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Section 1 Rulebook

General
e Many figures have been published with rules detailing their All d f inale effect is dealt simult | |
abilities. The specifics of these abilities are overridden by the ¢ amage Irom a singie efiect Is dealt simuitaneously, uniess

inti f the ability in theleroClix P Abiliti otherwise specified. For ex_ample if two characters are both hit
dC(;srgrlp ion ot the abiity In eroClix Powers and Abilities by the same Energy Explosion or Throw a Grenade attack, all of

the damage from that attack is dealt at theesame, so any
damage transfer will be combined.

o Damage dealt which is transferred to another character is not
considered to be from an attack, unless otherwise stated.

Damage Dealt

e Typographical errors (such as a missing period) that do not
impact the way in which a game effect would be played are not
listed in Part 1 as errata, though the corrected form of the game
effect would appear in Part 2. . S

« Unless otherwise noted, game effects only occur once each time e Unless otherwise stated, damage dealt which is transferred from
they would app ! tyebeghming of goxraump | e E%?racter may not lensferred back to that character at a
you may heal Wolverine of 1 dam tﬁr
this once.

e Game effects which refer to a Dam@g&-ﬂﬂkeﬁ efer to a fAcharacter?o

gameplay purposes. _  The amount of damage a character takes is always considered
* OnPage 6add the following as a bullet point undee the specific number of clicks applied before stopping. If a
ReplacingChaact er s secti on: iYou may opdpyadedd aic€ Ro6d or has a
character if that character beggydp, theddmade takef is determited accordihdly. ¥ © U
e On Page 16, there is no bracket at the end of the sentence
describing defeated characters.

é"ge'is an instruction to do

gam
r - fo

Double Power Actias

Actions ¢ In order to use a double power action, a figure must be able to

. i be given two action tokens.
eThe phrase fafter actions resolveodo means that the effect does

occur untilall currently active actions have resolved. .
y Epic Battles

Battle M ap Removal e Any game with a build total between 4@000 points is

considered to be an epic battle.
e Characters that are removed from the battle map are not affected

by Battlefield Conditions. .
e Characters that are rewed from the battle map are not affected Event Dials
by game effects that characters on the battle map use (unless it e Event dials included as part of your force aiié subject to
says otherwise). having the approval of your opponents.
e Characters that are removed from the battle map may not use
their own powers, abilities, or feats except as stipulated by the Free Actions

effectremoving them from the battlefield. N
¢ If a game effect allows you to perform a specific power or

ability as a free action, then that effect is not considered to be
Charactergmoved to Game Elements) the type of action which would normally be given. (For

b exampe, when Zoom uses Flurry during Hypersonic Speed,

copcldomdio boort oo foverniine plovepanocs e Cl there is no close combat action given.)

caused-the-addition. o Free actions may be used during the beginning of turn and
during the end of turn.

Combat Values

¢ \When an attack roll iserolled, the combat values used for the Game Elements

first roll will be used for the second roll. e Game elements that are added into the game after it begins are
consideed to be part of the force of the player whose effect
Compatibility caused the addition.

e All HeroClix game lines are compatible with all othégroClix

game lines.HeroClix has two game systemderoClix: Alpha Horde Tokens

characters can be playedHieroClix by treating every colored ¢ When stacked, horde tokens count as one figure for all purposes
power as a standard power (not the description on the character with a point cost of the cost of one token times the number of
card) and by using the character card for the keywords. tokens in the stack.
e As tokens and stlis merge into a single stack, any game effects
Critical Hits with an ongoing duration (e.g., Perplex, Super Strength, Relics,
- . . etc.) that are affecting the token/stack are now affecting the
e A critical hit increases the damage dealt to any character hit by stack. In the cases where this causes an illegal condition (e.g.,
an attack that deals dage holding two obgcts), the token/stack joining the stack has the

game effect ignored as it joins the stack (e.g., the second object
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would be dropped). When a token leaves a stack, any game
effects affecting the stack no longer affect the token.

e You may only stack tokenshich began the game as part of
your force (or were returned to the game as part of your force).

e Two individual tokens may merge into a stack.

e The 50 point limit on returning tokens applies per turn.

¢ A stack cannot be carried.

Ignoring

o A character which igores a game effect may still be targeted
with that game effect. Any special attributes of that effect will
be ignored. For example, a character with the Repulsor Shield
feat that is hit with an attack using Ranged Combat Expert
would not ignore the attécit would ignore the +2 damage dealt
provided by the Ranged Combat Expert power.

e Game effects which alter t
defeated cannot be ignored.

¢ Game effects which have you make a choice at a specific
occurrence may be ignordaljt if the power is being ignored
when the choice would be made, this choice is made
immediately after the effect is no longer ignored.

e When a game effect says that a character ignores a power or
ability, it only ignores that power or ability on other chaters
unless otherwise noted.

he

Initiative

e There are many mechanics which require player(s) to select
things at the beginning of the game. The initial-offlbetween
players to determine who goes first is used to determine which
player performs allof#ni r fAstart of gamedod

Keywords

o Diacritics (such as the dots above an (i) are the same as their
standard letter counterpart. For example, Bliidhaven is the same
as Bludhaven.

e Hyphens do not alter a keyword. For example, Legion of Super
Heroesds the same as Legion of Suggeroes.

¢ Thefollowing keywords are generic keywords: Assassin, Pilot

Knock Back

e Powers and abilities that would prevent knock back are checked
for before damage from the attack is applied.
o—Knock-backis-neteconsidered-te-ovement.

Lines of Fire

e When a character has the ability to ignore the effects of other
characters for line of fire purposes, it refers only to the fact that
character bases do not affect the line of fire. This ability alone
would not allow the characterawing a line of fire to ignore
powers or abilities by other characters.

e When a character draws a line of fire to an object held by a
character, they do not need to draw a line of fire to the character
holding the object, only the square itself. Therefabilities like
Stealth would not prevent the line of fire from being drawn.

e Some special powers allow a character to use a standard power
against one or more adjacent characters. When adjacency is
specified in this way, the character using the speoiakep does
not need to have line of fire on the target(s).

o Any game effect that has a line of fire drawn to it is considered a
target.

Maps

e On page 15, the first sentence of the second paragraph under the
AfMapso headimagprlalbsel ed fioirndool
foutdoor/ indooro follows all
that squares inside the yellow boundary line follows all the rules
of indoor map

e Some maps have multiple starting areainedalong an edge
of the map. The player on a side withltiple areas may place
his team, divided as he chooses, in area along that edge of
the map.

Modifiers

* Modifiers can always be applied to a character. However, if
another game effect causes the character to be unable to have its
values deIfled therhe modlflerﬁ 63 |%nored ot he .

W2 Wheft am dlﬁer drurlng an 3ttack 13 Based Sn'a flgure meetrlng as
particular criteria (usually the targeted character), then that
modifier only applies to the targeted character(s) but would not
apply to any targeted characters ttiat not meet the criteria.

Movement

eA character which Acannot
action to move 0 squares as that is movement.

o A character with Super Strength cannot pick up an object as it
moves into a square adjacent to an opposing chartadtss the
moving character has another power or ability that allows it to
ignore the effects of other opposing characters on movement.

be m

Mudti-Based €haracteys .

o—When-a-multibased-charactermeves-between-walls-and/or
bt oekitng—terral-nstedghmustbdabletmct e
fi-between-the-two-terrain-features.

el f multibase character canodot f
terrain features (Blocking terrain, changes in elevation, etc), you
may extend your starting area so that the character willffit
extending your starting area will not create the necessary space
you may instead place the multibased character in your starting
area and treat all squares it occupies as if they were clear terrain
of the same elevation as long as the multibasedicteris not
moved or placed into other squares. Once the multibased
character no longer occupies those squares, they revert to their
original terrain and elevation type.

Naming

o Abbreviated titles are considered the same as their long forms
fordet ermining a characterds n
and Doctor Octopus are considered the same name.

e A namepreceded by a definite article is considered the same as
that name without a definite article. For example, Flash and The
Flash are considered be the same name.

e Characters without a character card use their sas¢heireal
name unless specified otherwise.

an

Powers/Abilities

e When a game effect refers to #
it is referring to a ststatnFdrar d
exampl e, fla standard attack po

would not include Charge (even though there is an attack in
Charge, it is not an fdattack p
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When a character card contains descriptive text for a standard or
named power, refer tine Powers and Abilities Card for the text
of the power.

Powers and abilities which allow a character to use a standard
power in an altered way are still considered to be standard
powers for other game effects.

If a character is being affected by a powenbility when it is
replaced for another (i.e., Alt&go, Morph, etc.) the new
character remains affected.

If a character has activated a lelagting game effect when it is
replaced for another (i.e., Alt&go, Morph, etc.) the new
character continugethe effect only if the new character also can
use that effect.

Game effects which grant the use or possession of another game
effect have no effect if the recipient can already use the new
effect.

Some older game effects mhgive been prefaced with tterms
(Optiona) or (Non-optiona). Theseaeferencesire no longer

used in Heroclix and should be ignored.

Some characters with multiple dials have traits or other abilities
or powerghat refer to a specific point value dial. These effects
only functionon thelisted dials. For example@@ GO01Galactus
may only use the trakundamental Force (600/900 points) when
he is currently on either his 600 or 900 point dial.

Prime Characters

Bystander tokens are not Prime.

Shipsy

Some figures have mechanics thefer to ships. A ship is

another name for a character. The terms may be used
synonymously. For example, an effect that says to target a ship
may target a character, and vice versa.

Stairs and Ladders

The rules for stairs and ladders allow movementcoske

combat through 2 squares of different elevations if they (a) are
otherwise adjacent squares and (b) are squares that include a
traiangle with the elevation level. If these 2 conditions arei met
even if the squares do not share an ddiien the mogment or
close combat attack can be made

Starting Lines

Some characters have red, blue, and/or yellow starting lines
instead of a green starting line. These characters may also have
different point values and experience levels listed on their
base/charaet card. Use the starting line that matches the color
of the point value or experience level.

Some characters have orange starting lines in addition to the
green starting line. These characters are part of a set of figures
using an Alter Ego special poweTrhe orange starting line can
only be used if the figure is brought into the game through the
use of the Alter Ego special power. The secondary point cost of
these figures is only used when this is done.

If a character does not have any starting lires starting line is
treated as if it were to the left of click 1.

A figure with multiple dials cannot heal above its current dial,
even if it began the game on a previous dial.

Terrain

e Walls that are destroyed in the middle of an action are
considered destyed immediately within the action. The
adjacent terrain does not become hindering terrain until the end
of that action.

¢ If one type of terrain exists behind other types of terrain, each
terrain type must be destroyed separately.

e An fiar ea od$quate@rgrogpiofrsquares shatare
enclosed by a single colored line. Two sets of colored lines that
overlap or are adjacent are separate areas of terrain.

e Special terrain (orange squares) that require a character to
occupy the square, require that tigire base must be
occupying the terrain.

¢ Game effects which would allow a figure to relocate terrain may
not be used on terrain printed on the map.

e Web Special Terrain Marker: A character occupying this square
must break away for movement purposes. Imatetl after the
character occupying this square no longer occupies it, remove
this marker from the map.

e The red border on elevated terrain is elevated terrain of that
level.

e You may not choose to make an attack roll when using the rules
for destroying tewin.

o If a square of outdoor blocking terrain shares an edge with a
yellow terrain line, treat that edge asiadoorwall for
movement and line of fire purposes.

Turns

eThe fibeginning of t dreemdionends
assigned to a character, es$ that action specifically states that
it can be given during the beginning of the turn.

o Effects that occur at the end of the turn may be performed in any
order, but you may not give your figures actions after you have
cleared tokens.

Victory Points

o At the end of the game, all figures are returned to their original
controllers before determining the winner.

Walls
o All walls are assumed to stop exactly at the edges of squares.
Even if it Il ooks I|Iike a wal/l

doesndt , aganal dttackscanspasd through without
being blocked.

o A square of blocking terrain on the opposite side of the wall
does not block the line of fire to that square when targeting a
wall with a ranged attack.

o If blocking terrain exists on the opposite safex wall,
destroying the wall does not destroy the blocking terrain. Only
place a rubble token on the side of the wall without the blocking
terrain. A separate attack must be made to destroy the blocking
terrain.

e Walls are blocking terrain for all ganpeirposes except that (a)
they are not considered a square of blocking terrain and (b) they
arenotincluded in an area of blocking terrain.
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Section2 Powers

Barrier

Blocking terrain markers can be destroyed as per the rules for
destroying blocking terrain. They would be replaced with rubble
tokens when destroyed. The rubble tokare removed from the
game the same time that the normal blocking terrain markers are
removed from the game.

Blades/Claws/Fangs

e This power may be used to destroy a wall even though no attack
roll is made. The result of the roll to determine the damagesv
must meet or exceed 3.

Charge

e Characters using Charge still follow standard rules of movement,
including break away and the ability to carry other characters.
However, a carried character must be dropped before the
Charging character uses the Free Action portion of Charge to
attack.

Combat Reflexes

e Using this power does not prevent knock back from occurring, if
doubles are rolled.

e A character that is normally immune to knock back that has
Combat Reflexes can choose to take knock back when hit with a
successful attack.

Energy Explosim

When knock back occurs from this attack, all characters that take
damage from this attack are knocked back normally in the
direction away from the attacker starting with those farthest from
the attacker. If the attacker itself takes damage, it is natkdetb
back.

All damage from the Energy Explosion attack is dealt at once. If a
character were hit by both an EE attack and splash damage, then
that character would be dealt 2 damage. If the character had
Toughness it would be dealt 2 damage, minus 1 fof theghness

for a total of 1 damage.

Flurry

o Any powers that are not in use when the first attack is made with
Flurry cannot be used for the second attack. Any powers in use
for the first attack are in use on the second attack unless the powe
has been lost

Force Blast
e Though not an attack, this power targets the figure(s) being
knocked back.

Hypersonic Speed
o Al | references
Hypersonic Speed.
If the target character is defeated by the attack, it is remfooed

to AHypersonic

Mastermind
¢ Damage dealt by Mastermind is consider to have come from the
original attacker.

Mind Control

If a character affected by Mind Control KOs another opposing
character, or is KOd itself, the controlling player receives the
victory points.

When a character is affected by Mind Control, any of its powers
previously countered remain countered. Powers and abilities that
may only be used once per turn, round,@mg may be used
accordingly per Mind Controller.

¢ A character that is targeted with Mind Control cannot use any
game elements assigned to it during force construdiioimg the
Mind Control action.

Since a character targeted with Mind Control returnssto it

previous controllerof6s force i
resolves, any free actions that could be given to the targeted
character fAafter actions reso

Outwit

e When a Special Power is used to counter all powers on a
character, it auses new powers to appear on the dial to also be
countered, as the characteroés

mn

| v

d

¢ |f a countered power no longer shows on the dial, but then returns

to the dial before the

turn, the power is stitountered.

Phasing/Teleport

beginn

i n

¢ A character using Phasing/Teleport that is able to carry characters

can carry characters through blocking terrain and such as it uses
Phasing/Teleport.

¢ A character using Phasing/Teleport that is able to pick an object
up can dso while using Phasing/Teleport.

Penetrating/Psychic Blast
e Any reference

Bl ast o.

to "Psychic BI

Pulse Wave
: While Pulse Wave ignores powers and abilities, it does not
counter them. Therefore, terrain created as a resultiof) a
power is considered terrain and affects Pulse Wave normally,
even if the character generating that terrain is within range of the
Pulse Wave. Characters holding an object due to a feat or power
would still be able to hold the object and even heehield object
(if it helps defensively).
e The character using Pulse Wave does not have any of its powers,
Srpits, @llities, Orfetts ignored Wuringrthe Pudse Waveattacky e
¢ Pulse Wave does not ignore the effects of teraoept as noted

in the power

the board immediately and the attacking character can occupy that

square.
The Hypersonic Speed character commits to the square from
which the attack will be made prior to making the attack.

Leadership

o Game effects which refer to a Leadership resudt-6fare actually
referring to a successful Leadership roll, which is now a result of
5-6.

Quake

¢ When using Quake against multiple opposing characters and one

ast

p

or more of the characters becomes an illegal target (due to Shape

Change, Skrull, etc.), the attack is still made against all legal
targets. If there are no legal targets then the attaclotaen
made.

Running Shot

¢ Characters using Running Shot still follow standard rules of
movement, including break away and the ability to carry other
figures. However, a carried figure must be dropped before the
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character using Running Shot uses the Fré®mAportion of ¢ Any reference to an "option" of Telekinesis is resolved as follows.

Running Shot to attack. Option 1: A is an opposing character; Option 2: A is a friendly
| character or A is an object placed with no attack; Option 3: Ais
Steal Energy an object placed to malem attack.

e A character using Steal Energy while on their first click is not e The third sentence reads: "Place A in B. If A is a character. it

considered healed when an opposing character takes damage from i
a close combat attack. must be a single base character and posse<® tioe %
symbols."
Stealth ¢ The last sentence reads: "If A is an object and B is occupied by an
e [Editords note: ThausethbQ&8Aiset wa wpposegichavaeteat, this eharacter may matenged combat
addressed in Part 6 of the Rulebook. No ruling has chaAged] attack targeting the character occupying B, dealing object damage

giant character that uses Stealth cannot have a line of fire drawn and destroying the object.”
to it when occupying hindering terrain, regardless of the elevation e When designating an object as A and making an attack, the only
of an opposing attacking figure. line of fire required is to square B. The attacked character does
not have a line dire drawn to it and, as such, would not benefit
) . from a hindering terrain bonus (even if the target is using Stealth
* Acharacter that has been placed via Telekinesis cannot use while occupying hindering terrain). It is still a target of a ranged
Telekinesis until the end of the turn. _ ) combat attack, though, so powers like Energy Shield/Deflection,
o A friendly character placed via Telekinesis can still be given a ShapeChange and Super Senses would still activate.
nonfree action the turn it was moved (though it cannot use « Arange value of 0 will not prevent a character from using

Tel_ekinesis). . . o Telekinesis to make ranged combat attacks.
o A figure may notarget itself with Telekinesis.

Telekiness
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Section 3  Abillities

attack must be the adjacent character(s). Regardless of targets,

General .
- .. A nonadjacent characters can be affected by the attack (such as
o Trait abilities are generally denoted by t3 symbol, but other would be the case with powers liRelse Wave and Energy
symbols may be used to denote a tidhen a symbol appears Explosion).
to the |l eft of the combat symbols on figurebs dial, that sy
denotes a trait whose description will be fdwn the character Split
card with that symbol. e Game effects assigned to the Duo character pass to one
gualifying character of the <co
Capture L . o If the game effect was assigned to the Duo via the Merge ability,
* ggsurrw:stfor Capture can be seeidection 14f this the effect does not have to go back todHginal figure.
o If a character is holding an et when captured, the object is Throw a Grenade
placed in the square the character occupied when captured. If ¢ This is a trait ability, not a combat ability. Only combat abilities
there is an object already in the square, the dropped object are able to be countered.
would be removed from play. « Your initial grenade pool is determined by summing the grenade
o If a character using this ability loses it, then any captives are pool values of all figures on your force at the beginning of the
rescled. game. The grenade pool values are indicated under the
o Capture is @ombatability appearingnly on chaacters keywords on the character cards of figures who can use the
specifically designating thaélhey can use it Throw a Grenade trait ability. If your grenade pool is 0, you
cannot use the Throw a Grenade trait.
Carry o This trait ability is denoted with diffent symbols based on the

e Characters being carried are not considered to be on the map for

any game effect set. For example, th\ symbol is used for the Gears of War 3

eThe fourth sentence readmbat fl f &etvwiedhe ¥ symiotis uged orighigloselt her co
symbols or is holding an obj ece® Theinitiatsguare ehesenpdees robhave o goataipa character,

nor is there anything restricting it to being cleahrdering
Duo Attack terrain.

e The free actions used in this ability may activate the same effect. o« P| asma Grenades end with féand
o A range value of O will not prevent a character from using

Merge
e Game effects assigned to fineividual charactes pass tahe Throw a Grenade to make ranged combat attacks.

Duo. _ B Tiny Size
e The Duo can use those effgiovided that the Duo qualifies for o The second sentence of Tiny Size begiwsfriendly character

the effect. that is larger and adjacent can use the Carry ability to carry up to
Multiattack one® character regardless of its oth:
e The Capture ability may not be used via the free action granted ~ *—Carrying a Tiny Size via Tiny Size does not prevent a figure

by Multiattack. from Carrying a secondliny Size character through other
e The free actions used in this ability may activate the same effect. means.

Sharpshooter
e This ability allows the charactés make a ranged combat
action/attack while based. If the attack targets, then targets of the
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Section 4  Characters and Special Powers

General

e Print and Play: For WizKids events, players can print any
legitimate copy of a cardboard element from HeroClix. The
printed version must not be functionally different from a legal
WizKids-released version of the element. Tidicy does not
apply to 3D e¢ments, though it does apply to the cards that
accompany them.

e Flight Stands many characters have flight stands, once used as
an indicator of a character being able to use Flight and Carry.
Unless specified otherwise below, characters follow the rules of
their speed symbol. A flight stand alone does not indicate the
ability to use Flight or Carry.

I nfinity ChallengeA

#092093 Pyro
e These characters are members of the Brotherhood (not Masters

of Evil, as indicated).

Hyperti meA

#043045 Riddler
e Some earlyrintings of this character do not have Shape
Change, Barrier, or Support; it had Mastermind and Perplex.

#079 Sabretooth
e This character has a pivalue of 38.

#089 Annihilus
e This character has a point value of 103.

#092 Captain America
e This character has a point value of 47.

#119 Wasp
e This character has a range of 4 zHi

Ul'ti mat esA
#072 Doctor Octopus

e This character does not have Battle Fomyhis fifth click.

#210 Ororo Munroe
= =
e Ororo Munroe possesst =X instead of(f .

Unl eashedA

#003 DEO Agent
e This character has Perplex on its second click.

#007#009 Gotham Undercover

Wherever Shape Change or Barrierappean t hi s char acl =

dial, substitute Mastermind. Wherever Support appears,
substitute Perplex.

ClobbereiAcnd Ti m
#075 Dr. Doom

e This character possess“gv’e“gv’ instead of@.
Cosmic JusticeA

#003 Easy Company Soldier
e This character has Energy Explosion on its first click.

#004 Easy Company Medic
e This character has Support on its first two clicks.

Uni ver seA

#014 HandNinja
e This character has a damage value of 2 on its second click. This

character does not have Stealth on its last click.

#015 Hand Ninja
e This character has a damage value of 2 on its third click. This

character does not have Stealth on its last click.

#0220 S.W.A.T. Specialist
e This character has Range Combat Expert on its second click.

#072 Vulture
e This character has Charge on its first click.

#078 Hobgoblin
e This character has an attack value of 7 on its final click.

€1 05 = ~—
e These characters poss«f instead of ~=x.

LegacyA

#210 Connor Kent
e This charaar has the Superman Ally team ability.

Fantastic ForcesA
#064 Juggernaut

e This character has a 17 defense value on the first click.

#205 Sue Storm
= =
e Sue Storm possess =X instead off .

City of HeroesA
#002 Manticore

e Some versions of this character have tleednr r e c t coll e
number on the dial sticker. The number should read CoH002,

instead of CoH003.

#003 Positron
eSome versions of this

characte

number on the dial sticker. The number should read CoHO003,

instead of CoH002.

|l consA

#018 Cheetah
e This character has 2 damage on its final click.

