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The people of Etheria will no longer tolerate the tyranny of the Evil Horde! It’s time to rise. It’s time for the rebellion! 

The Great Rebellion is an expansion to Masters of the Universe: Battleground, introducing a new faction to the game, 

new terrain pieces, and battleground setups. Rebel against evil!

Version 1.0
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This section describes the content of The Great Rebellion.

MAGIC FOREST
A Magic Forest is a 4-hex terrain piece treated as a low 

obstacle (it provides cover but does not block line of sight), 

with one notable difference:

ULTIMATE SKILLS
Some fate cards included in this expansion have bonuses 

described as ultimate skills. Any character can be activated 

with those fate cards, but only the character mentioned in the 

bonus description can use those bonuses

BASIC CONCEPTS FAQ

The active character on a hex adjacent to a Magic Forest 

can teleport to any hex adjacent to any Magic Forest by 

paying 1 mana for every hex the character will traverse. 

Massive characters can’t use Magic Forests.

Magic Forest 
(4-hex pieces)

SUB-ZERO
Frosta’s Sub-Zero skill takes effect after the card used to activate 

a character is fully resolved. The activated character will receive 

mana and the card’s bonus before Frosta uses her skill.

ICE SPELL
When Frosta uses her Ice Spell during an interruption, she 

won’t suffer the penalty for attacking during an interruption. 

Still, she can suffer penalties from other sources, like the 

target being behind the cover.

INITIATIVE BONUSES
All effects that influence characters activated with specific 

initiatives won’t affect characters that weren’t activated this 

round.

BOW’S BUFFS
Whenever Bow loses a buff during an activation phase, the 

active player chooses which buff he loses.

During the clean-up phase, Bow loses all his buffs. If any effect 

says that Bow should not lose a buff, the controlling player 

can choose one of Bow’s buffs to keep. This effect can be 

cumulative.
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BATTLEGROUND TERRAIN

Objective  
Token 

Column  
(1-hex piece)

Ladder 

High Obstacle  
(4-hex piece)

High Obstacle  
(3-hex piece)

Mixed Height Obstacle 
(4-hex piece)

Low Obstacle  

Platform 

Mixed Height Obstacle 
(3-hex piece)

Magic Forest 
(4-hex piece)
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ADVANCED BATTLEGROUNDS
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Setup:

Place six initial objective tokens on hexes: M6, M12, O15, 

K15, M18, and M24. Do not place any additional tokens 

on the battleground. Those objectives represent flowers 

of power.

Special Rules:

During this scenario, players don’t receive any VPs for 

claiming objectives.

Once a character claims an objective, place that objective 

token on that character’s card. From now on, that 

character carries the objective. There is no limit to how 

many objectives each character can carry.

Characters standing in the Forbidden Forest (marked 

by red hexes) use one fewer die in defence tests (to a 

minimum of one).

Characters use one more die in attack tests for every 

objective they carry.

When a character knocks out an enemy, they claim all 

objectives carried by that enemy, no matter the distance 

between those characters.

Victory Conditions:

The player who claims at least five objectives before the 

end of the fourth round wins the game.

Otherwise, follow the standard victory conditions.
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First-player deployment zone Second-player deployment zone

Setup:

Place five initial objective tokens on hexes: F5, F26, K8, 

K22, and O15. Do not place any additional tokens on the 

battleground.

The first player always plays as the Great Rebellion.

The second player chooses one of the remaining factions.

Neither of the players can choose their deployment zone.

Special Rules:

During this scenario, players don’t receive any VPs.

Once per activation or interruption, the first player can 

use a Magic Forest without spending any mana to teleport 

the active character up to 5 hexes. 

The second player can’t use Magic Forests.

The second player can’t claim objectives.

Victory Conditions:

The first player wins the game if they claim at least four 

objectives before the end of the fourth round.

Otherwise, the second player is victorious.
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