Superhero name.  
• create a logo that you can proudly wear. 

Now put your Superpower card in the plastic sleeve and attach a lanyard 
string to it. Wear it around your neck with your Logo facing out for 
other heroes to see.  

Welcome Hero!  
As a newly minted Superhero, it’s time to join a superhero league. The 
Superherolympics are the audition for the greatest superhero league of all 
time - The Superherolympians! to prove that you belong among the best of 
the best you must master your powers to work together with other Heroes 
to defeat each villain! 

Your Objective: 
Be the first hero with 3 Gold Medals to be declared the 
winner! 



Let the games begin! 
First, you’ll need to setup 
Superhero Stadium. Superhero 
Stadium is the center base 
where you’ll get matched with 
a partner for every Round. 
Use the game board, spinner, 
and identity and mission card 
decks to create superhero 
stadium. Next, setup the four 
Headquarters (HQs) that form 
a circle around it (see the 
picture below). Use the 
plastic rings in the game box 
for the HQs 

Headquarter should be at 
least 15 feet from the 
Stadium. If all the 
Superheroes agree that they 
want the Headquarters to be 
farther, go for it! 

With Superhero Stadium and 
the HQs setup, you’re almost ready to start Round 1! Every Round has a few 

steps with different tasks. You can 
find out more about each step on 
the next page. 

A Word About Honor 
A superpower is a privilege and a 
responsibility. You will know your 
own powers better than the other 
players, so use them wisely. 
Misusing your powers results in 
disqualification from the round 
you’re playing and a penalty of 1 
Gold Medal. 

If you ever have to count something 
down (a freeze or a delay), count 

out loud “1 Superhero, 2 Superhero…” 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Setup: Superhero Stadium & the 4 HQs

1: Spin for partners at Superhero 
Stadium

2: Draw & Read the Identity Card

3: Go to HQ to tell the Identity 
Story with your Partner

4: Draw & Read the Mission Card

5: Go to HQ to complete the 
Mission with your partner

6: Return to Superhero Stadium 
for the winning Pair to share 
how they defeated the Villain



Ready to Start? 
All Superheroes gather in a circle around the Stadium. The Superhero with 
the last birthday in the year is the first to spin the spinner to find a 
partner (so if you were born on December 31st - it’s you). 

The first pair goes to HQ1. The person to the left of the person who spun 
gets to spin next and gets matched with a partner - they go to HQ2. Keep 
going until everyone is matched.  

If there is an even number of heroes: 
The last pair gets the honor of drawing the cards for this round. That 
pair will stay at the Stadium for the Identity card, and then go to their 
HQ after drawing and sharing the Mission Card.  
If there is an odd number of heroes: 
The last Hero remaining is the referee for this round. That hero draws & 
reads both the identity card and the Mission card. That hero also gets to 
resolve any disputes that come up during the Mission. 

Draw an Identity card. Read it loud enough that everyone can hear, place it 
face up in the discard pile, then start the 1-minute timer. When the timer 
goes off loudly call out “Time!”  

Now draw a Mission card. Read the Mission card loud enough for everyone 
to hear - everyone is competing in the same mission, after all - Then place 
it face up in the discard pile. 

There are 3 kinds of missions, and they affect different superpowers - for 
better and for worse: 

• Throwing - go to your HQ and choose 1 hero to be the Thrower and 1 
Hero to be the Director. The Team at HQ1 takes the first turn, and then 
turns rotate clockwise until the mission is complete. 

• Racing - Choose roles based on the mission and your powers. Everyone 
will race at the same time starting from their HQs. 

• Chaos - Start from Your HQs to complete the mission objective. 

When the Mission is over, all teams return to the Stadium. The winning 
Pair each collects one Gold Medal and tells the story of how their Pair 
defeated the villain by telling what their partner did to lead them to 
success.  

One player from the winning pair spins first to find a new partner, the 
second player on the winning team spins next. The winning team must 
find new partners for the next round. Then new cards are drawn 



just like before, and the new round starts until somebody has 3 Gold 
Medals. 

Mission Supplies Needed

Ultimata None

Mecha 3.x Stickers/Flags

Silas McBlizzard • Bean bags 
• Game box (to hold the bean 
bags)

Supervine • Bean bags (randomly tossed 
around as obstacles) 

• 1 Blindfold/pair to use to tie 
legs together

Dreamstalker • Bean bags 
• Game box to catch the bean 
bags 

• 1 Blindfold/pair

General Mayhem • Bean bags 
• 1 Blindfold/pair