#201 Dr. Jonathan Crane
e This character has 6 range.
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DC Giant s

#001-007 All figures
e These characters posseﬁsinstead of%.

Col |l ector 6s

Ar mor War s A

#038039 Thunderball
e Thesecharacters are members of the Masters of Evil (not the
Serpent Society, as indicated).

#049051 Shaman

= —
e These characters posse% instead of ~=X.
#052054 Quicksilver

L, —
e These characters posse% instead of ~=x.

#061-063Dazzler
= —
e These characters possf instea of “=X.

#070 Crimson Dynamo
e This character should have 2 damage and Close Combat Expert
on the first two clicks.

#203 Sam Guthrie
. —
e This character possess § instead of ~=X.

#208 Shiro Yoshida
e This character should not have Battle Fury on its final click.

Sini ster A

#038039 Shadowcat
= —
e These characters possef instead of ~=X.

#044045 Nighthawk
. =
e These characters posse =X instead of(% .

#059 SpideiMan ‘ _
e This character posse:'l instead of%.

#081 Bullseye
. =N .
e This character possess(% instead of ~=X.

#095 StiltMan
e This character possessﬁsinstead of% .

Supernova

#224 The Mighty Thor
e This character does not have Battle Fury on any of its clicks.

#B003 Jane Foster
e This character is 7 points.

OriginA

#021 Halo
e This character has Energy Explosion on its first, siattd
seventh clicks (when Poison appears).

#046 The AliNew Atom
e This character has Leap/Climb on its first click.

SeHteA | boy

and the B.P.R.D.

#002 Liz Sherman
e This character has a 2 damage value on her last click.

#005 Johann Kraus
e This charactehas a 0 damage value on his last click. Johann
Kraus does not fly. Ignore the flight stand on this character.

Legion of SuperHe r o e s A

#005 Phantom Girl

o Disruption reads: "If Phantom Girl moves through or occupies
the same square as an object, or at titeod a move action is
adjacent to an object or an opposing character holding an object,
you may remove that object from the game."

Avenger s A

#009 Hulkling
eThe keyword fASkrull o is ASkrul
#023 Lionheart
eThe keyword fiCaptain BAtantain C

Corpso.

#029 Taskmaster
e Better You Than Me is a defense power, not a damage power.

#030 lron Lad

eThe keyword AArmoredo is #AAr mo
#032 Red Skull
eThe special power Cosmic Cube
Out wi t, Perplex, and Probabili:i
#036 Falcon

e When using FIyBy, if Falcon chooses to use the rest of his
halved movement, and he starts the movement adjacent to a
character from which he has not yet broken away this turn, he
would need to roll break away normally.

#043 Molecule Man
e Molecular Destruction is an attack power, not a speed power.
e Mol ecul ar Destructionds rule t

with fiOnce during Mol ecul e Man
e Option 1 of Molecular Destruction reads: "(1) Remove any

target object (including an object held &gharacter) from the

game."

#047 Wiccan

e Group Teleportation says fAéWhe
use the Carry ability to carry
#049 TwoeGun Kid

eFanfireds rule text replaces i
wi two iseparate ranged combat at
#050 Winter Soldier

eRuthless Allyds rule text repl

fifunavoidabl e

#052 Citizen V
e The character card has Charge listed on it.

#055 Hulk
e Toughness is a defense power, not a damagerpowe

damageo.
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e Hulk Gonna Tear Your Head Off is a damage power marked
with the & symbol.
#057 Scarlet Witch
— =
e This character possess =X instead off.
#060 Cap and Bucky
Qualifying Name

Captain America
Bucky Barnes

LM Qualifying Real Name

Steve Rogers
JamesBuchanan

#102 Firelord
e This character has Toughness on slots 4, 5, and 6.
e This character has Energy Shield/Deflection on slots 7, 8, and 9.

Just i LeagueA

#001 Batman

e To use Out of the Shadows: (1) Announce the type offreen
action Batman will takegven if it is not a legal action from his
current position, as long as it can be legally done from step 3.
(2) Reposition Batman from a square of hindering terrain to
another square of hindering terrain. (3) Perform the declared
action.

e Batman does nateed to break away from an adjacent character
in order to be placed with Out of the Shadows.

#007 Icicle

e Action tokens are only assigned when the barrier terrain tokens
are placed with Copsicles, not if a character moves or is moved
adjacent to them.

e 2 squares of diagonally touching barrier terrain tokens will
prevent adjacency between a character and another barrier
terrain token on the opposite diagonal.

#009 The Joker

ce

eUnpredictable Omnipotencebs ru
damageo wit hdafimangaevooi dabl e

#016 Bouncing Boy

eThe keyword fiLegiono is fALegio

#017 Parasite

o If Attack Drain is used to copy Super Strength, the actions
Parasite must roll 2d6 are when he picks up the object and when
he uses it in an attack.

o Parasite canndte given a power action to activate Defense
Drain.

#026 Captain Boomerang

e When using Boomerang, maki ng
squareo is for range, knock
conditions, such as using an ability that requires adgcer
line of fire, Captain Boomerang is still in his original square.

#028 Zatanna
o onrefnl! is an attack power, not a damage power.

#033 Vigilante
e This character has posses:!’s’nstead of .

#035 Deadman

a
b a

eThe | ast sentence be@gdns Al f
eRemove the phrases @A, and any
returndo and fAor canceledod fro

MeHBE RAWGESSitEe¥Energy

e Feats assigned to the target character cannot be used while
possessed.

¢ Feats assigned to Deadman cannot be used by Deadman while
he is possessy a character.

¢ |f Deadman must stop possessing a character and there is no
square to which a line of fire can be drawn, Deadman is placed
in the closest available unoccupied square. If Deadman chooses
to stop possessing a character but has no availgbéges then
he cannot stop possessing the character.

e Possession is not Mind Control. Characters that normally cannot
be targeted with Mind Control can be targeted with Possession.

el f Possession is used on the o
game wouldend. Each player would calculate victory points
they have earned and the winner would be determined
accordingly.

o If the target is defeated, return Deadman to the map in the same
manner as if the target had been released while occupying the
last square itccupied.

#036 Granny Goodness

eThe keyword fAApokalipso is AAp

#038 Batman and Robin
Qualifying Name
Batman

Robin

#041 Mr. Mxyzptlk

e When using Object Animation, the line of fire only needs to be
drawn to the square(s)not the character(s).

e Object Animation reads: "Give Mr. Mxyzptlk a power action
and roll a d6 for each opposing character that has zero or one
action token, that is in a square 4 or fewer squares away to
which Mr. Mxyzptlk has a €ar line of fire, and that is holding
an object or adjacent to or occupies either a square of hindering
terrain or a square that has an object. On a resuibpfjBe the
character an action token."

ks Dréaim'cif €P'2ces
eThe keyword
05 Ob%u er Her
¢ If Bounty Hun?er is outwitted,
character may be selected.
eBounty Hunter

#053 Big Barda & Mister Miracle

m Qualifying Real Name

Bruce Wayne
Tim Drake

Aunpreventabl e
fiLegi onbler seB8begi o

0eso.
when it returns, a new target

does not include

eThe keyword fAGreen Lanterno is
Qualifying Name Qualifying Real Name

Big Barda Barda Free

Mister Miracle Scott Free

n attack fAas i f he occupied the
#0oS Green LanfeMe of fire. All other
eThe keyword fiGreen Lanterno is
#101 Aquaman

e Aquamands character card shoul

points.

#104Green Lantern
. . =
e This character possess =X instead off .

oMigtad d i 9 g% FR g MonstersA

canceled powers

Expl osio

gdo6 Petetwidddnh g et 0s
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#009 Cuckoo or end of any action she is given, she can remove that object

eThe special power Hive Mind stafandheg@®@ien Cuckoo is given a
nonf ree a~c ,t i onébo . . #007 Jericho

* Coordination say é When Cuckoo is given oE[For'e'rCra¥a5and%Igrlhcatlons on Posge%smn see Justice League
can use the Carry ability to carry up to two other adjacent 9
Cuckoos .o #035 Deadman

#021 Rip Hunter

#012 Colossus _p_

eThe first sentence of Fastbal I Eharﬁaec(t:e)rséhpt 2?,\3/6 k;gd tlt%elr ﬁa&dgrp{gﬁme%dLgo;verr]%;:o%ntered
Telekinesis, but only Option r? %’a a‘séteﬁﬁ Q)% €t s. o

qWers cC count r d if he ising
a character aé?acent to Rip Hunter is targeted by a power like
Joker Makes the Rules (see Justice League #009, Joker), Time

e Thesecons ent ence of F a sMhdnading SpeC| %
Telekinesis, Colossus can treat any adjacent friendly character

that has a point value more than 30 and%edamage symbol Master would prevent all of the standard and named powers

as if it were a light object, but the character is not destroyed in from being countered.

the attacknor is it placed in B e If Rip is the target of a posv like Joker Makes the Rules (see
#031 Professor X Justice League #09[9, JlIOkfeL)' thetn hdis ?j;;ecial E)jower Wou(ljd be_t
eThe keyword #Alll luminati o is Foyrﬁ ?ﬁg V‘f'%a.o IS stahdardinamed powers, despite

usmg aster.
#Us4 Archange
?OFa:r gg\?ihﬁigtioenls on FhBy, see Avengers #036 Falcon #022 Dawnstar .
’ o Tracker reads: "Dawnstar can use Hypersonic Speed."
,
#038 Omega Red _ _ ) #02 rate Kd .
eCarbonadium Tentacles is #ABI ad /Faagsg not . . ~ .
. € eywor nLegionodo is ALegio

iBl ade/ Cl aws/ Fangso.

#026 Green Arrow

o If Green Arrow uses Hail of Arrows and hits three targets when
his damage value was two, there would be a total of five damage
to be dealt to the various targets.

#027 Trickster and PiedPiper

#042 Unus thdJntouchable

e The knock back from Bounce occurs even if the attack deals no
damage (such as a close combat attack with Telekinesis). The
knock back would occur after the figure has been moved.

#046 Arcade

» When objects are moved with Murderbots, they us@Atce 6 s _(?I_Jalllfillng Name ?uahfw;g Real Name
speed symbol as well as his value. rekster ames Jesse
Pied Piper Hartley Rathaway

#047 SuperAdaptoid
032 Hayk and Dave ;

eSee Justice League #017 Parasit# tions on AAttac

Draindo and fiDefense Draino. Qualifying Name Qualifying Real Name
¢ Perplex and Hammer are both damage powers marked with the Hawk Hank Hall
a Dove Don Hall
symbol.
#036 Chief

#048 Wrecker

« Exploit Weakness is aathage power, not a defense power. e When removing Manipulate tokens, Probabiltgntrol can be

used on the d6 roll. The Chief is the character that needs to be
#058 Warskrull targeted for this line of fire.

eThe keyword fASkrull o is ASkrulP § tye d6 roll is a 12, and The Chief has more Manipulate tokens
on his card, he may continue to use Manipulate until he has no

#061 Dark Beast more tokens.

¢ When multiple effects can occur simultaneously when using e If a force has more than one Chief, each can use this power at
Cruel Experiment, the acting player can choose which effect to the beginning of the turn. Only one action for the action pool
apply first. can be acquired this way, but each Chief can roll to try to place a

Manipulate token.

#062 Rampaging Hulk L« . Whe The Chief use Pulate to add a takelnis card it
*Spash reads: filmmediately aftel %e%allotﬁe?é’ﬁgc{é tnd foaciin o 04 e
action in which the Rampaging waé‘efqﬁdpé’dé\n{h@rasctuc r?e%vBJd étn a
#200 Iron Man Manlpulate token or 2 actions with a successful Leadership roll).
o The Experience Level is Silver (Unique). eAl'l references to AT heHfectSrefere f o
to AChief. o
#B005 Amadeus Cho .
eExcell o says AAmadeus Cho can Hagin it but be given a
poweracti on instead of a free ac t®iHghngg canonly use You Are Needed to choose a character
that has the same size base as she has.
CrisisA #045 Trigon
i e When a Doppelganger is destroyed, it is removed from the
#006 Shimmer game.

e Transmute reads: "Once per turn, if Shimmer is adjacent to an
object (including an object held by a character) at the beginning

4-4



#048 Darkseid

e Option 3of Omega Effedi e gi n's

and is |l ocked. o

eThe keyword

#054 Alex Luthor

AApokal i pso

AiDar ksei doés

#226 AntiMonitor, Guardian of Fear
baArhd g @& rvad It bes ias dOhsi pse ccihaalr apcat veerr sa
Monitor, Guardian of Fearo

is AApeKbomeEpso. Feedds first sentence

o If ignoring a battlefield condition while using Earth 154 + Earth

462 results in a character being placed in an illegal square (e.g.,

blocking terain), it would be moved by the active player to the
closest square it could occupy.

#058 Nightwing and Starfire

Qualifying Name

Nightwing

LM Qualifying Real Name

Dick Grayson

Starfire

Koriandor

#059 The Spectre

e Ghostly Guar dipassesses¢ha dusticeBéciety n d

team abili

#060 Monitor

ty. o

. e =
e This character possess =< instead of% .
e Moving Pawns on the Board succeeds on a roll6fifistead of

4-6.

#061Wor 1 dbs Finest
Qualifying Name LM Qualifying Real Name
Superman Clark Kent orKal-El
Batman Bruce Wayne

#100 Superman

eThe special power fAlLeading the

beginning of your turn, if Superman is adjacent to an opposing

character, he can make a close combat attack as a free action,
but he carmcttaratcttaeak atghad tn

o The trait on the character card has 7<:symbol.

e The second sentence of This Is a Job for Superman! reads:
"When Superman is not holding an object or carrying a
character, do not halve his speed value when he uses Charge

#102 Donna Troy
eThe Lasso

#103 Garth

special power
Donna Troy. o
e Purple Ray does not require line of fire. Donna Troy cannot
target herself with this power.

charactersd powers, abilities,

#B001 MatterEater Lad
e Hungry Loner reads: "(Noenptional) MatterEater Lad cannot
use the Carry ability

Batman AlphaA

#011 Huntress
eThis characterods point value i

#014 Alfred
eThis characterods point value i
Secret Invasioi

#002 Moloid
e Overwhelm is an attack power, not a speed power.

#006a Yellowjacket

eYel |l owj acket 6s t r asessesshe fvengersi Y e
team symbol. He doesnd6t posses
#006b Yellowjacket

eYel |l owjacketds trait says: HfAYe
team symbol. He doesnd6t posses
#OD7 Atlarmtdad Wareog i n s : AOnce, at the

¢ Being able taise Stealth with Aquatic Invader does not cause
all lines of fire to be blocked hindering terrain must still affect

d ur i n gthetliteaftire.t ur n. 0

ends

e Salvage allows Garth to pick up an object under different
circurrstances. Super Strength would still need to be used by
Garth in order to do the picking up/holding.

e Salvage reads: "If there is a nbeld standard light object

anywhere on the map, once per turn when Garth occupies water

terrain he can bring in a standdight object from outside the

game and pick it up as if picking it up from an adjacent square.”

#105 Superman

o Kryptonian Strength reads: "Superman can use Super Strength.
Superman can hold two objects at the same time if they are both
standard objects; h@an only use one object per attack.”

#225 AntiMonitor

e The Experience Level is Silver (Unique).
e | Will Not Die Until You Die With Me does not include the

phrase fior

el i mi

nat ed?o.

f

#008a Ms. Marvel

eMs. Marvelds trait says: fAMs.
team symbol. She doetsmdm pwynmbsel
#008b Ms. Marvel

s« M v 0 i S ; i Ms
S TN SN ST LU 1037 TR 104 TR0

#015 Energizer

e Once markers are removed, the square returns to the terrain type
that is showing on thmap.

e Matter Abs mclugdihgiamoabjechetd yysan &djacent
char act er icludimysan objactcaroeby arfiadjacent
charactab i nsi de the parentheses.

#016 Hercules
e Olympian, The Incredible Herc, and Peerless Warrior all have

, not .
e Godl i ke St Hecandaoldtwoolgegts at the same time
if they are both standard objests i n s tHe @ad camyftwo i
objects at the same time if they are both standard objecs t t h ¢
beginning of the second sentence.

#021 Iron Man
e Thesecondsénence of Extremis reads:
using Out wit, he can use Super

#022 Goliath
¢ When using Throw, the damage dealt that is multiplied by 2 to
get the knock back distance is the final damage dealt after all
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modifiers have been consideraacluding critical hits and
damage reducing powers.

#024 SpiderSlayer

eThe | ast sentence of Tracking
second move adjacent to the ch
#028 Attuma

e When using Tidal Wave, Attuma can use Quake, so long as at
least one opposing characters is targeted.
e Undersea Conqueror succeeds on a roll6filistead of 4.

#030 Punisher

e When using Chaingun, all target characters must be within
Puni sherdés range.

e Resolve each follow up attack from Chaingun before moving on
to the next attack. If Punisher loses Chaingun after any attack,
no further attacks with Chaingun can be made.

#032a Dum Dum Dugan

eDum Dum Duganés trait says: @D
S.H.l.E.L.D. team symbol He d
symbol . 0

e Deputy Director (Leadership), Perplex and Marksman (Ranged
Combat Expert) are all damage powers, not defense powers.

e Monster Squad read8Viodify the attack value of Dum Dum
Dugan and all adjacent friendly characters by +1 when they are
attacking charactethat can use the Great Size abifity.

#032b Dum Dum Dugan

eDum Dum Duganés first trait sa
the Skrulls team symbol He do
team symbol . 0o

The terrain selected by Dum Dum Dugan for S.W.O.R.D.fall

does ot return to its previous state even when Dum Dum Dugan

i s KOo&6d.

The | ast sentence of S. W O.R.D
considered clear terrain until the end of the game. Elevated
terraini and any higher level of elevated terrain completely
coniained within the selected aréas one lower level of

el evation until the end of t
The selected area from S.W.O.R.D.fall does not remain clear
grounded terrain regardless of other game conditions. Terrain
markers, objects, etc. would all behasgehindering/blocking
terrain as normal.

#033 Dr. Strange

o If Wand of Watoomb is used to target more than one character
with Perplex (like with the feat Brilliant Tactician), a d6 would
be rolled once and each target of Perplex would have a single
combat vaue modified accordingly.

he

#037 Triton
e Aquatic Scoutds second sentenc
water terrain, any l|line of fir
#039 Cloak and Dagger
Qualifying Name E: Qualifying Real Name
Cloak Tyrone Johnson
Dagger Tandy Bowen
#040 Doom

* When using Powerless to counter all powers or all abilities,
Doom must still draw a line of fire to the target.

e Outwitting all abilities of a character with Powerless refers to
the Combat Abilities listed on the Powers and Abilities card.

#042a Giptain Mar-Vell

e CaptainMatVel | 6s

trait -\lhppssesseditiiza pt a

S. H. I E.L.D. team symbol He d
S?g{ng%!s'f)eads: néif it ends the
g 2bnCaptdiraMagvell e r . 0

e CaptainMatVel | 6s
Skrulls team symboH e
symbol . 0

#043 Psycheévlan

e The first sentence of Control Box says "Psydfan does not
take damage based on the point value of his target(s) when he
uses Mind Control."

#045 Namor
e Undersea Ruler succeeds on a rob instead of 4.

#048a Elektra

trait -\lhppssesseditiizapt a
doesndt possess t he

eElektrads trait says: AEl ektra
uBhbuthobugén possesseshethekrull
e¥hnBOti peossrRegwbhea BkrafThe Heaam
#048b Elektra

eElektrads trait says: HAEIl ektra
She doesnét possess the Hydra
eElektra has the keywords fASkru

#049 Ringmaster

¢ The limitation on Mind Control for Top Hat applies only when

y Ringmasterisnysing thenspesial gayvar togngreasedhe gugnier of
e gesthe gapadfecte ss t he S. H. |1 . E. L. D.

#051 Nck Fury
e When Nick Fury uses L.M.D., he is moved to a corner of the
map whether the damage was dealt from an attack or not.

Qef‘ ick Furyau S L_.M.[r)T e}nld th%a}gtaclﬁinvolves knorcka in
ack, the a{tagk Wi u?d ‘be reso veé’flrs , t'hen gwe I\Ilicﬁ IEury
would be put iran unoccupied square, then the knock back
would take place.

'ég%es cond

amage, you

#053 Skrull Emperor

The character card has Shape Change listed on it.

The only differenceni the use of Outwit for Scheme is that it
can affect multiple characters. Other requiremériise having

a line of fire to each targétare still required.

If a special power is selected to be countered with Scheme, all
characters with a special powdrtbe selected name would be
countered, even if the effects are different or in a different
combat slot.

S e nt e Wher Niak Furylis.dédalt D .
may reduce the dam

eThe speci al power Emperor read
e adpligog to hesnorfal/éffects, o a restltcfidddoas c u p i e s
e additionahastion teyous actiwé d ot al . 0

#057 Jarvis
e This character has both the Skrulls and Avengers team symbols.

#058 Power Man and Iron Fist

o Wallbuster, Deadly Hands of Kung Fu (Blades/Claws/Fangs),
and Power Man are all Duo Attack powers, not standard attack
powers.
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#030 Amon Sur

Qualifying Name ml Qualifying Real Name
Power Man Luke Cage
Iron Fist Daniel Rand
#099 Susan Richards
e Susan Richardbés character <car

e Although Susan Richards ignores terrain for her ranged attacks
when she uses To the Negative Zartegracters can still use
terrain for the attack. For example, a character with Camouflage
would still have lines of fire to it blocked.

#100 SpideiwWoman

e SpideFWo mands character card has

e Agent Pr ovoc atWomancanese Quwit. SheSpi d
can use it normally, or she can counter all standard powers of a
chosen type (speed, attack, defense, or damage) of all adjacent
opposing characters. o

#104 The Thing
e The last sentence of YerEverovi ndé Pal reads:
or 6, you carremove an action token from one adjacent friendly
character, or two adjacent friendly characters if they and the

Thing all possess a single

#105 Dr. Doom

¢ When using Kneel Before Doom!, each character targeted by
Doom that is hit would only be dealt his damage vélne
additional damage for adjacency would be dealt to the targets.

eThe first sentence of Kneel
use Energy Bxosion, but if he hits, he instead deals damage
equal to his damage value to

e The special option Outwit from Lord of Latveria cannot be used
with Dissent to counter a team ability anywhere on the
battlefield.

#112 Sue Storm

e Characters taking knock back from Get Away from Him! are
moved away from the square Sue Storm drew a line of fire to for
the attack.

#113 Johnny Storm

e Pour It On! reads: AJohnny St
when he does, characters successfully hidast damage equal
to the number of times it was

#115 Victor Von Doom
e Unquestioned has an Indomitable defense symbol, not the
standard defense symbol.

Arkham AsylumA
#011 The Riddler

eSelf Preservationbs second sen
takes damage from an attack, &
#034 Robin

d « Ballise oaly affows Rohin tacignerd clear Elevated! Gerrain.
Walls, hindering and blocking terrain (even on elevated terrain)
would not be ignored.

#041 Frankenstein

eThe Monsterds Steam Gun is a n
It is not a special power.

_ 3048 Qelnflibquige® St °F 7

eScarface reads: fAVentriloqui st
damage value becomes 1 and is locked until the action is
resolvedinstecadafeal i ng no damage. 0.

#057 Saturn Queen
. o yise g/linql Sé:{lée €, {he Igciapa(gtate action must be

completely resolved, including Saturn Queen taking a token and
push damage if necessary. When she uses Mind Control as a free

comm gcﬂon,l{algo?qw ggped:ts cg the Migdntrol actiori
nts

requirements on range, line of fire, Shape Change rollsg, etc.
must be met in order to attempt theattack.

#061 Clown Prince of Crime
¢ If Clown Prince of Crime is Possessed, the possession ends

Bef wheaM DB | § edRiBearmpas ipfo otnh & at!

eHeds Escaped Again! cannot be

e a Any game effect thak wyudiremove Clown Bringe oftCeneek . o
from the game activates Hebs E

#099 Batman

eFrom Among the Gargoyles ends
nm square and a | ine of fire |

¢ Dark Knight reads "Batman can use Flurry and Smoke Cloud. If
Batman has no action tokens when he uses Smoke Cloud, he can
use it as a free action once this turn."

#104 Grodd
orfroddoasehBn ethaypatean gymelopip g s n

Mafmmeprof Thas attack times two. o
#009 Pip the Troll

eSpace Gem begins APip the Trol
can use it normally, or if he is not using the Carry ability, you

can instead place him in any s
#015 Fire Demon

e MarchtoRgnarok! begins fAWhen a fr

eRiddle Me This begins fAThe RiddBertoanousRapnaapkcbtuateronseew

per turn.o

eRiddle Me This ends #dAif the ch#o—ge—n—ozephljt%gmbﬁr comea UHWRn botP .

dice, give the target enough action tokens so that it has two *>0u yphon reads en a rre

actions tokens. o point value is KO6d, Pluto may
; ) i . ied.after any curregttions are resolved. If Pluto does, he

e When Riddl er uses P 6&etphis®Ome, wi t h Ecﬁuﬁlye/?lm[megﬂe\é [al s e .Re ene’rati

the restriction prevents him from targeting friendly characters y d 9

altogether. #034 Hoagun

#019 Lashina oHog_un t’r\1e Grim begins fAWheneve

eThe keyword fiApokalipso is ﬁApo%gflsrs]S.o

#027 Firefly #038 Venom _

eFlamet hrower ends fAé same squacP ¥enemhgsi ‘isynRolanhishdset occupi ed at

the time of the attack. o
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#044 AirWalker The Brave and the Boldl
e Air-Wa | k er 6 s cad has a radcekperience level. )
#006 Checkmate Pawn (White)

#0320 Hela eBattlefield \WhemChecknate Rawn (&Vhite)s

f
e The first sentence of Touch of Life reads: "Whenever another KOs or critical hits a character, after the action is resolved you
friendly character would be KO'd you may roll 2d6." may replace o his characteré
#051 Odin #009The Atom and Hawkman
*0dinds character card has a r edQghkyhgNamée n c e eIl ©lialifying Real Name
050 S
e Expendable Resources begittdnce at the beginning of your
turn..." #011 League Elite
#057 Thor and Loki e Vit al Strike reads fié when res
Qualifying Name | OR | Qualifying Real Name #013 Checkmate Pawn (Black)
Thor Thor Odinson or Donald eBattlefield \WhemCmezkmate Pawr (Blaclk) s
. Blake KOs or critical hits a character, after the action is resolved you
Loki Loki Laufeyson may replace o his characteré
#058 Gertrude Yorkes and Old Lace #015 Parademon Drill Sergeant

r atheonpagtteenaenadj acebDhrkseid
ackfApf the attack r daHehttackingclsameter al |
1 unavoidable damage. 0

o

elLend a Dino begins: f Ofdrergly pe
character's close combat att

#0611 Thords Mighty Chari ot
eWhen his trait allows him to f#02E@oodnessarddecy mbat attacks

against any opposing charact er g Qdalfyhy Namé hameaﬁfﬁngRelaHN@nfe of f
it is only allowing Thordés Mi gHGdodnEsBari ot M&fathy Goodnesd) g € d
attack while adjacent to an opposing character (against a Mercy Mercy

character that is not adjacent). It does not override the need for _
Thorés Mighty Chariot to have #0I8PawernGiflet in range.

Qualifying Name IR Qualifying Real Name ePower Girldéds character card in
Thor Thor Odinson or Donald use Super Strength. o
Blake
Toothgnasher Toothgnasher #037 Extant 5
Toothgrinder Toothgrinder e AgedorDeAged r ea d_s . A E)_( tan t can u
damage value becomes 1 and is locked until the action is
#099 Thorbuster resolved instead of dealing no

e See Section 1, Modifiers

X . . #040 Lex Luthor and Brainiac
e When using To Fight A God and targeting more than one — —
qgualifying character ThorbusteQua“fym Name, iQualll_fy%ll:ggegllN@me
increased +2 once, not once per target. eX _uthor exX _Uthor
Brainiac Vril Dox

#104Son of Surtur
e Fan the Flames begins: "Once at the beginning of your turn..."

#046 Batman and Green Arrow

Qualifying Name m Qualifying Real Name
. . N Batman Bruce Wayne
Marvel HeroClix Classics A Green Arrow Oliver Queen

The following table maps HeroClix Classic characters to their

original printing. Please see the original character for any errata or #047 The Flashes

clarifications Qualifying Name IESM Qualifying Real Name
_ _ The Flash Barry Allen
#1-01 | SpiderMan ¢ #001 The Flash Wally West
#1-02 | Dr. ¢
o 83 _I_r (i)ctopus 3 #034 #048 The Flash and Green Lantern
. ombstone - #003 e This character has%,;{:,, not 047.
#1-04 | Iron Man ¥ 4021 Qualifying Name M Qualifying Real Name
#1-05 | Iron Fist ¢ 4004 The Flash Barry Allen
#1-06 | Punisher ¥ %030 Green Lantern Hal Jordan
#1-07 | Mr. Fantastic ¥ #101 #049 Superman and The Flash
#1-08 | Invisible Woman ¢ 4102 eiAnd the Winner |séo0o says fiéon
5 ofthechosen character this game. 0
#1-09 | Dr.D
. boom 5‘#105 o | f AAnd the Winner | séodo is no
#1-10 | Human Torch ¢ #103 immediately. However since the choice of either Superman or
#1-11 | The Thing ¢ 4104 The Flash is only made once per game, if the power returns to
#1.12 | Mole Man ¥ 4031 the dial you must continue to use tti®ice already made.
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Qualifying Name ml Qualifying Real Name
Superman Clark Kent or KalEl
The Flash Barry Allen

#050 Fire and Ice
Qualifying Name LM Qualifying Real Name
Fire Beatriz Bonilla da Costa
Ice Tora Olafsdotter

#051 Green Lanterrand Green Arrow

Qualifying Name @ Qualifying Real Name
Green Lantern Hal Jordan

Green Arrow Oliver Queen

#052 Blue Beetle and Booster Gold
eThe first sentence of Yes, I

Beetl e and Boostech&pophdtensadbd

Qualifying Name ml Qualifying Real Name
Blue Beetle Ted Kord
Booster Gold Michael Jon Carter

#053 Harley Quinn and Poison lvy

Qualifying Name M Qualifying Real Name
Harley Quinn Harleen Quinzel
Poison Ivy Pamela Isley

#054Mister Miracle and Oberon

efiYour Head +Gf fMyPodiunmpliongal | ows
and Oberon to be TK6d via thi s #304HKaoded dustice

multi-base.

Qualifying Name m] Qualifying Real Name
Mister Miracle Scott Free

Oberon Oberon

#055Shazam! and Black Adam
e Hercules/Amon (Super Strength) and Call Down the Lightning

have %? not 4?

e The third sentence of Reluctant Teahp s ays dl f

you

#100 Batman and Catwoman

Qualifying Name m Qualifying Real Name
Batman Bruce Wayne
Catwoman Selina Kyle

Blackest NighA

#001 Mera
e Merads tra ialsohasehastSpeeoﬁSMrebtﬂ)a

Marvel HeroClix Classics 2

The following table maps HeroClix Classic characters to their
original printing. Please see the original character for any errata or

Golasifications 61 | Carry You reads: #fABI u
Car o S Man @ #002
#2-08 | Black Widow D #027
#2-09 | Gennady Gavrilov | @ 4010
#2-10 | Iron Man € #o077
#2-11 | Nick Fury 9 1001
#2-12 | Iron Monger € %000
Watchmer

Mi ster Miracle

though they have a
eStrongman reads: fiHooded Justi
he cannot pick up or hold heav
#011 Dr. Manhattan
eSurrender to Me Personally rea
character while using Incapaci
#013 Walter Kovacs
eLeave Me Alone! reads: AWalter

se 140
I

cho
points,thischaracterhzﬁand is KO6d when t#019 g Fiqure red, KO
- e This acé | s Gonna Explode! b

line is crossed. o
e The second seance of Reluctant Teadp says fl n
each time you reveal your force at the beginning of a game

choose the dark green starting line (Shazam!) or the light green

starting line (Black Adam)."
e Fury enough to Destroy Countries: "Shazam! And Blackmda
can use Hypersonic Speed..."
e Call Down the Lightning begs: "Shazam! And Black Adam
can use Energy Explosion..."
Qualifying Name ml Qualifying Real Name
Shazam! Billy Batson
Black Adam TethhAdam

#059 Nekron

¢ When usinglhe Blackest Nightif you opt not to give the figure
the action, then the figure is removed immediately from the
map.

botth"'gases,

#020 Larry and Mike
eHenchmen begins: AWhen a frien
Underworl d team abilityéo
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Qualifying Name ml Qualifying Real Name

#042 Bullseye

Lackey
Criminal

#021 The Comedian and Nite Owl

Qualifying Name M Qualifying Real Name
TheComedian Edward Blake

Nite Owl Dan Dreiberg

#022 Silk Spectre and Dr Manhattan

Qualifying Name Qualifying Real Name
Silk Spectre Laurie Juspeczyk

Dr Manhattan Jon Osterman

Larry
Mike

#023 Ozymandias and Bubastis

Qualifying Name E: Qualifying Real Name

Ozymandias Adrian Veidt
Bubastis Bubastis

#024 Nite Owl and Rorschach

Qualifying Name M Qualifying Real Name
Nite Owl Dan Dreiberg
Rorschach Walter Kovacs

#025 Dr. Manhattan

e The last sentence of Atomic Disassembly reads: "On a result of
1-2, destroy the nearest 3 objects (including objects held by
opposing characters and those in squares occupied by
characters); on a result of43 the nearest area of elevated terrain
becomes grounded terrain until the end of the game; on a result
of 5-6, the nearest area of blocking terrain is destroyed."

#026 Jon Osterman: Dr. Manhattan
o This figure has the Watchmen team symbol on his base.

Web of SpideiManA

#012 Puma
eThe keyword

#018 Carnage

e Symbi ot e Bl a dier Carnage dhakesfa \dlibse ar e
ranged combat attack, you may
damage value becomes the result and is locked until the attack
resolves. 0o

#019 Chameleon
eThe keyword

#032 Vector

o Kinetic Controlr e a &exctor cdn use Telekinesi®pposing
characters within 3 squares may be placed by Vector with
Telekinesis as if they were friendly charact@pposing
characters that apacal in this way may be dealt 1 damage
after the action resolves.

#035 J.Jonah Jameson

e The character using the Spiedan team ability immediately
stops using it (and any copied team abilities) when J. Jonah
Jameson can draw a line of fire to it, even if that is in the middle
of an action. Any effects that the copied teamighlilave
already caused (such as an action not counting toward the
allotted actions for the turn) would not be reversed.

e While a character using the Spiddan team ability is within J.
Jonah Jamesonds | ine of fire,
anyfriendly team ability.

iM. O. D. O.K."s 110

AiM. O. D. O.K."s 110

eThe first sentence of Any Obj e
can use Super Strength, but he cannot pick up or hold heavy
objects. o

el Never Miss reads:
Shape Change or Super Senf that attack.”

#044 Rocket Racer
eThe keyword

#050 Red Hulk

e The first sentence of Major Earthquake reads: "Give Red Hulk a
power action and make a close combat attack targeting each
other character (including friendtharacters) within 3 squares.”

#051 The Spot

e Out of theé Spots? reads: "Onc
given a close combat action, you may place him in any square
within 6 squares and | ine of f
blocking terrain or i@ grounded square adjacent to elevated
terrain."

eThe

"Character

AM. O. D. O. K."s 110

keyword AM. O.D.O.K."s 110

#056 Mysterio

e Mind-Numbi ng Gas reads: AOpposi ng
square with a hindering terrain marker placed by Mysterio at the
beginningorendofa acti on candt wuse | nd
Senses, or Willpower wuntil t he

#059 Iron Man/War Machine

e Al-Out Assaultés first sentence
Machine a doubl e power action.
Qualifying Name Qualifying Real Name
Iron Man Tony Stark
War Machine James Rhodes

#061SpiderHulk
o Roof Rip read: "Give SpiderHulk a power action if he
CCURI |BV ﬁi teg:raln1 Alll levated terrain and any higher
evel 0 vate errain comp etely contained within the same
contlnuous bordess SpideiHulk becomes hindering terrain of
one lower level, and deal each other character occupying an

r dffeqted puage@ dampge.” you do, Carnageds
#064 Cosmic SpideMan
e Cosmic SpideMand6s attack power shoul

APsychicWebbi n-§an cddose mcapacitSie. i d e r

i be higs\he e yse kelekingsig option 1 as a free action targeting
one of the characters hit by I

~ .
e Cosmic SpideMan has the = speed symbol instead D
#100 SpideiMan

e Web Swing Through the City end
occupying a squa of elevated terrain on the rim."
#104 Daken

e Clicks 2 and 4 have a defense value of 16. Click 6 has a defense
value of 15.

DC HeroClix Classics A

The following table maps HeroClix Classic characters to their
original printing. Please see the origichbracter for any errata or
clarifications

IR S ey R e N~ B A
#1-02 o 021

copy

Two-Face
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#1-03 | Penguin W 2007
#1-04 | The Caped Crusadel g 4002
#1-05 | The Joker W 2019
#1-06 | Commissioner W 2000
Gordon
#1-08 | Robin W 2005
#1-22 | Scarecrow W 2010
#1-23 | Bane o 00
#1-24 | Mr. Freeze o 003

Brightest Day

#005 Captain Boomerang

e The end of Boomerang's Path reads: "...Make a ranged combat
attack and compare the result to each opposing character
occupying a chosen square. Each character hit this way i2dealt
damage. This attack does not target.”

#007 Osiris
e Quest for Black Adam reads "Once per game, when Osiris hits
with a critical hit that hasn't been-relled..."

DC 75
#014016 Beast Boy
e Morph: Beast Boy reads: #AGive

deals ngoushing damage. After actions resolve, replace him

with any character with this t
number on the same click number. Existing action tokens and

action tokens for that action
e Whenthe powerrefr s t o fia move action
damageodo this means that the to

will not result in pushing damage, even if it is the second token
on that character.

#019 RulingCaste Dominator
e The name of this figure should reasl"®uling-Caste
Dominator" on the base.

#024 Detective Chimp _
e The symbol n the card for Long Arms (Plasticity}ﬁ instead

of ‘%

#025 Sargon The Sorcerer

el |l lusionary Swap reads: Aféany
game with each other, as long as ohthe objects occupies or
is being held by a characteréo
Immobile objects in the game with each other, as long as one of

the objects occupies or is bei
#031 Batman
e The first sentence of Smoke Cloud Maneuv end s : iéhe

use Smoke Cloud as a free action until the beginning of his next

turn. o
#043 Larfleeze
eThe | ast sentence of Orange Co

considers characters adjacent to or in the same square as an

Orange Construct object to be acnt to Larfleeze for Poison

and close combat purposes. o0
e When Orange Construct objects are moved with the Orange

Constructs trait, they move as characters with%espeed
symbol for terrain purposes.

¢ Summon the Orange Lantern Corps begins: "Once dudaog y
turn, you may give Larfleeze a free action and place an Orange
Construct object on the map within 6 squares and line of fire."

#045 Scar
¢ When Undead Guardian of the Black is used to heal a figure,
that healing is not from Steal Energy.

#046 John Stewdr

eThe Architect reads: ionce
no action tokens, he can use Barrier as a free action until the
beginning of his next turn, but places only 2 blocking terrain
mar kers. o

#051 Wonder Woman

eCavalry Charge! aneaadssChareWwwherd e r
she is given a power action to use Charge, she ignores opposing
characters and hindering terrain for movement purposes, and
after actions resolve, any number of adjacent opposing

dur

characters may be knocked back
#052 Baman
e Rooftop to Rooftop reads: fiBat

per turn, if Batman has no action tokens, he can be given a move
action as a free action if he ends his movement occupying a

square of elevated terrain on
#055 Beast Boy
e See #014t016Beast Boy. ]

Beast Boy a move action that

#057 Bane

» @he first gentence af Vdniorh Puenp reads: "Owrce duting yotiro r 6
turn as a free action, you may choose 1, 2 or 3."
r gnp iied to the replacement.

¢ no. pushin
RIRCq| DEATMALMONNPE hMBGeBHEKELN
Water Special object. 0 points, Light Object. Winex held, a
square containing this object is not considered hindering terrain
because of this object, it is
e Wonder Twin Power s, Activate!
as a free action, for each Wonder Twin you roagose one
form listed below. This character can use the powers and
possesses the combat symbols and values associated with those
forms until the next time you

#100 Sinestro

e Sinestro does not have -7 symbol on his base.

105 Icemaiden or i { obiect in ot
e Thename of t ié’figure should rgag as "IcemAidenQ on %he base.
#WOUHBIddan © f
n 5|a| Jcorzgal,n Ihqs Q’QSV’BW' OnahiS E)aﬁea racteréo.
#W08 Wonder Woman
® Vgogqgr Woman has a speed value of 6 on click #10.

ffany two non

eThe second sentence of White R
anactiontat se Chargeéo

Giant-Size XMen B

nstructs reads: ALarfl eeze

#001 Madrox

eThe More the Merrier reads: i M
another friendly character who

O6Mul tiple Manod is acent to

Flurry. o

adj
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#012 Cypher

#GO06 Frost Giant

e Crack Enemy Communications causes the figures to copy the eSpear Throw begins AOnce per
team ability in the same ways as a wild card. actionéo
e The choice for the Thunderbolts additional team ability is .
always made before the choice for Crack Enemy #G09 Sentlnel Mark V ) _ .
Communications. When Cypher acquires the THeunolts eThe first trait ends fAéstarti
team ability, he uses the team ability which has been chosen by
the player using Thunderbolts. Captain America
#018 Caliban #003 HYDRA Agent
eThe keyword fAiHorsemen of the ApoHestdrtndlifesisdgreéns fHor semen of
Apocal ypseo. ¢ The color of the attack power aficks #2 and #3 is orange
#033 Blob (Energy Explosion).
e The Immovable Object reads: "Blob can't be knocked back, #010 Mentallo
caried, or placed by Telekinesis.” e The color of the defense power on clicks #1 and #2 is orange
#36 Professor X goggﬁr;esiss).r;'h?;l?lc; osfetrf:se(iefense power on clicks #3
eln Contact with Cerebro reads: ni'f grodfegsor ;( is in your st
area, he can draw lines of fire and count range and squares for #014 Luke Cage
his Speed, Attack, and Damage powers from the square of any e This character has the res@me: Luke Cage.
single friendlyc har act er wi th whom he shares a keyword. o
el 6ve Learned ¥ oati’. Secrets has #30Falcon _ _
e The Redwing bystander listed on the character card is only able
#046 Juggernaut to be played with this character.
e The second sentenceMbthing Can Stop the Juggernaeads
fiwhen he moves due to his own action along a straight #034 Quake e .
horizontal or vertical path, he ignora terrain for movement ¢ Remove the first "Give" from Bring Down the House.
purposes except elevated terrain for that adiion. #040 Captain America
#051 Hulk e The Shield object listed on the charactedda only able to be
eThe second sentence of Here's YBygdwihthisghargctegacy pegins: Al f i
hits a character éod eThe second sentenWhenostdinfahe Sh

#055 Cable/Deadpool

o |f Choose Mél am Way Cooler is no longer on the dial, its
effectsend immediately. However since the choice of either
Cable or Deadpool is only made once per game, if the power
returns to the dial you must continue to use the choice already
made.

Qualifying Name m] Qualifying Real Name
Cable Nathaniel Summers
Deadpool Wade Wilson

#056 Colossus/Wolverine
Qualifying Name
Colossus

Wolverine

Qualifying Real Name
Piotr Rasputin
James Howlett

ranged attack, Captain America may target up to two characters

and deals 3 damage to each hi
#041 Mr. Immortal

eDying I s What | Do Best! begi
KOdéd, o.

#045 Fixer

e For Cobble Any Object Into a Weapon the object that Fixer
brings into the game must be legal for the format of the game
being played. For example, if playing a modern age géme
object he brings in must be a modern age object; if playing a
sealed game, the object he brings in must have been pulled from
the boosters used by Fixeros

#049 Maelstrom

#057 Cyclops/Phoenix
eSlym and Redd
actionséo
Qualifying Name
Cyclops

Phoenix

#056 Gambit/Rogue
Qualifying Name

reads: AThey ¢

m] Qualifying Real Name

Scott Summers
Jean Grey

ml Qualifying Real Name

Gambit Remy LeBeau

Rogue ifAnna Mari egq
#G05 Nemesis

eBi o Nuclear Bl astdéds third sent

combatattack hat does not targetéo

an

e Remove the period after trﬁ symbol in The Rest of the
ruveryeiSp Fier Me+p
#051 Scorpio

e The Zodiac Key object listed on the character card is only able
to be played with this character.

#056 Squirrel Girl
e The Monkey Joe bystander listed on the character card is only
able to be played with this character.

#058 HumanTorch

eNova Blastodos first
power action. o

ence begins: iMake a

#0568 Weapon X

e Once this character is clicked to click #5, it cannot be healed
back above that click.

¢ Breaking Out of the Tank cannot be ignored.

to two free

sentence r

ranged
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e Breaking Out of the Tank begins "Weapon X begins the game o Remove the’-? symbol from the base.
with the Fluid Tank attached. As long as the Fluid..." ] ]
#056 Master Chief and Arbiter

#060 Captain America . Qualifying Name M Qualifying Real Name
e Thawing From the Ice cannot be ignored. Master Chief MasterChief
¢ Once this character is clicked to click #5, it cannot be healed Arbiter Arbiter

back above thatlick.
eThe first sentence of Second D#QG4b MasteiGhief reads: fAWhen Captain

America targets a character with a ranged combat attack, he may e There is a7 symbol on the base.

target an additional character within 3 squares and line of fire

from the first character, and divide the damage betwezhith

characters. o Superman
X #035 Magog
Gears of War & e Excessive Force reads: "Once per turn, when Magog KO's an
opposing character, after actions resolve Magog may take one
#003 Augustus Cole action as a free action."
e Thr ashbal |Audbdtus €olercanast §lurry. When he
uses the Throw a Grenadbility, rolls doubles and hits any #047 Flash
opposing character with the grenade, do not reduce the number eThe second sentence of Time Ju
of grenades in #hgrenade pool 0 beginning of your turn, you may place Flash (with no action
tokens) anywhere on the map if you control another character.
#009 General RAAM . eThe third sent enclihereérerbothee Jum
eThe special power fiGreande Scat figfiycharadtes Snan® map wiilSHe & fehélEd from the
Scattero instead. map, he is KO'd o

¢ Grenade Scatteeads fiwhen General RAAM is given a move )
action, he can use the Throw a Grenade ability as a free action #050 Imperiex

after the move action isselvedo ¢ The first sentence dflanetary Destructioreadsfi Af t er

¢ The second sentence of Troika Blasts and Clouds of Kryll reads: choosing starting areagou may place 3 "DRILL" special
ionce per turn, if General RA A Mtetiaipgmarkes ondhe mapouiside ¢f stastingsaredse ¢ an
:153 ?rr:]okeOCIoud as a free action until the beginning of his next #053 Zod

¢ Kneel Before Zod! Will deal the penetrating damage to figures
which had 2 tokens before the power was used.

HaloA
_ #054 Black Adam
#001:045 All figures eThe keyword AThe Societyo is 0
e The weapons listed in pentheses are not part of the figure
name. #056 Kal

. e Starmetal Armor has O symbol, not a% symbol.
#Osll Flood '”ft‘fc“on_ C iEleod Ini ' There's No One E|se Who Can End Tiigiads fif Kal is the
eowarm begtns. n 0o ntection gGahalctefon Yolr'forc® Bmafting on the map, modify his

#013 Master Chief combat values by +a.
o This figure has a common rarity. #102 Manhunter Grandmaster
#016 Elite e Manhunter Grandmaster is required to use Regeneration from

eRemove tAremadirAnAmmunitiono-from tBHAWandanie. ¢ Apy¢ |

Armor Ammunition. ]
The Incredible Hulk

#026 Gunt
e Sticky Grenadeeadsit Gr unt can W seeradd he Th#0dWKaZar
ability as a ranged combat action instead of a power action. Qualifying Name m Qualifying Real Name
#030 Elite Honor Guard ;%Zuar Eggr Plunder
e Guardian Defender reads: AEI i t e—HonRo+—6Guat+d af—t-5+€
Toughness. Once per turn, when an adjacent friestdlyacter #043 Hulk
is hit by an opposing character's attack, after the action resolves ¢ The last sentence of Peace of the Outback reads: "If you do,
Elite Honor Guard may deal 2 damage to the opposing character Hulk's target can't use defense powers for that attack."
if it is adjacent to Elite Honor Guar 0

#049 Hulkmariner

#034 MaSter Chief . e The first entry in the table for ReveNamor is #009, not #038.
e This figure has a super rare rarity.
#050 Mighty Thorr

#038 Master Chief . . e The first entry in the table for Revefthoris #B8, not #®2.
*Remove the fiBring Down the Hammg f@sedofiatht initie Giblelidt MebermRotis #805, hoh #ps.

Down the Hammer. _
e Bring Down the Hammer has% symbol, not a7 symbol.
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#208 General Thunderbolt Ross
e Thefirst sentence @ a | | in t
game, give Generalii nder bol t

he Air

Rosséo

Lord of the Ring&

#001 Frodo

e The first sentence of Heart of the Fellowship reads: "Give Frodo
an epic action and choose up to one adjacent friendly character
per 100 points ofite game's build total.”

#003 Aragorn

e Through the Wild reads: "Give Aragorn an epic action and all
friendly characters can use Leap/Climb until your next turn, and
at the end of your turn, one friendly character per 100 points of
the game's build total mde given a move action as a free
action if they have not been moved or placed this turn.”

#004 Leqgolas

e The second sentence of Flank reads: "Legolas may use
Phasing/Teleport to move as if he has a locked speed value of
12, but only through squares on thgeaf the map."”

#018 Gandalf the Grey

e The first sentence of You Shall Not Pass! reads: "Give Gandalf
the Grey an epic action and place up to 1 SPECIAL marker per
50 points of the game's build total in squares of either the row or
column that Gandalf occugs."

e You Shall Not Pas® n d s These rharkérs remain until the
beginning of your next tura.

#019 Saruman

e The first sentence of An Army Worthy of Mordor reads: "Give
Saruman an epic action and choose up to 1 character per 200
points of the game's buitdtal.”

#022 Merry and Pippin
Qualifying Name
Merry

Pippin

#023 Frodo and Sam
Qualifying Name
Frodo

Sam

#202 Strider

e LeavingDecoys reads: "Give Strider an epic action; for each
200 points of the build total, choose up to one friendly character
next to an opposing character, place the friendly character in an
unoccupied square adjacent to Strider but not adjacent to any
opposingcharacter, and place a hindering terrain marker in the
square formerly occupieby the friendly charactér.

#203 Esquire of Rohan

e The last sentence of Scatter the Foe reads: "Choose a stack of
opposing horde tokens, remove up to one horde token from it fo
each 200 points of the build total, and place it in its owner's
starting area."

e Scatter the Foe may be used to remove every token from a stack
if the build total is high enough. If this is done, nothing is
placed into the starting area.

#208 Sauron

o Thefirst sentence of Frozen with Fear reads: "Give Sauron an
epic action and choose up to one opposing character for each
200 points of the build total."

ml Qualifying Real Name
Merriadoc Brandybuck

Peregrin Took

m] Qualifying Real Name
Frodo Baggins

Samwise Gamgee

#H007 Eagle

St r i k ee Resueedlght i ®3speecd popes. r

#H008 Ent
o Break the Dam! is a damage power.

#H009 Dead Man oDunharrow
e Ghostly Charge is a damage power.

#H010 Mamakil
e Trample is a speed power.

#H011 Orc Catapult
¢ FIRE! is a damage power.

#H012 Mountain Troll
e SMASH! is a damage power.
e This figure is named Mountain Troll.

Star Trek: Tacticy

#004 U.S.S. Equinox
e This ship possesses the Federation team ability.

#1021.K.S. Rotarran
o This ship uses the Klingon Empire team ability listed in this
document instead of the one listed on the character card.

#1031.K.S. Bortas
¢ This ship uses the Klingon Empire team abilisyed in this
document instead of the one listed on the character card.

The Infinity Gauntlet

#002 In-Betweener

e This figure has a silver ring on its base.

¢ When usindgPolar Opposite Attaciou cannot pick and choose
which powers you get to use from thé@t character. You will
gain the use of all of the standard powers.

#003 Champion

e This figure has a silver ring on its base.

e Fight ME! | Have No Need of Allieseads filOpposing
characters modify their attack values-iywhen attacking
another charactdriendly to Champion. Modify Champion's
attack value byl if there's another character on your force
remaining on the mag.

#004 Gardener
e This figure has a silver ring on its base.

#005 Runner
e This figure has a silver ring on its base.

#006 Collector
e Thisfigure has a silver ring on its base.

#007 Grandmaster
e _This figure has a silver ring on its base.

#008 Thanos
o—This figure has a silver ring on its base.

#009 Terraxia
e This figure has a silver ring on its base.

e This figure has eﬁi on its baséo the right of the 0
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Galactic Guardians

#004 Skrull Rebel
e The point cost on the character card is 30.

#012 Charlie27

e This charactés cardhasthe O on the card for the THICK
SKIN (Invulnerability) Power.

#014 Astral Dr. Strange
e There is a yellovetarting line to the left of click #7.

#022 Xavin

e The second sentence of One Powerset at a Time reads: "If you
do, at the end of your turn, if Xavin is not KO'd, return him to
the click he began the turn on."

#023 Blastaar

e For Negative Zone Prison Breakgtchosen character is
returned on the same starting line it used when it first entered the
game.

#027 Hulk
e The experience level of this figure is alego.

#028 Dr. Strange
e Thereis a7 symbol on the base.

#029 Morg
e Thereis a7 symbol on the base.

#043Stranger
eThe Size |

#049 Thanos
e The second sentence of Teleport My Greatest Enemies reads:
"Give Thanos a power action and place the two highest point
value target opposing characters in squares adjacent to Thanos."
e ForTeeport My Greatest Enemies,
two highest point value charac
e For Teleport My Greatest Enemies, Thanos must be able to
pl ace the targets adjacent to
use this pwer.

#102 Hulk

o Fully Split from Bannereads fiAfter choosing starting areas,
you may place in your starting area a Bruce Banner bystander
token as described on the back of this @ard.

#GO0L Galactus

e When used in a tournament, the person fielding Galaotist
offer the same figure each round as his choice for herald.

e The free actions used in thv®u Shall Not Harm My Master
ability may activate the same effect repeatedly.

eThe fifth sent encleurahdsenMgraldHe r al
possesses thigower Cosmiteam ability, thet-.g symbol, and
mod fies their combat values

#G02 Ziran The Tester

o Click #6 for Testing reads: "at least 5 different team abilities?"

o Click #9 for Testing reads: "a character that can use
Enhancement on their opening click?"

e The Cdestial trait may not be used when played at the 300 point
level.

e When facing multiple opponents, each test is checked against
each team. If all teams fail, the 2 damage may be given to any
figure on any team.

N eéepdsseBsEsoBe r eads:

by

¢ All damage from the Testing is dealt at omeet

GO05 Uatu The Watcher

o The first sentence of | Am Only a Watcher (50 pginesds
AWhen placing characters at th
Uatu The Watcher anywhere on the map that's at least 2 squares
away from any starting aréa.

#G06 Dormammu

e Lord of the Dark Dimension reads: "Dormammu can use
Probability Control. Friendly characters ignore the Mystics
Team ability."

Galactic Guardians Annihilators

#005 Beta Ray Bill
e Chain Lightning begins: "When Beta Ray Bill..."

The Avengers Movie

#003b AgenOf S.H.ILE.L.D.
e This figure has bluestarting lineto the left of click 7

#008b Skrull Commando
e This figure has a blue starting line to the left of click 7.

#211 Loki
e He Strikes From Within causes Loki to use the team abilities in
the same ways asndld card.

Dark Knight Rises

#004A Arkham Asylum Inmate
eSafety in Numbers says AArkham
AiArkham I nmated in the first s

#019 The Joker's Henchman #2
p fTakerAnetheroShotacyasn 6ft T v ea r Jiesi & eahdes 0 S g i S

tédpker ditisanterigd e candt use this po
1035?‘“%;]. .1 f. he. anot , then he
e ThisTigure has a silver ring on its basSe.

#203 Catwoman
e The object that is removed is the one which was adjacent at the
beginning of the action used to activate the power

2012 Promo Figures

# D-004 Superman and Superman
ﬁ Qualifying Real Name

Qualifying Name

Superman Clark Kent or KalEl
Superman Clark Kent or KalL
d The mst skstenceff Look, Up In the Sky reads: "The attack now
targets Superman and Superman, even if they are otherwise an

flggal garget."

ChaosWar

#010 Donald Blake

e The second sentence of Thor, God of Lightning reads: "If you
do, after actions resolve, even if this power is lost, deal 1
damage to each adjacent opposing character.”
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#102 Invisible Woman Marvel TabApp

eln the fiThe Peacenmeferetotbhe power, the Abotho
opposing character and the other friendly character. #M-002 Thor

efiThe Peacemakero may be used etédhejipegpndopenbehRcaf of hMjolnir
characters are on their first clicks. move, he may be given a ranged combat action as a free action."

Marvel 10" Anniversary

#006 Marvel Girl
e The second sentence of Dark Phoenix begins: "When Marvel
Girl wouldbeKO6d . . . "
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Section 5  Special Characters

free ation also resulted in Galactus taking damage, he would
General retaliate after that action as well.

e When a special characteroé6s pripatefdForceRgles i ndi cates that they
possess an ability that is documented in the latest rulebook, the ¢ Add the following to the first paragraph undéovement

rules from the rulebook override the pridteiles for the fiGal actus ignores the effects o
character. ) _e Add the following to he first paragraph undétovement
eWhen a special characteros pri mtgad afckluss jighirCeast & ntdhodotr tbh eYc kG
only take one action per turn, it is only referring to e Any indoor blocking terrain Galactus crosses is destroyed; mark
actions. blocking terrain destroyed in this manner with two rubble
e When a special characteroé6s primiagkerrisl.®s indicate that they h
way to be given a nefiee action every turn without taking « Replace the first semmee of the first paragraph undeowers
damage, these rules may be used instead of the Colossal Stamina gnd Abilities: fiGal actus ignores the E:
ability. Blast, Incapacitate, Mind Control, Plasticity, Poison, Psychic
R Blast, Shape Change, Steal Energy, and Support powers, as well
Dar k Phoeni x A as team abilities that dupéite these powers.

) ) . e Feats cannot be assigned to Galactus.
* Replace the first sentence of the first paragraph under Special « Damage carries quer from one co t dial to another. In a battle

Rules with: fiDark Phoenix igno raSa?‘nst u gery Iécpucl %r'eiampslejeif"t fe 51 Qick leftoh " © €
Blast, Incapacitate, Mind Control, Plasticity, Poison, Psychic the Hungry c omb at ' di al and Gal
Blast, Shape Change, _Stea_l Engrgy, and Support powers, as _vveII dam ge is apglied to the Starving combat dial.
as team abilities that duplic a-tG%Iac usignorés thE Skhffs and Danger Girl team abilities

* Replace the second sentence under Actions and Pushing with 9 ng :
iDark Phoeni x chany itwilenotpadsate d e & When Galactus uses Energy Explosion or Pulse Wave against
pushing damage while the Power "E'Bpée [98tS, tpeedgnpﬁ\geeg a|t het h{t b?.eqpagto t%]e.cmtm?b%r 8f.

dials he started witlgverriding all other restrictions on this

. N number.

Fin Fang FoomA e When Galactus moves, all parts of his base are considered to be in

clear, grounded terrain.
Part of a Force Rules 9

e When Fin Fang Foom uses Energy Explosion or Pulse Wave .
against multiple targets, the damage dealt per hitisequalitothe Gal act us ( Comi ng of Gal a
numter of dials he started with, overriding all other restrictions on
this number.

Scenario Rules
¢ The sentence reading: "Galactus always uses any powers showing
< onhis current combat dial against the target, if possible." says
Gal act usA "Galactus always uses any powers showing on its current combat
. dial to his greatest advantage, and he will always first use his
Scenario Rules : owers %nd abilities in an attempt to damage an opposing
e UnderCombat, r epl ace the sixth pararggajai%&e. Wi h: nGglact%s (Pan
att ac k and be attack e d by grouy 8anaI§cf?Jsdu S En%r yaEg(p?ogon 8r'|‘-’fﬂsre s fgéir%t' 0
* Probability Control cannotbes ed agai nst Gal ac toyfoR tafgds tlﬁe%ama Sealt per hit is equal to the number of
Galactus doesno6t have a turn. dials he started with, overriding all other restrictions on this

e Galactus does not retaliate if damaged during its action. number.

e Galactus is not forced to respond with the same kind of attack that
damaged him. Part of a Force Rules

el f the character who dedotet da maiherethes poGeais ogedap giuarificaionsdad Gajactus apply
Galactus retaliates, then Galactus does not retaliate. to COG Galactus.

o If Galactus retaliates against more than one character after being
dealt damage and misses the character that dealt damage to Jean Gr ey Phoeni x A
Galactus but hit one or more other characters, then Galactus may

divide his full damage among the characters successfully hit. ) , .
e When retaliating, Galactus may still use the Pulse Wave ability, affected by Exploit Weakness, Force Blast, Incapacitate, Mind

even though it doesndt specifi cCoIrelplastciy, Roisqgn, PﬁyCh_‘_CF’I st phape Chaggly, o ¢ |
damaged Galactus is within r an ¢89 SUPROL OrARYegna apilitips fhatdyplicgie, thege.

e Replace the first bullet point

e Gd actusd retaliation occurs imrﬂé’&viea{tseloy after the first actio
resolution that results in Galactus taking damage. For example, ) .
during a Hypersonic Speed attack, Galactus would retaliate Sentinel A

immediately after the free action that resulted in Galactus taking
damage resolves, before the figure using Hypersonic Speed
completes its movement. If Galactus takes damage from the first
free action of a Multattack or Cosmic Multiattack, Galactus

would retaliate before the second free action occurs; if the second

e The Sentinel with an Infinity Challenge set symbol should use the
Advanced Sentinel Rules.
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SpectreA StarroA

e When Spectre uses Energy Explosion or Pulse Wave against ¢ When Starro uses Energy Explosion or Pulse Wave against
multiple targets, the damage dealt per hit is equal to the number of multiple targets, the damage dealt per hit is equal to the
dials he started with, overriding all other restrictions on this experience level he started with, overriding all other restrictions
number. on this number.

eStarrobs first trait reads fiSta
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Section 6 Team Abilities

e This team ability does not alter what kinds of actions can be

General
e Any team abilities that refer t Bssqpedéotti’éa&qwacmrelmtbhgs b%en %?‘ré"%d&hb? furn. gsou
to Aa character using this team i tgas -a 1mo vi bnéol t
action, it Is an action which is free from the perspective of your
2000 ADA action pool (the number of actions you can assign on a turn).
¢ The choice of opposing team ability or character is made for the e If a character with this team ability is given a move action that
entire team. Once the choice is made, all characters with this requires break away, it may still usesthaibility. On a failed
team ability get the bonus against that team/character. break away roll, it would still get a token and the action will not
o If a wild card uses this team ability, they must use the same come from the action pool.
opposing team ability/character selected for the rest of the GUARDI ANS OF THE GLOBEA

characters using this team ability.

» Designating a single character for tréamn ability grants the
bonus only against that single character, even if more than one
of that character is in play.

o If doubles are rolled for a no damage attack (such as Mind
Control), a token would still be given to tterget(s).

o If a character using this team ability rolls doubles while using
Incapacitate, then the target character will get 2 tokens if they

ARACHNOSA currently have 0.

eThi s t eam &vhenh ¢characterrusing the Arachinos o If a character using this team ability rolls doubles while using
team ability takes damage from an attack, the attacker is dealt 1 Quake, the target charactersuldnot be knocked back, but
unavoidable damage. This damage is not an attack would receive a token instead.

Clarifications: see Mystics o If a character with this team ability rolls doubles while using

Energy Explosion, the characters targeted would receive a token

w while character who are affected by splash damage would be

Clarifications: see Free Moves knocked lack normally.

BATMAN ENEMY « If a target character would normally ignore knock back, they

Clarifications: see Sinister Syndicate. would still receive a token as a result of this team ability.

BROTHERHOOD OF MUTANTS HYDRA . o .
Clarifications: see Free Moves eThi s team abi thischaracter & adjhsent tofa Wh e n

friendly character making a ranged combat atte@dlify the

CRIME SYNDICATE target 6s delfifehe mrget is vathiruliee otfire of
e The characteusing this team ability is subject to all the standard this characteo.
rules regarding Probability Control with the additional
requirergent o?placing a tyoken on a character in order to use the ~YPERTIME
ability. e If a character fails its roll while trying to become adjacent to the
N Hypertime team member, it may continue its move from the
CROSSGENA current position. If tere are no legal squares in which the
eThi s t eam &benh ¢characterrugng the Cromsg character that failed its roll against the Hypertime team ability
team ability takes damage from an attack, the attacker is dealt 1 may move, the character must end its movement in the first
unavoidable damage. This damage is not an attack available legal square along the path it took when moving
Clarifications: see Mystics adjacent to the Hypertime team meambeven if that square is
N the square in which the character began its movement.
CRUSADEA ) e This team ability only applies when a character goes from not
* The attack roll does not need to be successful in order to being adjacent to a Hypertime character to becoming adjacent to
generate knock back. a Hypertime character. If one is adjacent to aétiime
* Ifa Crusade teatmember's Energy Explosion attack is character at the beginning of an action, for example, and rolls
unsuccessful against a target, but doubles are rolled, then the successfully for break away, then a Hypertime roll would not be
Crusade ability will generate knock back only for the missed necessary if the character moves and maintains adjacency to that
target. If a Crusade team member's Energy Explosion is Hypertime character.
successful against a target, but unsesftd against an adjacent « When attempting to move into aday with two or more
figure, Crusade’s ability will also generate knock back against opposing characters using this team ability, one roll is made.
the adjacent figures. e The character attempting to move into adjacency is the character
DEFENDERS which makes the roll.
e The Defenders team ability works in the same manner as the JUSTICE LEAGUE

iDefendo power, except that it g&ifcaioR stekfre®Movedsed with other
Defenders tearmembers.

e This team ability can be used during Support. JUSTICE SOCIETY
Clarifications: see Dé&nders

Free Moves

e When a character with this team ability is given a move action, MASTERS OF EVIL
that action does not get subtracted from the players action pool e The damage applied to a character with this team ability on the
for that turn. The acting character is still assigned a takeh third turn it acts is not pushing damage. Willpower (or other
would be dealt pushing damage as normal, if this is not their effects that allow a character to ignore pushing damage) would
first token. not apply to the unavoidable damage te&n ability generates.
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e The second action a character with this team ability takes is
normal pushing damage, for which Willpower and other similar
effects would work fine.

MYSTICS

¢ As the damage from this team ability is not an attack, it would
not cause rafiation damage if it were applied to another
Mystics character.

eThis team ability would stildl

o |If a Mystics character somehow deals damages to itself in an
attack, it will still activate and damage itself.

POLICE
Clarific ations: see Hydra

POWER COSMIC

e Powers that allow you to ignore other powers would still be
effective against a character using this team ability. Exploit
Weakness, for example, does not counter damage reducing
powers, but ignores them, so it would stitirk against a
character with this team ability.

QUINTESSENCE
Clarifications: see Power Cosmic.

S.H.ILE.L.D.

e Multiple S.H.I.LE.L.D. characters can be used to provide multiple
bonuses to a single friendly character. These bonuses are always
subject to the Re of Three.

e The S.H.L.LE.L.D. character does not have to have a line of fire to
the target in order to use this ability.

SINISTER SYNDICATE

e The Sinister Syndicate team ability works in the same manner as
the fADefendd power , e withethet
Sinister Syndicate team members and it applies to attack value
rather than defense value.

e This team ability can be used during Support.

SUICIDE SQUAD
e The team ability will activate for each adjacent friendly
character KOO6d.

SUPERMAN ENEMY

e This power can be used for each set of adjacent Superman
Enemy characters. For example, if you have three Superman
Enemy characters all adjacent to one another, with point values
75, 60, and 44, there are three potential pairs: 1) 75/60, 2) 75/44,
and 3) 60/44.75 is higher than 60, so 75 gets to use Outwit. 75
is higher than 44, but 75 already can use Oadtiticannot use
it again. 60 is higher than 44, so 60 can use Outwit.

TITANS
Clarifications: see XMen

TOP COWA
Clarifications: see Free Moves

ULTIMATES

ULTIMATE X-MEN

e Each team member chooses an opposing team ability or
character. This choice is made on a character by character basis,
and may be different from other members of the team.

o If a wild card uses this team ability, they may select their own
target team ability/figure for the bonus. Once the choice is made,
the wild card may not change that selection even if they use a
different team ability.

t hat it c

¢ Designating a single character for this team ability grants the
bonus only against that single charactsen if more than one
of that character is in play.

Wild Cards

el f the | ast character on a
or all instances of the team ability are lost, countered, or
otherwise absent, any wild card characters that are currently

a osing tedears abiity cart chnéinuecth use itauitit the iend iofghatK O
action. With the start of the next action, that team ability is not
able to be used.

e A wild card can only use a team ability that is possessed by a
friendly character on their force. It qaot use a team ability that
another character is able to use (but does not possess).

¢ When using another team ability, a wild card team member is
considered part of that team for team ability purposes; for
everything else, it is a member of the team primtedts base.

e The rule regarding using only one team ability per action refers
only to the usage of the wild card team ability. If a character is a
wild card and also is a member of another team, it can
essentially use 2 team abilities as it can use tigalateam
ability as well as its wild card team ability.

¢ If a character is a wild card in addition to another team ability,
being a wild card does not affect their ability to use that other
team ability in any way.

¢ Wild cards cannot use a team abilitytiey are already using an
identical mechanic through another game effect.

X-MEN
¢ In order for a character to use the\len team ability, the
adjacent character must be able to be healed.

for

an only be used
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Section 7  Additional Team Abilit ies

eThe prerequisite for this addit
New Mutantso

e Print and Play: For WizKids events, players can print any
legitimate copy of a cardboard element from HeroClix. The or
printed version must not be functionally different from a legal NEXTWAVE
WizKids-released version of the element. eln the text of the team abilit y

o Additional Team Abilites must be used and costed for all character making the KO.
qualified team members on your force.

¢ Additional Team Abilities cannot be used by a character duringa RUNAWAYS

free action granted by being successfully hit with Mind Control. eRemove the following text from

e Unless an Additional Team Ability says otherwides team characters on your force with the Runaways keyword are assigned
ability it grants is in addition to any other team ability the this feat and have tHellowing team ability instead of any other
character can currently use. team ability: o

GUARDIANS OF THE GALAXY THE SOCIETY

e Remove the following text fr onm Iftabharacterattempts td Wse @utwit dgainstra Sacibty rhemibey :
characters on your force with the Guardians of the Galaxy and the Outwit fails due to a successful roll of the team ability,

keywordare assigned this feat and have the following team ability ~ the Outwit can be used against a different opposintactes.
instead of any other team abi leiTthye: d equired keywords for this

HYDRA DEEP SCIENCE DIVISION Villains or Societyo.
e The minimum squares is determined after all adjustments are STRATEGIC HOMELAND INTERVENTION,
applied. ENFORCEMENT AND LOGISTICS DIVISION
JUSTICE LEAGUE INTERNATIONAL e The maximum squares is determined after all adjustments are

e This additional team ability ncl udes: A(Thi s cagﬂmbe—ndl y be used
once per damage dealt.)o THUNDERBOLTS
LEAGUE OF ASSASSINS . A.mayerhus'ng this A;’Afma;y change ttheir chosen team ability
- . . . with each new round of a tournament.
'g?gmfn'ér st SVaanitie motyeur ture, Bndswof fife eThe definition of a fAMarvel tea
the end of Section 15 of this document.
eThe first sentence reads, iOnce
choose any one Marvel team ability other than an additional team
abilityéo
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Section 8  Battlefield ConditionsA

General o _ DARKNESS

* Print and Play: For WizKids events, players can print any e If a character were to use Pulse Wave undeeffects of this
legitimate copy of a cardboard element from HeroClix. The BFC and their natural range is greater than 6, their range would be
printed version must not be functionally different from a legal 6 for the attack. When the range is halved for the Pulse Wave
WizKids-released versioaf the element. attack. it would then be 3.

eBattlefield condition cards are considered fAunigque by nameo.
battlefield condition cards with the same name appear in multiple DEBRIS
sets, a player may only use one copy of any named card in his eThe text of this card reads: i E
battlefield condition hand during a tournament. additional stadard objects in addition to those included in their

¢ Any Battlefield Condition cards that are published with the same force. o
name as a previous one override all of the text on the previously e The three objects each player adds to the game must be standard
published card. objects and can be of any combination of heavy and light.

o Battlefield Condition cards which provide a limit on a combat DEEP SHADOWS

values continuously check the relevant comizée. .
e If a character were to use Pulse Wave under the effedtssof t

ALPHA STRIKE BFC and their natural range is greater than 6, their range would be
eThe text of this card reads: i Bdoftberadack: Mhen the sagde is halved dor thefPulse dvave p |
first turn, that player chooses a team symbol possessed by an attack, it would then be 3.

opposing character. The first opposing character with that team

symbol that is defeated is worth additiomaltory points equal to

half of that characterds point® i ) - ) .
o If multiple characters with the chosen team symbol are KOd as even If the feat isat strictly tied to a single character (such as

the result of a single action, the additional victory points are Rip It Up).

awarded for all characters KOd by the action that have the chosen p|SBANDED!

team symbol. « Power Cosmic and Quintessence can be ignored. Certain
ARMOR WARS characters, like Galactus, Spectre, and such have special rules that
overlap with the effects of these team abilities. When they
overlap, ignoring the team ability does not mean ignoring the
characters own ability from their rules.
¢ Ignoring team abilities does not mean you ignore the team
symbol. Many mechanics, like the Assembled BFC, require
characters with the same team symbol.seheffects would work
ASSEMBLED the same even when Disbanded! is in play.

e Ateam must have 5 or more characters with the same team
symbol in order for this BFC to activate. EARTH UAK_E .
¢ The Probability Control power cannot be used to reroll dice rolled

DE-FEATED
A} feats pwnedyby that player are ignored when a 1 is rolled,

e Multiple copies of Armor Wars will each affect damage dealt
accordingly (so if 2 are in play, damage that is reduced is
increased by 2).

e In order for Armor Wars to activate, some damage must be dealt.
0 damage will not be reduced.

ATLANTIS RISING for the Earthquake BFC.
e Clear terrain does not become water terrain until the beginning of ¢ Damage reducing powers still function as normal.
the first round. Objects can therefore be placed in clear gealin e Super Senses cannot be used to evadeaimage as it is not from
terrain, as it is not yet water terrain. an attack.
BLOOD CURSE GROUND ZERO
eThis card does not include t he Thehdie eobteat caroresulténldamade iis adt relkdby the
character, so it cannot be rerolled with Probability Control.
CROSSWINDS Y
eThis card says: fiCharacter t haNERJIALINTEREERENGE FHELDght ability ca
use the Flight or Carry abil i teyThedastsentence refersto all knock back, not just kback

DAMAGE CONTROL from the different powers listed.

e Replacethelassent ence on the card wi KRAKOATHE LIVING ISLAND nning of

each playerdés turn, all dest r oryThedattaskariade becausedf Kiakoa is kclosegombat attack i n
(except Barrier markers and terrain in occupied squares) are no Combat Reflexes or the like would apply.
|l onger destroyed. o ¢ Characters with Shape Change may use that power to cause the
o Debris tokens from destroyed walls and blocking terrain are not attack to not be able to beante. A different qualifying character
removed at the beginning of e acchnb@delaciea as the targetof the.attack.
e The restoration of walls and blocking terrain is something that ¢ Probability Control cannot be used on this roll as there is no
happens once per turn, it is not an ongoing affect. If Wasteland character making the attack.

was also in play, its effects are constant. Therefore, at the start of
each tun, all of the destroyed walls and terrain would be repaired LOW GRAVITY
(from this BFC) and then they would immediately be destroyed ~ ® Characters that are unaffected by knock back are not affected by

(from the Wasteland BFC). The other effects of these BFCs Low Gravity.
would occur normally.
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LOYALTY Support power. Radiation Lea&quires a die roll but due to War

 Wild card characters retain their chosen team ability even if the Zone being in play no die is ever rolled for Support.
character with that team ability is KOd. ¢ The Radiation Leak BFC does not affect the Suicide Squad team
 Wild card characters would choose their team ability regardless to ~ ability.
any feats (like Siphon Power, Saboteur, additional team abjilities * If Radiation Leak is in play when someone uses Regeneration or
assigned to either team before the game begins. They would retain  Support within the specialobfec | ndi go Lanternods
that team ability for the game. players would subtract 2 from their dice roll (i.e., the two effects
cancel each other out).

MADNESS
« When using Support and two sixes are rolled, the target would =~ RALLY
take 1 damage. When using Support and two ones are rolled,thee Thi s card reads fAdefeatedo inst
:)a(t)r\?vitr)lts healed equtd the result of one die rolZ, as per the SHRUNK
¢ Any power or effect that indicates it functions based on aicert
MERCENARY number of squares is also considered to have a range for purposes
eThe second sentence reads fAThe oftsBRC.abi | ity cannot be a wild
card, must be usable by wild cards and cannot be an Additional e If Shrunk is in play with Deep Shadows, the range would first be
Team Ability. o limited by Deep Shadows and then halved by Shrunk.
PACIFICATION SKYSCRAPERS
¢ In order to be reduced, the 4 or moeerthge must be dealt to a e This card cannot be played if any of the thtgy areas is made up
single character. exclusively of elevated terrain.

e This BFC would activate any time the damage dealt reaches 4 (or

more), even if another effect (like Toughness) would reduce it TELEKINETIC STRAIN

e Thi s c arWherbTelgkinesis is uséd to place a character

below 4 later. . ; .
or object 6 or more squares away from its starting square, the
POWER DAMPENING FIELD character using Telekinesis is dealt 1 unavoidableadarafter
¢ Any effect in the game that can alter the damajee of a the action resolves. 0

character would still be subject to this BFC. This includes
bonuses from feats (like Pounce) or powers (Enhancement,
Blades/Claws/Fangs).

WAR ZONE
¢ If Radiation Leak and War Zone are in play at the same time, War
Zone takes precedence over Radiation Leak when using the
PROXIMITY MINES Support power. Radiation Leak requires a die roll, but due to War
e The first sentence reads: "At the end of a turn, if any characteris ~ Zone being in play no dis ever rolled for Support.
in the same square asortheld object or in a square adjacent to

a nontheld object, roll one sisided die." w
¢ The Probability Control power cannot be used to force a reroll of
RADIATION LEAK a die roll caused by the White Noise Feat card.

o If Radiation Leak and War Zone are in play at the same time, War
Zone takes precedence over Radiation Leak when using the

82



Section9 FeatsA

General Clarifications CANNONBALL

. PI’II.‘IF and Play: For WizKids events, players can print any ¢ The first sentence reads: "When the character is on elevated
legitimate copy of a cardboard element from HeroClix. The terrain, it can move to the next lowest elevation without using a
printed version must not be functionally different from a legal ladder or stairs."

WizKids-released version of the element.
¢ While the points for feats add to the overall force build total, they COMPEL

do not add to a character ds p oiThefiguredhbtis¢he target of the mind control must have taken a
o A copy of each feat card that requires you to choose a character tokerable action this turn in order for it to be a target. Free actions

must be included on your force. would not qualify.

e Any Feat cards that are published with the same reenee ¢ A character with multiple targets cannot target any opposing
previous one override all of the text on the previously published figures when attempting to Compel a friendly figure. It may only
card. target a single friendly character.

e The following feat cards are banned as they have been replaced
by an Additional Team Ability card: Alpha Flight, Amazon,
Checkmate, Fantastic Four, Green Lantern Corps, Guamfians
the Galaxy, Justice League International, League of Assassins,
Legionnaires, Monster Society of Evil, Runaways, The Society,

CONSTRUO

¢ Any opposing character adjacent to the Barrier needs to roll a
break away if it is moving or being moved away from the Barrier.

¢ Only characters that are being given an action that involves

Squadron Supreme, and Thunderbolts movement are given action tokens. Characters that are adjacent
' the Barrier and are being moved without being given an action are
ALIAS not given an action token for making the break away roll.

eThe feat is considered Ausedo s . the character has ro
for Shape Change. & player opts to use the feat, but other game C%?\IT”%@E(NI&Y BLAN )
¢ When tokens are removed from this feat, only one combat value

effects occur such that the character is not targeted prior to rolling >
can be modified for the tokens removed.

for Alias (e.g., the Skrulls team ability) then the feat is not X
considered used and is not discarded. ¢ Contingeng Tokens are only removed from the card when they

are used.

AMBIDEXTROUS

e Thecostofthisfeateeds fiCost: Twice the Dcha.ra.cter's ]
printed range value. (Mini mum *cPagagefromGagage Shield is not an attack, and therefore will
not trigger the éffects of attacks such as the Mystics team ability
AND STAY DOWN or the Super Senses power.
eThe feat reads: fAWhen the charealheperequisite dbditpnusebe someathing theccharabttex tan usd t a
without using an object, an attack roll result of 11 or 12 is a at the time of the attack in order to use Damage Shield.
critical hit.o e Damage dealt from Damage Shield is normal damage, so damage

AUTOMATIC REGENERATION reducing powers would reduce this damage accordingly.

eReplace the text on the card vwWARKNESSWITEIB, at the beginning of
turn, this character uses Reg(genReplagetthefrstlinesgthac &r ¢ ewiatcih i on@ OOpt i «
BRILLIANT TACTICIAN immediately before this character makes an attack, deal 1 pushing

- - . . . damage that ignores Willpower and team abilities to a single
* When affecting friendly characters with Brilliant Tactician, target friendly character adjacent to the character; this is not an
different combat values may be modified pach character

focted attack: o
aftected. e The pushinglamage is dealt to the adjacent friendly character

eWild card characters cannot Us gl fleetibhlis'déclarbdllt befole®nt Atthck is Rl Fhe t € @
ability in order to qualify for the extra perplexing. They must characters must be adjacent at the time of the attack.
share either the team symbol or a keyword.

¢ Any character that the Brilliant Tactician can draw a lihiére to DISASSEMBLE
can be the initial target of Perplex. The team symbol/keyword eThe |l ast sentence reads: Mfnéyou
requirement is only for characters perplexed after that. objects fromlhe game after the action is resolved and replace

e Perplex can only be used once on each character by the Brilliant itéo.

Tactician. A target cannot be chosen for the initial perpsexell

as the follow up perplex (if the team symbol or keyword was DISINTEGRATE

shared) e The text reads: "Choose a character. When the character is given a
close combat action, before making the close combat attack,
CAMOUFLAGE remove from the game an object adjacent to the character or a

e A character against the edge of elevated terrain (a building) does  object held by a character adjacent to the character."
not gain the benefits from Camouflage, as elevated terrain is not
blocking terrain or a wall. In ordéor Camouflage to work, the DISSENT

character would also need to be adjacent to blocking terrain ora ® If @ team ability is outwitted, any wild cards that were using the
wall. team ability from the affected character may no longer use copied

o A character using this feat would still have lines of fire to it team ability (unless there is another friendly charactenfivhom
blocked when targeted by a character that is ignoring terrain or they can be using that team ability).
other characters for lingf fire purposes.
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eThis card does not include the
a power, instead of countering
DIVEBOMB N

e This feat is based around the Soaring rules, which have been
removed from supported HeroClay.

e Divebomb is specific that it can only target grounded characters.
Elevated characters cannot be targeted with this feat.

DRAG

e The last sentence reads: "If the target is not a flying character and
occupied a square of elevated terrain, and therplaasd in a
square on a lower elevation, deal it 2 damage after being placed."”

ELITE SNIPER

eThis feat includes the | ine:
Sharpshooter ability. o
ENDURANCE .
e Modi fy the second sentence in

are enduance tokens on this card when the character is given a
nonf ree acti on, after the

e One endurance token is placed on the card for each pushing
damage dealt to the character.

dectease theedanfiagesvalle by 1t(aftes all othee raodifiers bnd | i t
replageroewts) wheid resolving the attack. An attack using
Incapacitate does not place anyacton k ens on t he t
When this feat is used with Pulse Wave (and multiple targets)
first, hal ve the characteros r a
range based on the unmodified damage value (as per the feat).

The damage value is then replaced {aslper the power).

Finally, the damage value is then decreased by 1 (as per the feat),
but the locking of the damage value (as per the power) ignores

this modifier making the normal damage dealt 1. Other factors

can come into play (e.g., critical hits)iterease this.

¢ When this feat is used with Energy Explosion, range is increased

based on the unmodified damage value. While the damage value
is decreased by 1, when targets are hit with Energy Explosion,

i Theraredeal gamage hased an e numhereof tegmse hit

(not based on the damage value), so the penalty of Extended
Range would have no impact.
When this feat is used with Mind Control, range can be increased

twitheno penaityras theselisan@ daraagededit fromsa Mind Gomtrbl  t

attack. If a character hasO range, this feat cannot be used to

act i onincreasstoel4vaage grantedds h default hyethe Mind Control

power.

FASTBALL SPECIAL

e There are many feats that deal pushing damage as farcasing
it i Endurance can be used to prevent that damage ab oradl
token is placed on the card for each pushing damage dealt.

o |f the character loses the prerequisites for this card while tokens
are on the card, the character no longer needs tfmrgdbtential
damage, though the tokens are not removed.

ENTANGLE
o If a character with Charge rolls a 1 or 2 when targeting someone

Replace the second |ine with: A
action when they are adjacent: The first character must have

Super Stength and the second character must be a character

without Flight, have Toughness and may not have a damage value
hi gher than 3.0

A figure thatisholdingan obj ect
the Fastball Special.

cannot be

with this feat, the character would have moved and would remain m B .
where it is. eThis feat r elmddercafh®Whse apowehdr s
ability that reduces damage, th

o If a character with Hypersonic Speed or the tandAttack
ability rolls a 1 or 2 when targeting someone with this feat, they
would be able to complete their movement and would still not
receive a token, however they would not be able to perform any

The character that meets the prerequisites and is assigned the feat
is the one that can use Toughness.

HEIGHTENED REFLEXES

other action this turn.
o If a character with Flurryalls a 1 or 2 when targeting someone
with this ability on the first attack, they would end their action

t he
At tack

Repl ace
fiMove and

phr ana fattrt arckp arbti éri
abilityo in th

with no token. They would need to roll again for the second attack HOMING DEVICE

(assuming they were not prevented on the first one). .
o If the Entangle character alsasa power or ability (Shape

Change, Skrull, etc.) that can prevent the attack, Entangle goes

after those powers. Shape Change, Skrulls, Danger Girl, etc all

When assigned to a natandard character, the character can use
this feat and would not suffer the modifier penalty (as they do not
have that icon on their base).

function when the character is chosen as a target. Entangle occursds MP ROVISE

before the attack. .

o If a charactr already has a token and pushes to attack an Entangle
character and rolls a 1 or 2, they would be cleared at the end of
the turn (as they received no tokens this turn).

A roll of double ones would no longer be considered a critical
miss. It would automatically hit the target and the attacking
character would not take one damage.

IN CONTACT WITH ORACLE

e When a character rolls a 1 or 2 against an Entangle character,
although they do noteg an action token, the action still counts as
one assigned from the playerods

ENTRENCH

e A character ignoring a critical hit would not automatically
succeed with the attack, would not add 1 to the damage dealt and,
if the Critical Srike BFC was in play, would not have the option
of using the tokens on the card.

EXTENDED RANGE

e Replace the text on the card
combat attack, the character's range may be increased for the
duration of the attack by a numbersnfuares up to its unmodified

damage value. For each square the range of an attack is increased,

The second effect of IfW#@@nt act
Oracle is on your force, you emqv r from the battlefield
até‘tar?e igi§n>i{ng f%?gﬁmeﬂar%lrplage T}g?on ?P:?Js, EaFﬁ.' If Oracle

is on the card, at the beginning of any of your turns, you may
assign a power action to any Agent with zero or one actikento
and turn Oracle's dial to any click. The Agent given the action
may use any power showing on
zero or one action token is
dial. If your last Agent is KOd while Oracle is on thisaiaOracle
is also KOdo

Or
gi v

Wi Fted actionsinByenbt Be uSed 18 give arAGentahe #18tditg € d

combat values.
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e When an Agent already has a power showing on its dial that
Oracle has, it may not be granted that same power from Oracle.

e Oracle causes the Agent to posgbsspower that is showing on
her dial. If the Agent is KOd, the effects of the power are lost.

INFILTRATE

¢ Knock back takes place during the attack. Therefore, a character
knocked back by this attack would be knocked back first, possibly
dealt damage from knock back, and then repositioned via
Maneuver.

MENTAL SHIELDS

e Characters using this feat would not need to roll break away
because they begin to move while adjacent to an opposing
character.

INSPIRING COMMAND
¢ Inspiring Command may only be used to prevent the push damage
that occurs from placing a second token on a character. It may

¢ If a character with this feat can target multiple characters, they
can choose to not use the feat and try to Mind Control the
multiple characters. When this is done, all effects ofehéi
including the prevention of feedback daméagere not being
used.

MERCENARY

not be used to prevent the push damage that is given as a result of Ignore the last (repeated) sentence on the card.

using powers, abilities, or feats.

INVIGORATE

The last sentenae e a d s
removed from them canét
this feat is used. o Thi s
action already cannot have its token removed. It also means that a
character with a tokeremoved cannot then be given a power
action.

LAZARUS PIT

Until the character that has Lazarus Pit assigned to it is returned

to the battlefield, no other character may be placed in the square

with the Special marker.

e Lazarus Pit may not be assigned taosshl characters.

e When a multibased character assigned the Lazarus Pit Feat Card
is KOd, place a Special marker in each of the squares that the
character occupied when it was KOd.

LIFE MODEL DECOY
eThe | ast sentence
by 1 if it is not

LOOK! UP IN THE SKY
e The part of this feat referring to soaring refers to an obsolete
mechanic and has no current effect.

LUCKY BREAK

If Lucky Break is used, the player using it cannot Rezbability
Control on the reolled die roll that resulted from Lucky Break.
An opposing player may use Probability Control on thabiied
die roll. Only that single reolled die would be reolled again
with Probability Control.

LUNGE
To use thideat: (1) Announce the action the character will take,

that
be giwv

. ACharacters

says redueethage
reduced or i

eThe | ast two sentences of this
be a wild card, must be usable by wild cards and caysmah
Additional Team Ability. The character is a wild card that can
PyuSe the EnbserPtdhm hbflitf WhBrSadjacent to a friendly

€™ aP 0aW:& fe ra CptoisOsheSs stihey Stanmer  tiUelaMm

me an s, thdMirlcendty nfudt Befadatdnt@d a cifhfacte? that st W e T

team abilityi it is not enough for the Mercenary to be adjacent to
a character using the team ability, like a Wildcard.

In order to use the team ability, the Mercenary must begin its
action adjacent to the higher point character.

If a character haa special power that allows them to possess a
team ability, they can count toward the number of characters on
the team when determining the cost of Mercenary.

The cost of the card must be selected as a part of building your
force. Once a cost has been stdd, you must choose a team that
meets that point valuieyou cannot choose a team that is over or
under the point value. If a player wants complete flexibility to
choose any team ability on their team, they can choose to pay the
full 25 points for the aal. For example, a team with a RGA
chagaetar, one Baiman Ay, ene gupeinnan Ally, and 2 Mystics,
greucan ehpose tg puaMergcenayt on bie-idngharpctecas . o

- A 15 point cosi this would require that when you declared

the Mercenar y 0 starttoktlee gama,lyqul i t vy
would have to select Mystics as that is the only team
available for that cost.
A 20 point cosi this would require that when you declared
the Mercenaryo6s team ability
could select either Batman Ally ouerman Allyi you
would not be able to select Mystics
A 25 point cosi this would allow you to choose any of the
three team abilities at the start of the game, but you would
not get any point bonus for having members of the team on
your force.

MONSTER HUNTER

even if it is not a legal action from its current position, as long as
it can include a close combat attack for step 3. (2) Move the

e See Section 1, Modifiers

character from its current square to another square up to 2 squareNANOARMOR

away. (3) Perform the close combat attack.

The word fAi mmedi atel yo appears
makes a close combat attacko.
The 2 squares of movement is a limitation, not a requirement or

an ability to move more than what the character might nibyma

be able to move.

eThe damage dealt to a character
Plpogirhitg Mies it rioefronp dn blgest and Gabretfo@ignerediby
NanoArmor.

The damage dealt from Laser Turret or Broken Drone is

considered from an objeand would be ignored.

If hit with the Light Post, although the character would ignore the
damage dealt, it would still be subject to the Incapacitate effect.

MANEUVER LS : . ; .
Thi f b . A Wh h ha If hit with a Meteorite, this character would ignore theiémrease to
eThis Teat A the charg tdmide valllétkafifejed sufplied, Actvevsr thdRrflalning? ¢
against a single target opposi ndgmaﬁe &alt ofild KilMbec8me damage taken without further

e The prerequisites for this feat indicate that the assigned character
must at some point on their dial have eitther boot speed
symbol, the power Combat Reflexes, or the power Close Combat
Expert. Any one of the 3 would suffice.

modification.
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NANOBOTS ¢ If the damage dealt to the Protected character comes via
« Nanobots requires you give the character a free action, therefore it Mastermind, Protected cannot be used to ignore the damage as it

cannot be given in the middle of another action. is not the result of an action.

¢ Nanobots can besed even if the assigned character is on their ¢ The firsttwo sentenceo f t h e e fftheeclatacter doasd s i
starting click. not already have two action tokens on it, you may choose to

o Adjacency to an object is different from occupying the same ignore damage dealt to the character as a result of a single attack.
square as an object. If a character occupies the same square as an If you do, after that action is resolved, give the character an action
object, they cannot use Nanobots to remove it nor would they token and remove this feat from the gaine.
g[)?::rgt another character from using Nanobots to remove the REPULSOR

e The text reads: "Choose a character. When this character is the ~° This feat does not have any effect on characters immune from

only character adjacent to an object not being held by a character, knock back.

give the character a free action and remove the objecttirem RIP IT UP

game. Heal the character of 2 damage.” e Special Object tokens and 3D objects cannot be given to a
OPPORTUNIST character when using Rip It Up.

¢ Using tokens from this card does not change the nature of the roll. SABOTEUR
Double ones is still a critical miss. You need to roll double sixes o sapoteur may be assigghto characters that have a team ability

in order to get a critical hit (making the roll 12 does not nieke that normally cannot be copied. Opposing wild cards would then

s0). Knock back occurs if the roll is doubles, even if you need to be able to use that team ability.

use Opportunist tokens to make the attack hit.  When a character with an ATA is assigned this feat, only the team
OUTSMART ability granted by t hbecopidgday act e

the opposing wild cards.

o If multiple characters are targeted in a single occurrence of - .
¢ An ATA does not meet the prerequisite for this feat card.

countering, 2d6 would be rolled by each player for each character

that is affected. SHAKE OFF
PASSENGER e A character that automatically breaks away deals no damage with
eThe second sentence reads fWhe nhedhpieOfffeg thisin ugleéWhemugggghagry/gedepog)l. i m
or Phasing/Teleport, it may us ¢ Piegawagrlisequiredtgyse $hakg Offy
¢ A character that autoratically breaks away but has to roll for
POUNCE break away due to some other condition (like Construct) can deal
o If a character is adjacent to an opposing character, it must roll damage with Shake Off.

break away in order to Pounce.

e Objectsdnot alter a characterods d A alue until it i, used in
successful attack. Therefore, objeictseld or picked up during « Shellhead cannot be used by characters witixEk damage
the action that includes the attackould not violate the symbol
prerequisite of this feat.

e Pounce requires you give the character a p@eton to make a SIDEKICK .
close combat attack. You may therefore not use Leap/Climb ¢ RE place the |ast h I ? e o bt E e ca
during this action (which has one effect that is relevant for move |C n 2 [ 2 ; :j € L f u |S ? 2 to wﬁ wlh ; f; t i f ia rs a g

actions and another effect that is relevant for close combat
actions).

e Powers that require close combat actibtike
Blades/Claws/Fandscannot be used with Pounce (which only
grants a close combat attack)

o [f the action has been given, the unavoidable damage will be

(the carrying restriction of the card is not optional)

e The two characters assigned Sidekick may never carry one
another.

¢ A character can only be assigned each feat once, so you cannot
fichaind defense values by givin

given to the figure even if the action ends without an attack taking its own.
place. SIDESTEP
POWER BARRAGE e The 4 squares of movement is a limitationt, aoequirement or

e Theseond sentence of this feat b egg qbiﬂt%t(.) MOy, more Ehz?’niwlgat tlaeﬁrbarracéeg rpiquormally

possesses Blades/Claws/Fangs, Energy Explosion, Pulse Wave, able to move.
Quake, Incapacitate, Penetrating/Psychic Blast or Telekinesis and S|PHON POWER

uses it as an attack, after acTAcRafherith Sighbn'PEwerkannot use team abilities that wild
PROTECTED cards cannot normally copy.

e Protected can be usemlprevent the damage of a single action * If an opposing character is using the Sabotedrdaal, the
which results in an attack. It can be used against a successful hit character with S_lphon Power may only ch_oose the team ‘?‘b'“ty of
from Flurry or Multiattack, but would then not be able to be used the character with Sabot_e_ur. If the_ opposing character with
against the follow up attack (assuming that attack was successful Saboteur had ateam ability that W'l.d cards cannot normally copy,
as well). thg _character with Siphon Power will be able to hs¢ team

e Proiected and Impervious both function against damage dealt. ability. . . S
They can be used in either order. e A (_:haract_er with S_lphon Power may not have the team ability it is

using copied by wild card characters.

¢ Wild cards may not copy the rewritten team ability that Siphon
Power grants.
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SKULLDUGGERY
In order for a roll to be made for a possiltbken, there must be a
target opposing character being dealt damage. If the damage is

¢ Colossal figures can be affected by Taunt.
TELEKINETIC REACH

dealt from an untargeted attack (Pulse Wave, Poison, etc)then ® 1N€ Dbody of this feat reads: AV

the roll would not take place. within 6 squares and is an object, B may be up to 10 egdieom
e The damage dealt to the target opposing character is the final A Al other rules for Telekin

damage ddeafter all modifiers have been considered, including  THWART

critical hits and damage reducing powers. oA card is considered fAassigned"”
STARSTRUCK ADMIRER character chosen for the fichoos
eThis feat includes the | ine: ﬁ&fhteerprteh'rifesq_uf'_es‘a'tt &S Of s & fer"’let][not\pe""

the game. o e When a power action is given to remove a thwart token, the feat

will only return after the power action has completed.

SUBMERGED e Once a feat has a Thwart token, the only way to remove that

e Water terrain i®nly hindering terrairfor movenent purposeA
character ignoring hindering terrain for Line of Fire purposes
would not ignore Submerged.

eThis feat reads: fAChoose a
the character occupies water terrain, lines of fire drawn to it are
bl ocked. o

TACTICS

e Aroll of 3-4 would grant one action that must be used by a
character with the same team symbol.

A roll of 5-6 will grant two actions, one provided by Leadership
and one provided by Tactics that can only be used by a friendly
character that shares te@me team symbol as the character with
Tactics.

If a force contains multiple characters with Leadership assigned
multiple Tactics feat cards, the force may gain the extra action for
the team ability provided by the feat for each copy of the feat in

play.

c h arTéhomae rt .

token is to (a) give a qualifying character a power action to
remove it or(b) use Thwart against the character who caused the
Thwart token to be placed (placing a Thwart token on their
cvhredn) .i tl fi st hreotoryiogurn atlu rT
prerequisites for this feat, then the Thwart token(s) remain on the
target cards.

A player can choose to Thwart their own feats.

If a feat with a Thwart token has tokens on it from its normal
affect, like with Endurance, those tokens would remain on the
card while the Thwart token is on the card (and remains on it
when the character takagpower action to remove the Thwart
token).

TOXIC BURST

¢ Characters choosing to use Toxic Burst must be able to draw a
line of fire to each character. Stealth and team abilities that
duplicate the effects of Stealth affect line of fire normally, even if
adacent to the character using Toxic Burst.

eToxic Burst does not give the c
TAUNT Adjacency still requires figures to be at the same elevation.
e The player that controls the character affected by Taunt chooses
the characteros action and whelRICKBH®T acti on is given during h
turn. e Replace the text on the card wi

If the controlling player decides to move the character affected by
Taunt, the character must use as much of its full movement as
possible in an attempt to reach the figure that performed the Taunt
action. Any additional movement may be used (such asH@®

or the transporter move & attack ability) by the character affected
by Taunt after it has become adjacent to the character with Taunt.
Any movement made must be towards the figure that performed
the Taunt action, following the shortest possible path.

I f the figure that perfor med
character affected by Taunt can perform its action, the Taunt is
ignored (as there is no valid target for the Taunted fig to move
towards or attack).

If the character affected by Tauntgizen an action, it must be

one that satisfies the conditions of Taunt (either moving towards
or attacking the character with Taunt).

If the character affected by Taunt can legally be given an action
that satisfies the conditions of the Feat, it must kergthat

action, even if that action would only result in a movement of 0.

t

square that is n@djacent to an opposing character, this character
ignores Stealth and team abilities that duplicate the effects of
Stealth, and it ignores characters and hindering terrain for line of

fire purposes. o

VAMPIRISM

eThis feat reads: 0 Clteroasese Stealc har
Energy if it can6t already. o
waRrBd@NDNt action is KOO0 before

¢ Once a character has been given afnea action, they cannot be
given another noifree action on the same turn, even though the
token was placed on someone else. Similarly, a character who has
received an action token through Warbound can still be given a
nonfree action the same turn.

Adjacency is required for the 2 characters when the action is
given. If the characters are not adjacent at the end of the action,
the token may still be assignedtbe qualifying character.
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Section 10 Obijects

General o _ BUCKET OF WATER

e Print and Play: For WizKids eventslayers can print any o The effectof this object begins: "When not held..."
legitimate copy of a cardboard element from HeroClix. The R
printed version must not be different from a legal WizKids COMPUTERA

released version of the element. This policy does notapplyto3D ¢ Thi s object ends with Awhen use
elements, though it does apply to the card thatrapanies it. CRATEA

e 3D objects are not legal for sealed events unless otherwise ! ) ]
specified by the Judge running the event. e This object can be used for 10 squares instead of 8.

e When building a force, players may choos 6bjects. Based on CRIMSON GEM OF CYTTORAK
the number of objects a player chooses they can include: « This object is a relic requiring a roll oG

°1 obJ:ect'l'“any type(heavy, light, or immobile) o The effectofthisrelic ea e di iy t he charact e
* 2 objects any two types that are not the same value by +1 and the character can use Charge, Super Strength, and
e 3 objects one can be any type, the other two must be a heavy Toughness. (Characters candt us
and a light. _ reduction powerd

¢ In a sealed game, players may only use objects that are drawn .
from a booster supplemented by any staddaro b j ects. ADARKy &AL DRONA
object pool must still conform to force building rules. ¢ Special properties of this object are ignored while it is held.

o All special objects are treated as Unique for force construction. A

e The 3D objects from the Adventure Kits (Bookcase, Computer, DYNAMOSTAT 'AA " .
Crate, Dumpster, Light Post, Mailbox, Office Deskd&5oda eDynamostatos effect reads: HAThi
Machine) have the special obje chCk'ﬁggt;ér%"}uBm |tS|s);|jﬁl§HOé{qq,_but it may be picked up and

o It is possible for multiple objects to exist in the same square. mo v € nor ma y. o
When this happens, each object is treated individually.

* Blocking terrain, walls, or character bases do not block the area of
effect d a Special Object but will block the line of fire to and
from a Special Object per the standard line of fire rules.

¢ The effects of objects placed on character cards only applyunti | EHA® AL VI NEA

¢ Special properties of this object are ignored while it is held.

o [f this object is dropped while I it is placed into an adjacent,
unoccupied square, if possible, otherwise remove it from the
game.

the object is returned to the map. . . e Special properties of this object are ignored while it is held.
eThe fAcontinual 0 kneaWoljectsd i s removed fro R
eRelics are special objects thdtORGE Fhddbh | GENERATAGORA be

destroyed. Once per game per character, give a character ¢ Once the character has used Barrier as a result of this object,

occupying a square containing a relic a power action and roll a dé  adjacency to the object is no longer required in order for the
that canoé6t be reroll ed.en@ed a r eBarder tokenstw remdin. Only destioyng thesobjéct thevtesrairuor
on the object, place this obj ectheonbetgh aitnicnhga roafc ttehred sp | ckanetp.6 s t

o _All objects occupy one square unless it specifically has a base be removed from play.
which indicates otherwise. ¢ Special properties of this object are ignored while it is held.
AERI AL BAFFLERA FUEL TANKA

e A character that gains Earthbound as a result of the Aerial Baffler e If the Fuel Tank is used to destroy a wall or square of blocking
may becarried. However, that character will regain flight as soon terrain during a close combat attack, all characters adjacent to the
as it leaves the Aerial Baf f | e rtdgetedsecionfltewain wd hefdealt damaganfidm tmeuFsil b e
at that point. Tank.

o A character gains Earthbound as soon as it enters into the Aerial A
Bafflerds area of nmirfuéismndvement A WL;'_AFF%_O%%ERA hile it is hel
after entering the area of effect of the Aerial Baffler, but would do ® SP€cial properties of this object are ignored while it is held.
so as a nolier. KI NETI C ACCELERATORA

e The special properties of this object are ignored while this object 1 s card includes the sentence
Is held. given action to be performed agdiasy targets, the action ends
BLUE LANTERNA i mmedi ately.o

eBlue Lanterndés effect ausidgy i n C-rlf@_ghgr@céer is given gn.actipny thag would reguyjrg tﬁem to replace
Barrier. their speed value (e.g7, Charge or Running Shot) while they

eBlue Lanternbdés effect ends A. . .OFCprtthehsg es%ugrq]asgqlﬁjngtgﬁcgele@t r\ebml.cf'el eki
replacements occur at teame time and thetefore the active
BOOKCASEA player can choose which effect goes first. If the roll makes is so

eThis object ends with fAwhen us dhntthe givenagtionaannef beyperformed, the character is
R assigned a token for the action and not moved.
BROKEN DRONEA

o The first sentence begins: "While a character is holding this LASER TURRETA
object..." ¢ Replace the textonthecardwith i ( opt i onal ) Once

turn (but not during another action) when a character friendly to
you occupies this object's square, give this object a free action to
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this object on their card or all of your characters have been

defeated, gur opponent scores this objead
eX is the number or range of nun
the object card.
T h e p placatbigobjéct on that character's charagebc i s
simply indicating that the object is taken off the map and placed
somewhere to indicate that this is the character that has it. Players
can use any acceptable method to simulate this when using a
character without a character card.

make a ranged combat atta(ﬁ 8, %2, 44#) against any
opposing figure.o

e The Laser Turret myamake an attack against any opposing
character within range, regardless of adjacency.

¢ When making an attack with the Laser Turret, any adverse effects *
that can normally result from the attack (such as damage from the
Mystics team ability or a critical ms$ are dealt to the Laser
Turret and not the character using the Laser Turret.

e Special properties of this object are ignored while it is held.

LI GHT POSTA SATELLITEA
T Tho | inht P e The first sentence reads: "Give a character holding this object a

e The Light Post object does not add an action token to a colossal o
figure. power action.
MAI L BOXA SCORPIO KEY
o Thisobjectendswih fAwhen used in an at® 4§ qlgctisarelicrequiring aroll oft

R eThe effect o fModifinthe sharactet'sirange vadua d s :
METEORI TEA by +2 and the character can use Penetrating/PsBtisto
o Meteorite is subject to the Rule of 3. A die roll of 6 will add 3

(and not 4) to the attacker 6s P - T'IC") E : \paEINJFeR'(A)‘E,QRtAo
Rule of 3. ¢ This object reads: "A character holding an object or carrying a

character immediately drops it into an adjacent square when 3 or
fewer squares from this object. The carrying or holding character
may continue its move. @dxts cannot be picked up by characters
that are 3 or fewer squares from this object."

e Due to the last line of the text, powers, abilities, or other effects
tha reduce damage dealt cannot be used to reduce the damage
dealt by Meteorite. Likewise, a critical hit will not increase the
damage dealt.

eThe | ast s dmetdanage ealue is lacktes,:andfihe SHI ELD DI SRUPTORA

damage dealt candbd otherwise besydBg fropbrie§ & this object are ignored while it is held.

MJOLNIRA _ y SODA MACHI NEA
e This object is a relic requiring a roll of 6. eThis object ends with fAwhen use
eThe effect ofMotdhify nédlei €« hmreadser®d atfack and

damage values by +2, and the character can use Quake, Energy STANDARD 3D OBJECTS
Explosion, and the Flight ability. ¢ The Pllowing objects are standard objects:
N o Silver Anvil - Heavy
DESK_ or eFin Fang FeHeawps Finger
ghisc h, ars (:Fhigleer} I(?éjés_cl:?: tgree zaﬂw%y% Pegeal fof Uanls in r(?‘aodebrnyage2 -
object should readiLight: When a character holding this object '
is attacked, you mawyodifyt he hol ding characS$FeEPs LdeDBRRA Vvalue

by +2. If you do, the objedst destroyed after the attack eThis object begins with: AWhen
resolvesy adjacentto asquaref hi gher el evationéo
OPENED HYDRANTA STRUCTURAL I NTEGRITY FI ELDA
o Special properties of this object are ignored while it is held. eThis special object begins: MBI
RED KRYPTONITE tser_ Ir ain mfahr_ ksr s ) _ andd h_}/\/g_l rl1 ;éc‘).
eThe text of (Chatactersavtihjnd squares mustd s :* SRECI properties of this object are ignored while it is held.
roll a d6 immediately before they are given afi@@action. On TELEPHONE BOOTHA
aroll of -2, the character is given an action token and cannot be o This special object should reddOnce per turn per
given any norfree actions this turn, but can use Perplex until character occupying the same square as this object can be dealt 1
your next turn if they can't already us@it. unavoidable damage as a free ac
RELICS e Special properties of this object are ignored while it is held.

eRelics are special obj &oks witthgptppoRa! 'lPPAMHARY property: i
placed on the map, this object can't be destroyed, picked up, o A character using the Teleport Pad magkpip and hold a

moved, or placed. Once per game per character, the character character or object when moving via the Teleport Pad, if they
occupying the same square as this object may be given a power could normally do so.

action and roll a d6 that can't be rerolled. On a roll of X, plaise t R
object on that character's character card, and character can useth# OMB ST ONE A

effects listed on this card if they can't already. When that e Tombstone reads: "The defense value of a character holding a
character is defeated, place this object in the square they last Tombstone is modified by +2. After the resolution of an
occupied. At the end of the game, if an opponent's ctearhas unsuccessful attack agaimstharacter holding a Tombstone,

remove Tombstone from the game.
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Section 11 Maps

DC PremierSetMapD Out doors, AThe Apa

General A
Compl exo A
Map Type ¢ The thick black lines that surround the stairwellstdogking
¢ A map which does not have a designation of outdoor, indoor, or terrain. Since the top square of the stairs is elevated, the blocking
indoor/outdooiis an outdoor map unless it also includes the terrain surrounding it may not be destroyed.
yellow lines for indoor terrain, in which case it is an ¢ The awnings extending out from the buildings are considered to
indoor/outdoor map. be grounded hindering terrain.

e A map labeled as outdoor/indoor follows the rules for an

indoor/outdoor map. DC HeroClix Map Set Justice League \dtchtower

I ndoor A
Orange Squares/Circles e The squares with the video screens that fully occupy the square
e Orange squares/circles are cleardin unless anything in the are hindering terrain (Consider them to be giant bulky screens that
special rules for that map and/or other effects change them. you can hide behind.)

Placing an object in an orange square (assuming the rules for that e The squares that the pool occupies are water terrain.

map permit it) would make the square act as hindering, but would e In the garden, the flowers aschall green plant squares are clear

not remove the properties the sjat rules for the map provide for terrain. The plants alongside the outside of the room, and the

it. benches, are hindering terrain.

¢ The twisting stairs are clear terrain.

¢ In the kitchen, the table, refrigerator and counter top/cabinet
squares are hinderirigrrain. The squares with the light gray strip
are clear terrain.

¢ The teleport portal (green circle) is clear terrain.

e ¢ The squares that the shuttle occupies and the squares that the

Specific Maps shuttle wings cut through are hindering terrain. (The squares with

Blackest Night Starter a veryminor overlap of the shuttle are clear terrain.)

e Thelass ent ence of the special r uDEBHBeroCixeMbap SetWiteno polacsndut door A
objects at the beginning of the game, each player must place their ¢ The squares with S.T.A.R. Labs' front doors are clear terrain.
first two objects (if any) on squares within an orange boundary  « The top square of thegart stairs on the Metropolis Museum of

Tournament Legality

o Official HeroClix maps without the modern color designations are
retired. Official HeroClix maps with the modern color
designations are never retired

l'ine. o Art and the Daily Planet should noave a thick black line on the
e Missing gridlines should be considered to be printed on the map. edge adjoining the rooftop. You may enter the rooftop from this
This affects areas BB6, L3-06, B11D14, G11J14, and M14 square.
O16. e The single square of stairs at the front of the Metropolis Museum
e Any angled door is considered open, clear terrain. There is no of Art does not lead to the roof. (It leads to the front door.)
wall along the edge of the following squares: E2, 02, A3, K3, F6, o On top of the Daily Plagt, the 4X4 area that the globe occupies is
P6, B7, L7, E18, 018, A19, K19, F22, P22, B23 and L23. hindering terrain. The rest of the rooftop is clear elevated terrain.
* The 2 Armaies and the Control Room are surrounded by walls. o« The 4X5 area that the pond occupies is water terrain except for
The only openings are along the edges of the following squares:  the 4 corner squares, which are hindering terrain.
E12, K12, L12, E13, F13, and L13. e Aside from the elevated tin, there are no thick black lines on
e The line that runs between rows 8 and 9 is a wall except fel%H8 this map. The cars, news stand, concession stands, statues, park
(which is all hindering terrain) benches, bus stops, bushes and signs are all hindering terrain.
e The lire that runs between rows 16 and 17 is a wall except for )
G16-117 (which is all hindering terrain) DC HeroClixMap SetS. T. A. R. Labs I ndoo
e This map is an Indoor map. ¢ The 2X3 fountain in the middle of the mapwater terrain. The

] 5 gray shallow water squares that are surrounding it re normal
DC StarterSetMap Al ndoor | iThe Of f i c aifderify terrain.

e The squares of the circular desk are not surrounded by a thick

black line; thereforethe desk is hindering terrain. DC HeroClixMap SetThe Batcave I ndoor A
. e The yellow crate squares are hindering terrain.
DC StarterSetMapB Out door, fAThe Tr UG khewdagdriPd@playcase and Bat Computer squares are blocking
e The squares occupied by the trucks are not surrounded by a thick  terrain.
black line; therefore, they are hindering terrain. e The twisting stairs are clear terrain.
DC Premier SetMap @l ndoor s . FiThe Musb® lgqr sthgt the Batcycle, Batmobile and Batcopter occupy are
h|n ering terrain.

e The coloredareas surrounding and including the dinosaur exhibits
are hindering terrain.
e The section of the map that the stairs lead to is not elevated

terrain. The wall that separates this section is indoor blocking DC Colateral DamageMag iThe Junkyar do

terran, while the stairs themselves are clearain. e There is no wall between squares Blf2and E1213.
e The squares containing the Desk and the Suits of Armor are

surrounded by thick black line and are considered to be blocking
terrain.

¢ The rocky dirt section of the map is entirely hindering terrain.
¢ The red gym mats in the workout area are clear terrain.
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Entrance to the indoor section of the map can be gained by the o
stairs (at E8, E11, E17, & C22), ramp (at B3 & C3), and conveyer
belt (E12 & E13).

The elevated terrairusr r oundi ng the fAcar
P12 & M13P13) does not block the line of fire from colossal to

those squares.

.
cr

Marvel Premier SeMap 47 |

If water covers more than half a square on the map, it is
considered to be a water terrain square.

The grass and dirt pathways on the map are clear terrain, not
hingerigtetrain( s quar es M12

ndoor s, fiThe War

DC Legion of Super Heroes Mapii Ce nt r al
In order to use the transmatter gates to teleport, the character

Porto . .
Marvel HeroClix Map Set X a v i

The crates in the middle of the warehouse are blocking terrain.

ers School Ou

given the action musineél its action (including placing the token d

and taking push damage) occupying a square with a gate and may*®
then be placed in a different gate. .
Only the character given the action may use the gate. Carrying
another figure and placing them on the gate doeslfow them

to be placed in a square of a different gate.

Marvel HeroClix Map Set Avenger s

The bluishgray section with a boat in it is water terrain.

The dock is clear terrain.

The squares with theasketball hoops in them are clear terrain.
The thick black lines on either side of the Xavier School Sign
gazebo are walls.

Mansi on

In the case of a character being targeted by Mind Control, its free
action must be resolved before the Mind Controlling character can
elect to use the gate (if that character has ended its mqeaver
action in a square with a gate). The Mind Controller itself would
only be able to use a gate when the entire Mind Control action
ends.

DC Brightest Day Mag i T h e

Monument o

Marvel HeroClix Map SetDa ng e r

¢ The top square of the stairs should not have a thick black line on

the edge gdining the rooftop. You may enter the rooftop from
this square.

The rooftops are considered to be clear elevated terrain.
The cars are hindering terrain.

Room I ndoo

e This is an outdoor map.
°

Mar_,vel J,-iero,CArx Ma% SetaA

The small tufts of grass on this map are clear terrain.
The log and rock squares in the pond are normak-(veter)
hindering terrain.

The Iava ﬂow squares are hindering terrain

ar Op
r-ehnnq' % [N S e Ma\nnhso % Ia n

DC75Mapi A Hawkwor |l do

e This is an outdoor map. .
eThe rules text for this map rea
(Low Gravity). After actions

the Flight ability occupies an Open Air square, deal them 1
unavoidable damage, then that
ther starting area. Noheld objects in Open Air squares are
removed from the map. Open Air squares are otherwise treated a

* cTheasquare with thegagrack ig/hingaring terraine e s

Si\/larvel Sinister Mapi i T h e

The squares with the thin plasma screens are clear terrain.

them i
The bluishgray elevator squares are clear terrain.

Prisono

clear terrain.o

[ ]
DC75Mapi iAi rpor t Terminal o
eThe rules text for this map

walkways. At the begining of each turn, each character
completely occupying a moving walkway square that cannot use
the Flight ability must be placed in this area 1 square closer to the
thick orange line of this area. This placement starts with the

r &’A@&‘@@Eﬁl@%—’iﬁg%%.-%—w?? L1 Ce
e Space terrain is consitlered an alternate terraindiypiéar to

Squares FF2 and F23-24 are blocking terrain.

ac.eo

movi ng

Outdoor and Indoor terrain. Characters in these squares obey the
special rules of the terrain regardless to how they can otherwise
interact with terrain.

character closesttothet ck orange | ine. o e The range value for a character using Hypersonic Speed is one
quarter (halved per the demation of the power and halved again
DC Green Lantern Fast Forces Mapfi Oa 0 for space terrain).
e This is an outdoor map. e The ranges for Outwit, Perplex, Probability Control, Telekinesis,
o . . . etc are not affected by space terrain as they do not rely on the
DC Green Lantern Fast ForcesMapfi Fer ri s Ai r O cnharacteros ran
— - ge value.
* This is an indoor/outdoor map. eThe fAhalf ranged oontheytamaisghatiares t
DC Green Lantern Fast Forces Mabfi Fer ri s Ai r o in space terrain. If the line of fire crosses space terrain but neither
« This is an indoor/outdoor map character is occupying space terrain, the range is not halved.
DC WatchmenCrimebusters Mag  Kar nak o Marvel Fantastic Four Starter SétOut door , fACast
e Only the thick black lines with the faint white border are walls. Gard. d enso )
e The first paragraph ofttee xt of thi s map r ea

DC Battle For Smallvile Mapi i Bi zar r o Wor | d 0 linesalong the grid of this map are force fields. The effects of

e Between squares 19 and 110, there is a ladder from level 2tolevel t hi s terrain cannot be ignored.
3, respectively. . . ~

e Squares 110 and 111 aagljacent, as they are 2 squares of the Marv_el Fan_tastlc F\our Starter Sétl ndoor , iBaxte
same elevation that share a border. Buildingo

Ma b

Marvel Starter SetMap 1l ndoors, #fAThe
o The water fountain is only hindering terrain, not water terrain.

Marvel Premier Set Map3OQut door s A The Pa:rTEo

e The building in tle park is blocking terrain; it is not elevated

. ]
terrain.

There is a wall between squares M15 and M16.
Thére ishavall between squares N15 and N16.
There is a wall between squares P14 and P15.
ere is § wall between squares 015 and P15.
efe is a wall between squares O15 and O16.
There is a wall between squares 016 and P16.
There is a wall between squares 017 and P1
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e There is a wall between squares 018 and P18. Indoor Adventure Pack Map2i The Mansiono A
« The open blue squares in the pool are considered to be water

Marvel Hammer of Thor Fast Forces Mapii Mus p el hel 9Qin.

* This is an outdoor map. . The squares in the pool that contain the diving boards are
Marvel Captain AmericaMag A S. H. | . E. L D. H e fopsidegeq tg be pogmairiering terrain, not water terrain.
Midsection (S2 ) 0 ¢ The slide is hindering terrain, not elevated terrain.

e The grass, cement, and asphalt on the map are clear terrain, not

e This is an indoor/outdoor map. hindering t .
indering terrain.

e Aresult of 7 on the rolldr Balcony Below squares counts as a 6.

Marvel Captain AmericaMag A S. H. | . E. LD. H Lq;geoé“;rrfb'?e'ggz MBae?orZ tﬁeebég.rr?n% ;& ggmee eplgcga
~ L]
Below Decks ($1 ) 0 Bomb token in this square. The Bomb token can be picked up and
held like an object by any character, but if the charaatenot
use Super Strength when picking up the Bomb, place an
additional token on the character after actions resolve.
¢ Map effects referring to Force A or Force B only apply during

e A knock back path cannot continue into 10,000 Feet Below
squares.

o The effects of this terrain cannot be ignored.

o Aresult of 7 on the roll foBalcony Below squares counts as a 6.

Indy Starter SetMapA | ndoor , AThe Evil %eadsguarterso
A eThe second sent enc HaaddractdhbléingCul v
« The goldfish pond is water terrain. the Bomlg 0
e The cement and dirt squares are clear terrain. Lord of the Rings Mag i Mi nas ATirit ho
e The Computer squares are hindering terrain with a wall of eTrebuchet should say fAPelennor 9
blocking terrairbehind them. . . e Map effects referring to Force A or Force B only apply during
e The square in the center of the desk is clear terrain. campaigns.
Indy Starter SetMapB OQut door , fiThe Tempo}d%fqheﬁinquaﬁﬁpe| ennok Fiel dsbo
e The rooftops are clear elevated terrain. eTrebuchet should say ATiritho i
e The statues and gong are hmdeymg terrain. e Map effects referring to Force A or Force B only apply during
e The goldfish pond is water terrain. campaigns.
Outdoor Adventurechk Map 2i _O utdoors, fi T h tar Trek Tactic Magi fiBorg Transwarp Huldy
Construction Siteo A e Transwarp Gateways reads: "When a ship moves into an area
e The chain link fence (thick gray line) is special hindering terrain. inside orange lines from any square not inside orange lines,
If a figure moves across the fence, they must end their move in immediately roll a d6. Immediately place the ship in any square
the square after crossing the fence. If this movement ends in clear in the area with the number that matches tkalteif the result is
terrai, the character may move normally the next turn. 1, you may place the ship in the area of your choice, but deal the

e The dark brown area with the truck backed up to it is a big pile of  ship 1 unavoidable damage after the action resolves."
dirt with a ramp leading up to it. It is considered to be elevated e On a 1, you have the option of not placing the ship. You also

and hindering terrain. have the option of placing the ship into the same=, but if you
e The squares occupied by the crane and the trarekkindering choose this, you will be dealt the unavoidable damage.
terrain. . . .
e The blue patch in the middle of the map is a puddle and Star Trek Tactic Mapi nT_he Mutara Ne_bUIwV
considered to be water terrain. o Effect4 read_s: "ane d_urlng the turn, s_hlps can use Smoke Cloud
« The brown patch near the pond is a small patch of dirt and as a free action immediately before taking another action."
considered to be hindering terrain. Star Trek Tacic Mapi iQ o & Ko s -
Indoor Adventure Pack Map 1A The Fact or yo0 eAThedebristokens move asthough itis a figure V1and the
« Thegray tables in the factory area are hindering terrain. Flight ability.
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Section 12 Resources

General o _ INFINITY GAUNTLET
* Printand Play: For WizKids events, players can print any  The combat symbols displayed on standard powers are
legitimate copy of a cardboard element from HeroClix. The representative only and do not change those of the character to
printed version must not be functionally different from a legal which this resource is assigned.
WizKids-released version of the element. e The last sentence 8eyond Morth L i mi tGharactergahs :
* Resources argpecial game elements assigned as part of your use the effects of that gem until the b%ginning of your next turn as
force. The effects of each r esRgdalisonrisshoflifgfol N e on he resou
instruction card. ) ¢ The character to which this resource is assigned must remain
¢ Resources are legal for use in the modern age format, dependent  gnstant throughout an event.
upon the set OT release. e This object is numbered R101, r#it01.
* You may only include one resouroa your force. _ e The last sentence of Setupe a &au canriot add special objects
o While the points for resources add to the overall force build total, to your force if Infinity Gauntlet is part of é.
they do not add to a charact er,0fenfiSlif 4 touthdnett, &he same gems must be used during
e Resources included as part of your force can't be used by an each round.

opposing player, even if a character assigned a resource becomes
friendly to an opposing player's force during the game.
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Section 13 Powers

Barrier

Give this character a power action; place up to four blocking
terrain markers in adjacent squares of clear terrain thit all
within this character's range (minimum range value 1). At least
one of the terrain markers must be within line of fire when it is
placed. The terrain markers remain until the beginning of your
next turn.

Battle Fury
This character ignores Shape Giye, can't make ranged combat

attacks, can't be targeted by Mind Control or Incapacitate, and
can't be carried.

Blades/Claws/Fangs

When this character is given a close combat action, you may roll a
d6 after making a successful attack roll. The reseptaces this
character's damage value, then that damage value is locked.

Charge
Give this character a power action; halve its speed value for the

action. Move this character up to its speed value and then it may
be given a close combat action as a fretoac A character using
this power ignores knock back.

Close Combat Expert

Give this character a power action. It makes a close combat attack
against a single opposing target character; modify this character's
damage value by + 2 for the attack.

CombatReflexes

Modify this character's defense value by +2 against close combat
attacks. When this character takes damage from an attack, it may
choose to be knocked back. This character ignores knock back
damage.

Defend
Any adjacent friendly character may repéits defense value with
this character's unmodified defense value.

Earthbound/Neutralized

This character possess?, 4% , O 3¢ instead of its combat
symbols. This power can't be countered or ignored.

Energy Explosion

Give this character a ranged combatiaa to make an attack that
deals no damage. For each target character successfully hit, all
adjacent characters are attacked as well. Each character hit is
dealt damage equal to the number of times it was hit by this attack
(characters adjacent to multipltargets might be hit more than
once). Critical hits deal 1 additional damage to all characters hit.

Enerqgy Shield/Deflection
Modify this character's defense value by +2 against ranged
combat attacks.

Enhancement

When an adjacent friendly character makesnged combat
attack, this character modifies the adjacent friendly character's
damage value by +1.

Exploit Weakness
Give this character a close combat action. Damage from the attack
is penetrating damage.

Flurry
Give this character a close combat actidyiter the close combat

attack resolves, it may make a second close combat attack as a free
action. If this character loses Flurry before it makes the second
attack, it can't make the second attack.

Force Blast

Give this character a power action and rald6; a single adjacent
opposing character is knocked back from this character a number
of squares equal to the result.

Hypersonic Speed
Give this character a power action and move it up to its speed

value. It automatically breaks away and amed . During its
move, this character may as a free action make one close combat
or ranged combat attack with its range value halved for the attack.
This character must be in a square where it could legally end its
move in order to make the attack.

Impervious
When his character is dealt damage, roll a d6. On a result of 5 or

6, the damage dealt is reduced to 0. On a result 4f the damage
dealt is reduced by 2.

Incapacitate
Give this character a close combat or ranged combat action to

make an attack that deals damage. If the attack hits, give the
target an action token.

Invulnerability

Damage dealt to this character is reduced by 2.

Leadership
At the beginning of your turn, give this character a free action and

roll a d6. On a result of %, add one action toour action total
for that turn and this character may remove an action token from
an adjacent friendly character with a lower point value.

Leap/Climb

Give this character a move action and move it up to its speed
value this character can usg’ .,.,E‘,. during this
movementWhen you give this character a close combat action, it
may target a character regardless of the target's elevation.

Mastermind

When this character would be dealt damage, you may instead
choose to have all the damage be dealt to glsiadjacent

friendly character with a point value less than this character's. Any
additional effects of the damage dealt (knock back, penetrating
damage, etc.) are applied to the character taking the damage.
Damage dealt by this power is not an attack.

Mind Control

Give this character a power action; it makes a close combat or
ranged combat attack (minimum range value 4) as a free action
that deals no damage. A successfully hit target becomes friendly to
your force. Each target hit may be assigned oneads a free

action, immediately after which the target becomes an opposing
character again. Deal this character 1 unavoidable damage for
each 100 points of the successfully hit targets' combined point
value.

Outwit
During your turn, dve this character dree action to counter a
power or a combat ability possessed by a single target opposing
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character until the beginning of your next turn. Any game effects
with a duration specified by the countered power or combat ability
are removed. A character usingglpower must be within 10
squares and line of fire to the target.

Penetrating/Psychic Blast
Give this character a ranged combat action. Damage from the
attack is penetrating damage.

Perplex
Give this character a free action to modify by +1idrany combat

value of a target character until the beginning of your next turn. A
character using this power must be within 10 squares and line of
fire to the target. If a target character is damaged or healed, the
effect of Perplex on that character ends immediately.

Phasing/Teleport

Give this character a move action and move it up to its speed
value this character can usg' .,.,@,. during this
movement.

Plasticity
This character adds 2 to its d6 roll when breaking away. Opposing

characters subtract 2 from their d6ll when breaking away from
this character.

Poison
At the beginning of your turn, give this character a free action and
deal 1 damage to each adjacent opposing character.

Probability Control

Once during your turn, this character allows you to reroll ohe o
your rolls, ignoring the original roll. A character using this power
must be within 10 squares and line of fire to the character for
which the original roll was made. Using the same rules, once per
round during an opponent's turn, this character allows yo

force that opponent to reroll one of their rolls, ignoring the
original roll.

Pulse Wave
Give this character a ranged combat actidncan use® .,.,

& andhalvesits range value until the action has been resolved.
Draw lines of fire to all characters within range in every direction
including at least one opposing charactall game effects
possessed or used by other characters with a line of fire drawn to
them ae ignored until the action has been resolved. If ignoring a
game effect would cause a character with a line of fire drawn to it
to no longer have a line of fire drawn to it, then it is not ignored. If
lines of fire can be drawn to two or more charactéhngs

character's damage value becomes 1 and is locked. Make a single
ranged combat attack and compare the attack total to the defense
value of all other characters with a line of fire drawn to it; each
character hit is dealt damage.

Quake

Give this charaar a close combat action; this character's damage
value becomes 2 and is locked. Make a close combat attack that
targets all opposing characters this character can attack with a
close combat attack. Each character that takes damage from this
attack is knoked back.

Ranged Combat Expert

Give this character a power action. It makes a ranged combat
attack against a single target character; modify its damage value
by +2 for the attack.

Regeneration
Give this character a power action. Roll a d6 and subtraicoh

the result, minimum result 0. Heal this character of damage equal
to the result.

Running Shot
Give this character a power action; halve its speed value for the

action. Move this character up to its speed value and it may be
given a ranged combat actias a free action.

Shape Change
When this character is chosen as the target of an attack, you may

roll a d6. On a result of 5 or 6, the attacker can't target this
character with an attack this turn and the attacker may choose
another target character insad. The attacker then makes the
attack unless there are no targets, in which case the action
resolves without an attack.

Smoke Cloud

Give this character a power action; place up to four hindering
terrain markers in distinct, adjacent squares that arenathin this
character's range (minimum range value 1). At least one of the
terrain markers must be within line of fire when it is placed . The
terrain markers remain until the beginning of your next turn.

Steal Ener
Each time an opposing character takizsnage from a close

combat attack made by this character, heal this character of 1
damage.

Stealth
When it is not your turn, hindered lines of fire drawn to this
character are blocked.

Super Senses
When this character is hit by an attack, you may roll defore

damage is dealt. On a result of 5 or 6, this character evades the
attack.

Super Strength
When this character moves due to its own action, it may pick up an

object and hold it. The object must be either in a square the
character occupies or in an gtent square. If this power is lost

or countered while this character is holding an object, immediately
put the object in the square this character occupies. When this
character makes a close combat attack targeting blocking terrain,
a wall, or an objectmodify its damage value by +2 for the attack.

Support

Give this character a power action and make an attack roll (that is
not an attack) against an adjacent friendly character as though
making a close combat attack. When using this power, neither this
character nor the target can be adjacent to an opposing character;
ignore all combat value modifiers for this action. If the attack roll
succeeds, roll a d6 and subtract 2 from the result, minimum result
1. The target is healed of damage equal to the result.

Telekinesis

Give this character a power action and designate a target
character or object (A) and a destination square (B). This
character, A, and B must all be within 8 squares and line of fire of
each other. Place A in B. If A is a character, it musatsingle

base character and possess eor <%symboi;. If Ais an

opposing character, make a close or ranged combat attack that
deals no damage against A, and only place the character in B if the
target is hit. If A is an object and B is occupied by anospm
character, this character may make a ranged combat attack
targeting the character occupyirgy dealing object damage and
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destroying the objectA character that has been placed by Willpower
Telekinesis this turn candt us e ThiseHa@dier Mag ignore pushthdg damalgel r n .

Toughness

Damage dealt to this character is reduced by 1.
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Section 14 Abillities

While being carried, a carried character is not adjacent to any

Combat Abilities character nor can it draw a line of fire until placed at the end of

this character's movement for the action. A character which has
Capture been carried this turn can't bevgin an action (other than a free
Give this character a power action and make a close combat action) until the beginning of the next turn.

attack against a single target opposing character with%a .
damage symbol; targets with Phasing or Plasticity modify their quossal Stamina . -

defense values by +2 for the attack. If the attack succeeds, it deals ~ This character automatically breaks away and cae™ = .

no damage. The target character is captured instead, and is called ~ When this character has two action tokens, it can be given-a non

a captive. free action. If you do, after actiomesolve deal it 1 unavoidable

) ) ) damage and do not clear action tokens from it at the end of the
Remove all action tokens from a captive. Begra captive from turn. This ability can't be countered.
the battlefield until it is rescued (see below). While removed from
the battlefield, a captive canoDuobAtacieal t or take damage, and
be given actions. Give this character a power action to make a duo attack. This
I'f this character has three cap {:hprgcger;sppssqssﬁforcﬁgsﬁ%iqn. Itgnglﬁs[ SeQrragaed t her

combat attack as a free action. After the attack resolves, it may

character untilat least one of the captives is rescued or released

(see below), and it candt make B§kganaddiiog %anto.f.f%‘ ed cophatattack as a free action
with its damage value modifie to a minimum of 1. If this

If this character has any captives when it is knocked out, before character is defeated or loses Duo Attaclaassult of the first
removing this character from the game, the player who knocked attack, the second attack is not made.

out this character (ioluding the player controlling this character .

if it was knocked out due to pushing damage or a similar effect) Flight

places each captive in an unoccupied square adjacent to this This charactecan use®' .,.,El,ee‘ . An elevated character

characterds base and gi ves eac husngthisabilityiignores knock leack damage if its knock back path

. . . L. . . r h ndar lower level.
Releasing captivedVhen it occugs its starting area, this crosses the boundary to a lower leve

character can be given a power action to release one of its Giant Reach
captives into an adjacent unoccupied square also in the starting This characer ignores opposing characters' Plasticity and adds 1
area. A released captive is immediately defeated, and this to its d6 roll when breaking away. When this character is given a

characterds playerypoieteferthe es addmndvé &tibiil canusethl Qaliry ability. When this character is
released captive equal to 50 po pivedhdh action that dudes & dloSeaconat attack, Rt squ¥reso s
value, whichever is less.. If the game ends and this character has within a range of 2 and line of fire are considered adjacent. This

captives, no player receives victory points for the captives. If this ability can't be countered.
character captures the last oppogicharacter, the game ends ]
after that action resolves. Great Size

This charactecan use®' .,.,El,ee' andcan't be knocked

back. When this character makes a close combat attack, it may
target characters on higher elevation$i§ character may draw
lines of fire (and have lines of fire drawn to it) as if the character
occupied the elevation equal to or greater than the elevation it
occupies, using the elevation level with the least restrictive line of
fire. This ability can't b countered.

Rescuing captiveharacters friendly to a captive can attempt to
rescue that captive. To do so, give a friendly character a power
action; it makes a close combat or ranged combat attack against
thetarget character that captured the captive. The target modifies
its defense value byl for the attack for each of its captives. If the
attack succeeds, the attack deals no damage; instead, the attacker
chooses a friendly captive. The captive is rescuebpat into an
unoccupied square adjacent to the target of the attack. Give the Improved Movement
rescued character an action token; it can be given an action in the
same turn it is rescued, but it is pushed normally.

A character with the?’ symbol uses the effects indicated by its
character card. Improved Movement activates whenever the
Countering Capture When Capture would be counteredl) &1l6; character moves.

if the result of the roll is not doubles, Capture is not countered. If

Capture is countered, all captives of this character are rescued Improved Targeting

immediately. A character with thé® symbol uses the effects indicated by its
character card. Improved Targeting activates whenever the
Carry character draws a line of fire.

When moving as a result of being given an action, this character

may carry one friendly chacder. When this ability is used, modify

this character's speed value b¥ until the end of the actioithe

foll owing characters canodt- be carried: Larger characters, mult
based characters, characters holding an object, and characters

with any of the follwing combat symbol&,\‘-ﬁ, i e
; G ,W.To be carried, the friendly character must be adjacent
to this character at the beginning of this character's action. When

this character ends its movement for the action, the carried
character must be placed in a squargaaent to this character.
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Symbol &

] Ignores elevated terrain. Ignores elevated terrain.

| Ignores hindering terrain. Ignores hindering terrain.

O Ignores water terrain. Ignores water terrain.

] Ignores blocking terrain. Ignores blocking terrain.

| Ignores indoor blocking Ignores indoor blocking
terrain. terrain.

El Ignores outdoor blocking Ignores outdoor blocking
terrain. terrain.

Ignoresblocking terrain and | Ignores blocking terrain.
destroys blocking terrain as | When a ranged combat attag
the character moves through| resolves, any blocking terrair]
it. along its line of fire to the

target is destroyed.

® Ignores characters. Ignores charaters.

(F ] - Ignores friendly characters.

(o] Ignores opposing characters| Ignores opposing characters

o May move through squares | May make a ranged combat
adjacent to opposing attack targeting adjacent
characters but still needs to | opposing characters.
break away normally.

e May move through squares | May make a ranged combat
adjacent to or occupied by | attack while adjacent to an
opposing characters but still | opposing character.
needs to break away
normally.

Indomitable

This character can use Willpower.

Merge

When this character is adjacent to other friendly characters that
each represent one distinct qualifying character listed on a Duo
characterd6s character card and
give this character a free action to replace altliém with that

Duo character, the same number of clicks from its starting line as
this character. The combined point value of the qualifying
characters must be equal to or greater than the point value of the
Duo character (unless the Duo character pregiywsed the Split
ability to be replaced by these same characters). The Duo
character can6t use the Split a
countered.

Move and Attack

This character can use Hypersonic Speed if it is not adjacent to an
opposing chracter when given the power action, but its attack
value is modified by2.

Multiattack

Once per turn, give this character a power action. It can be given
any two actions as free actioaad may activate the same effect
with each free actiorResolve thérst free action before giving it
the second. Modify this character's damage valuelhig a

minimum of 1. This ability can't be countered.

Sharpshooter
This charactelpossesse@ 1o o

Split

Give this character a power action if it has no action tokens.

Replace this character with one or more qualifying characters
each from a different entry 1|is
card. The qualifying replacement character(s) must have either
qualifying name and total no mo
value(unless those characters previously used the Merge ability to
be replaced by this character). Replacement character(s) are
assigned an action token and ca
Replacement character(s) begin a number of clicks from their

stat i ng | ines equal to the number
starting |ine. This ability ca
Swim

This charactecan use®’ D.

Tiny Size
Modi fy this characterés defense
combat attacks. A friendly character thatarger and adjacent

can use the Carry ability to carry up to of® character

regardless of its other combat symhalees not reduce its speed

value for doing so and can continue to use the Carry ability if it

can normally. Thered. ability can

Trait Abilities

Throw a Grenade

Give the character a power action, decrease the number of
grenades in your grenade pool by 1 (if greater than 0), and choose
a type of grenade listed on this card. Choose a target square
within 5 squares and line of for this attack, this character can

use© @ Make a ranged combat attack targeting all characters
occupying or adjacent to the target square. Deal damage to each
character hit based only on the type of grenade chosen.

o« s iFIashbang(no damage): The targeuare for this
grenade can be within 8 squares. Place an action token on all

a Pitl cha{)a?terstthﬁt@%/e K8 @cgon t??kc?ns'a ction toke

o 1 QFrag (2 damage): A hit character in the target square is
dealt 1 additional damage. Each other hit character is knocked
ba}ck from he target square.

. @Ink (1 penetrating damage): Place a hindering terrain
marker in the target square. At the beginning of your next turn,
deal 1 additional penetrating damage to each character

b bckupyting the tdrgetsor atijacénnsquares] theh ®@modddthel i t y
marker.

e ®piasma (no damage): Mark a hit character in the target
square. At the beginning of your next turn, deal 2 damage to the
character marked in this way and 1 damage to all adjacent
characters that are friendly to that character, then remove the
marker.

. ‘NﬁSmoke (1 damage): Place a hindering terrain marker in
the target square and up to two adjacent squares. Remove them
at the beginning of your next turn. Characters occupying
squares with these markers can

. *-.l-f‘iThermite (1 damage): Desyyaup to 3 squares of
blocking terrain or walls adjacent to the target square.
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Legion of Super HeroeA

#002 Saturn Girl

TelepathicCoordinatiort Once during your turn (but not
during another action), as a free action Saturn Girl modifies by +2
the attack value or defense value of any other target friendly
character for the duration of an action. Saturn Girl must be within
10 squares and have a clear line of fire to the target.

#005 Phantom Girl

%Disruption: If Phantom Girl moves through or occupies the
same square as an object, or at the end of a move action is
adjacent to an object or an opposing character holding an object,
you mg remove that object from the game.

Avenger@

#001 Captain America

%Follovvthrough: When an attack by Captain America KOs an
opposing character, he may immediately make a close combat
attack against another adjacent opposing character as a free
action.

#0Q2 Iron Man

%Full Power: When Iron Man is given a ranged combat action
targeting a single character, roll one dé6 if the attack succeeds. The
result replaces I ron Mands dama
attack is resolved, Iron Man is dealt 2 unavoidathmage.

#006 Moon Knight

%Multiple Personalities Moon Knight can use Close Combat
Expert, Perplex (targeting only himself), or Ranged Combat
Expert. After resolving an action in which he uses one of these
powers, deal Moon Knight 1 penetrating damage.

#007 Crossbones

?Brainwash Crossbones can use Mind Control, but can target
only an opposing character that has the same team symbol as a
friendly character.

#013 Piledriver
_; Busting Heads Piledriver can use Flurry. If he successfully

hits two differentargets using Flurry, deal 1 damage to each
target after the attacks are resolved.

#021 Toro

2 Firewall: Toro can use Smoke Cloud. If all four hindering
terrain markers placed by Toro using Smoke Cloud are placed
adjacent to an opposing character, deal tbharacter 1 damage.

#027 Vision

%Self—Programming The Vision can use Perplex, but can target
only itself.

#029 Taskmaster

Pid Photographic ReflexesBefore any attack roll, Taskmaster can
teelaceshis lattaek value ar defemse valaet withattee kinmodiiédtvaue
of the same type from an target character within 6 squares to

which he has a clear line of fire. After the resolution of an action

in which Taskmaster uses this power, roll one d6; if the result is

|l ess than or equal to thrntedi ff e
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combat value and the replaced value, Taskmaster is dealt 1 #051 SpideiMan

unavoidable damage for each 100 points (or fraction thereof) of ﬁWebbing SpiderMan can use Incapacitateybif the attack

the targetdos point value. succeeds against a target with zero action tokens, give the target
two action tokens instead of one.

%Punch Like Cap, Shoot Like Hawkey&askmaster can use
Close Combat Expert and Ranged Combat Expert #052 Citizen V

#032 Red Skull (fPress the AttackOnce per turn, if Citizen V KOs an opposing
3*Cosmic CubeThe Red Skull can use Outwit, Perplex, and character with a close combat attack, he may immediatelye up
Probability Control. When this power is used, roll one d6 (after the ~ © his full speed value and make one close combat attack as a free

action resolves, when applicable). On a result-Gfdeal 1 action.
unavoidable damage to Red Skull. #054 Ares
#036 Falcon 3¥Tactics Ares can use Perplex, but he can target only himself

‘-gFly-By: Falcon can use Charge, and he can continue to use and modify one of his values by +2 with each use.

the rest of his halved movement (if any remains) after making the #055 Hulk

atack 2 Hulk Smash You Allt Hulk can use the Bisters of Evil team
#038 GiantMan ability.

RGenius Giantman can use Perplex, but he can target only #056 Hawkeye

himself or a friendly character within 4 squares, anccha modify Sharpshooter Give Hawkeye a power action to make a ranged

a combat value only by +2 with each use.

#039 Spitfire

ﬁFlame Trail: WhenSpitfireis given a move or power action,
immediately after resolving the action she can use Smoke Cloud as #058 Quicksilver

a free action, but can place hindering terrain markers only in 77 supersonic Speeduicksilver ca use Hypersonic Speed
squares she moved through or occupied that turn. P peed? yp peed.

#061 M i
#042 Starfox _06% andarin
%I fl . St f p | =SLeft H%nd of the Mandarin The Mandarln cgn use Ener ¥
niience: artox can use erplex, ExBIéélbn IRcEpacitdte? dhd Mirld Bdnfof ¢ :

#043 Molecule Man ﬁRl ht Hand of the Mandarin The Mandarin can use Barrier,

$Molecular Destruction  Once dur i n g Mol ec ulpgrceMrdl, ®Faket IMbKR CIBUd, arl Telekinesis.
free action, Molecule Man can choose one offtiflewing

options: (1) Remove any target object (including an object held by @0 Silve Surfer
a character) from the game. (2) Destroy a target square of ~=Cosmic SpeedSilver Surfer can use Hypersonic Speed, but

blocking terrain. (3) Destroy a portion of a target wall bordering a can make only ranged combat attacks when using the power.
single square. For all options, the target mustba fewer

squares from Molecule Man and he must have a clear line of fire
to the target.

combat attack. Modify his attack value by +2 for the attack.

OSmoke Arrow Hawkeye can use Smoke Cloud.

Justice LeagueA

#047 Wiccan #001 Batman
—
~=XGroup Teleportation Wiccan can use Phasing/Teleport. 77 Out of the ShadowsOnce per turn, when Batman occupies
When he uses this power, he can use the Carry ability to carry up hindering terra_un and is given any action t_ha not a free ac_tlon
to three friendly characters. thore than one character is carried, before the action you may place Batman in any unoccupied square

after the action is resolved deal 1 unavoidable damage to Wiccan, ~ ©f hindering terrain 6 or fewer squares away to which he has a

clear line of fire.
#049 TweGun Kid

.(IFaster, Cyclone! When TweGun Kid is not carrying another 2002 A uaman_
character, modify his speed value by +2. Parry: When hit by a close combat attack, Aquaman can use

Super Senses.
ﬁFanfire: Give TweGun Kid a rangeadombat action. He %
makes two separate ranged combat attacks as free actions (making Telepathic CommunicationAquaman can use Perplex, but can
two separate attack rolls against two different target opposing target only characters with thl” or 7 speed symbol ;
characters). Resolve the first attack before making the second. target himself. When Aquaman uses Perplex to target friendly

#050 Winter Soldier characters, he can target all friendly characters with 17 or

@ o . .
3fRuthless Ally Give Winer Soldier a close combat or ranged speed symbol within 10 squares to which he has a clear line

combat action. Before making the attack, you can modify Winter of fire.
Sol di eré6s damage value by +1 i f #0089 Menthe al 1 unavoidable damage
an adjacent friendly character.

fMentaI Hold: Mento can use Incapacitate.

#007 Icicle

OCopsicleslcicle can use Barrier. When three of more barrier
terrain markers placed by Icicle using Barrier are adjactna
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target opposing character with zero or one action token, give the
target an action token.

%Not a Nice Guy Icicle can use Mastermind.

#008 Lex Luthor

ORuthIess Lex Luthor can use Mastermind, but can treat any
friendly character 4 or fewer squaresvay to which he has a clear
line of fire as if it were adjacent.

%Everything Has a PriceLex Luthor can use Perplex. When he
modifies the combat value of a target friendly character, roll a d6;
on a result of 1, deal the target 1 unavoidable damage atrideof
the turn.

#009 The Joker
WEnbiggen The Joker has thﬁ damage symbol.

ﬁUnpredictable OmnipotenceBefore The Joker makes an
attack roll, you may choose to declare a number frefn If you

do, and if the attack hits and the declared number campem

either attack die, increase the damage dealt by 2 (maximum 2). If
the declared number comes up on both dice, deal The Joker 2
unavoidable damage after the attack resolves.

3#Joker Makes the RulesThe Joker can use Outwit. When The
Joker uses Outwihe can use it normally or choose to counter all
powers of a target character within 4 squares.

#011 Black Canary

ﬁCanary Cry Black Canary can use Energy Explosion and
Incapacitate.

#014 Green Arrow

ﬁFusillade: Give Green Arrow a power action. He makes two
separate ranged combat attacks as free actions (making two
separate attack rolls against two different target opposing
characters). Resolve the first attack before making the second; if

he |l oses Fusillade before makin
thesecond attack.

#016 Bouncing Boy

ﬁRicochet Once per turn, if Bouncing Boy KOs an opposing
character or hits an opposing character with a critical hit, after

the attack resolves, he can break away automatically, immediately
move up to his full speed, anthke one close combat attack

against a different opposing character as a free action.

#017 Parasite

:; Leech Parasite can use Steal Energy.

4? Attack Drain: Give Parasite a power action. As a free action

he can use any standard or named attack power possegsed
opposing character 4 or fewer squares away to which he has a
clear line of fire; he has a range value of 6 for purposes of using
the attack power. Parasite can use the power until he loses Attack
Drain, Attack Drain is countered, or he uses Attackib to use a
different power. After the resolution of an action in which Parasite
uses a power via Attack Drain, roll 2d6. on a result &, 2lealt
Parasite 1 penetrating damage.

ODefense Drain When Parasite is given a power action, as a
free action hecan use any standard or named defense power
possessed by an opposing character 4 or fewer squares away to
which he has a clear line of fire. Parasite can use the power until
he loses Defense Drain, Defense Drain is countered, or he uses
Defense Drain to wesa different power. After the resolution of an

action in which Parasite uses a power via Defense Drain, roll 2d6.
On a result of 5, deal Parasite 1 penetrating damage.

%Brain Drain: If an opposing character 4 or fewer squares away
to which Parasite haa clear line of fire has an action token,
Parasite can use perplex, but he can modify only his own combat
values.

#018 Firestorm

%Matter—Energy Transmutation When Firestorm makes a

ranged combat attack targeting an object, instead of dealing
damage norm#& he can deal no damage and choose one of the
following two options: (1) Replace a special or heavy standard
object with a light or heavy standard object from outside the game,
or (2) replace a heavy standard object with a light standard object
from outstle the game and bring in a new light standard object
from outside the game and place it in a square adjacent to the
target object.

#019 Merlyn
%A s s as si n 6Merlyhcaa usa Perplgx, but can target
only himself and modify only his attack, damageaoge value.

#024 Chronos

3 Timeline Manipulation: Chronos can use Probability Control,
but only when he is the character for whom the original roll was
made, or when he is the target of an attack.

#026 Captain Boomerang

P Boomerang Give Captain Boomerang@ower action and

make a ranged combat attack against a target opposing character.

If the attack succeeds and the result of the attack roll is doubles,
after the resolution of the attack Captain Boomerang can
immediately make a second ranged combat atigeknst a

different target opposing character as if he occupied the square
occupied by the first target. If he loses Boomerang before making
the second attack, he candt ma k

#02Y Rlash second attack, he

:; Vibration: Flash can use Hypersonic Speed and
Phashg/Teleport.

#035 Deadman

2 PossessionGive Deadman a power action and make a close
combat or a ranged combat attack (as if he has a range value of 4)
against an opposing target character as a free action. A successful
attack deals no damage. Instead, reen®eadman from the
battlefield and put him on his character card; the target is
possessed, becomes friendly to your force and opposing to its
owner b6s force.

canot m

After the resolution of any action given to the target, you
can release the target. Remove alii@c tokens from the target
and place Deadman in any unoccupied square within 4 squares to
which the target has a clear line of fire. The target becomes

friendly to its ownerés force a

If the target is possessed at the end of your turn, roll a dé
and add 1 to the result for each 100 points (or fraction thereof) of
the targetds point value. I f th
released. If the result is 5 or less, deal Deadman 1 aidable
damage.

Each time the possessed target takes damage, deal
Deadman 1 unavoidable damage after the action is resolved. Any
effect that can counter the tar
Possession. If Deadman is defeated or Possession is caljriteze
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target is immediately released. Deadman and possessed characters  {Owiracle Construct Big Barda and Mister Miracle can use
can6t be targeted by Mind Contr adyieOdnceP& 8s& & BatrierOith barrier terrain marker is
#036 Granny Goodness placed adjacent to an opposing character, Big Barda and Mister

% . . ) Miracle can make a close combat attack against that character as
Disciplinary Motivation: At the end of your turn, if Granny a free action as if they occupied the square occupied by the barrier
Goodness is adjacent to a target friendly charadtet has one or terrain marker.
more action tokens, you can roll a d6. On a result-6f 8eal the
target 1 unavoidable damage for each token and remove the #054 Doomsday
tokens; on a 1 or 2, deal the target 2 unavoidable damage for each E gUnstoppabIe Doomsday can use Invulnerability. When you
token and remove the tokens. This ability cansel only once turn Doomsdayds combat dial as
per turn. stop turning the dial when Unstoppable appears in the stat slot.
#039 Batzarro #055 Green Lantern
. —

F#Useless BeftBatzarro can use Perplex, but he can modify ==XIn Your Face GreenLantern can use Flurry. If both attacks
combat values only byl. using Flurry target a single opposing character, modify Green
#040 Hector Hammond Lanternds damage value by +1 fo

Psionic PowersHector Hammond can use Psychic Blast and #056 Time Trapper
Telekinesis. %Negate Time Trapper can use Outwit. When he does, he can
#041 Mr. Mxyzptlk use it normally or choos® counter the same power or team

ability possessed by all opposing characters to which Time

— .
=SKLTPZYXM!: Mr. Mxyzptk can use Phasing/Teleport. Trapper has a clear line of fire that are 6 or fewer squares away.

When he does, roll a d6 before moving him. On a result of 1, deal
Mr. Mxyzptlk 1 unavoidable damage, place him in any unoccupied ~ #057 Flash

square in his starting area, and then move him normally. %Speed ForceFlash can use Charge and Flurry.

ﬁObject Animation Give Mr. Mxyzptlk a paer action and roll #058 Batman
a dé6 for each opposing character that has zero or one action
token, that is in a square 4 or fewer squares away to which Mr.
Mxyzptlk has a clear line of fire, and that is holding an object or
adjacent to or occupies either a squarenofdering terrain or a
square that has an object. On a result €§,3jive the character an #059 Wonder Woman
action token.

%Datarangs Give Batman aanged combat action and modify
his damage value byL; the line of fire for the attack is not affected
by hindering terrain or characters.

ﬁ Lassa Wonder Woman can use Incapacitate as if she has a

#045 Aztek range value of 8.

%The. Ultimate Man Aztek can use Perplex, but he can target 3*Harmony and Charity Wonder Woman can use Perplex, but
only himself. she can target only herself.

#046 Superman #100 Starro The Congueror

Uself Sacrifice When a friendly character adjacetat Superman 7% Starro can use the Multiattack ability.

would be dealt damage, you can instead choose to have all the )

damage be dealt to Superman as unavoidable damage. 7~{ Fragmentation Once per turn, as a free action (though not
4047 H during another action) Starro can roll a d6 and subtract 2 ftom
#a7 Hourman result. The minimum result depe
<%Hour of Power Hourman can use Probability Control. At the Invader level, the minimum result is 1; at Dominator level, the

end of a turn during which he uses Probability Controll a d6. minimum result is 2; and at Conqueror level, the minimum result is
On aresult of 1, deal Hourman 1 unavoidable damage. 3.

#050 Power Ring Place a number of Starrophyte tokens equal to thetrasul

unoccupied squares 4 or fewer squares from Starro or another
Starrophyte to which Starro or that other Starrophyte has a clear
line of fire; tokens are placed one at a time.

%Curse of Volthoom Power Ring can use Perplex. When he uses
Perplex, roll 2d6; on a result of-2, immediately deal Power Ring
1 unavoidable damage.

—
#051 Lobo ==XDomination: Starro can use Mind Control. When using
T\ Nobody Rides Thi Hog but the MainMan L obo can @ ind Control to attack a a rget, mo di fy Starro
carry characters +1 for each Starrophyte that is 6 or fewer squares from the target
’ and that also has a clear | ine
ﬁBounty Hunter. Before the beginning of the first turn of the take damage due to the point value of the target or targets when it

game, choose an opposing character; Lobo modifies his attack uses Mind Gntrol.

value by +2 when attacking that character. When that character is
KOd, immediatly choose a different opposing character to be the
target of this ability.

OAIien Starfish: Starro can use Toughness. At the end of your
turn, you can roll a d6. At this time, you can also remove from the
battlefield any number of Starrophyte tokens that are 6 or fewer
#053 Big Barda & Mister Miracle squares from Starro to which Starro has a clear tifidire; add 1

to the d6 result for each removed Starrophyte. Then heal Starro of
damage equal to the result.

WLantern 7986 Big Barda and Mister Miracle can use Super
Strength and Telekinesis.
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#ﬁlol Adguaman

FSurge Aquaman can use Charge. When Aquaman occupies
water terrain, modify his speed value by +2.

OKing of the Seven Sea%Vhen Aquean occupies water
terrain, he can use Invulnerability. When Aquaman does not
occupy water terrain, he can use Toughness.

#102 Green Arrow

ﬁEmerald Archer When Green Arrow makes a ranged combat
attack, modify his attack value by +2.

USmoke Arrow Green Arow can use Smoke Cloud.

#103 Flash

WSuper SpeedFlash can use Charge, Flurry, and
Phasing/Teleport.

#105 Arthur Curry

OKing of the Seven Sea$Vhen Arthur Curry occupies water
terrain, he can use Invulnerability. When Arthur Curry does not
occupy wateterrain, he can use Toughness.

%Aquatic Rejuvenation When Arthur Curry occupies water
terrain, he can use Close Combat Expert and Regeneration
#106 Oliver Queen

ﬁEmerald Archer When Oliver Queen makes a ranged combat
attack, modify his attack value b+

Mut at i and

#002 Cyclops
7" Concussive Blastwhen Cyclops makes a ranged combat

attack and deals damage to an opposing character, the character
is knocked back equal to the damage dealt.
#003 Beast

?Bouncing BeastBeast can use Charge ahéap/Climb. When
using Charge, he breaks away automatically and can continue to
use the rest of his halved movement (if any) after making the
attack.

#005 Strong Guy
OBodyguard Strong Guy can use Defend and Toughness.

#008 Box

OAssimiIatiort Box can usdoughness. Once per round, when
Box is adjacent to an object, as a free action you can remove the
object from the game and heal Box of 2 damage.

ons

%Mass AbsorptionWhen Box occupies hindering terrain, he has
the ﬁ damage symbol.

@09 Cuckoo

#Coordinatiort Cuckoo can use Mind Control. When Cuckoo is
given a move action, she can use the Carry ability to carry up to
two other adjacent Cuckoos.

OHive Mind: When Cuckoo is given a ndree action, you can
modify one of her combat values (including range) by +il tire
end of the round for each other Cuckoo adjacent to her.

MonstersA

#012 Colossus

4iféFastbaII Special Colossus can use Telekinesis, but only Option
3 and only on adjacent objects. When using Telekinesis, Colossus
can treat any adjacent friendly character thastapoint value

more than 30 and th7« damage symbol as if it were a light
object, but the character is not destroyed in the attaokis it
placedinB After the attack 1is
attack value and damage valueyuntil the ed of the turn, deal

it 1 unavoidable damage, and place it in the square nearest to the
target to which Colossus has a clear line of fire. If the square is
not adjacent to the target, deal the character 1 additional
unavoidable damage.

#015 The Hood
VCIoalc The Hood can use Leap/Climb and Stealth.

#016 Miek
7~ Chemming Miek can use Charge and Plasticity.

#019 Absorbing Man

OAbsorb When Absorbing Man is adjacent to or occupies
hindering, blocking, or elevated terrain, he can use Invulnerability.
When Absorlig Man candt use
Toughness.

#020 Morph
ﬁOmnimorph Morph can use Perplex, but he can target only
himself.
#021 Mimic
—
~=:¢Subsonic SpeedViimic can use Charge and Running Shot.

ﬁMimicry: Mimic can use Energy Explosion and Super
Strength.

#020 Gorgon

ﬁTransformed by the MistsGorgon can use Quake and Super
Strength. When Gorgon uses Super Strength, he can pick up only
standard objects, but they are not required to be used as part of a
close combat attack when Gorgon uses Quake.

#025Zzzax
ﬁJoIt: Zzzax can use Poison.

#029 Iceman

OSIippery. Iceman can use Toughness. When an opposing
character moves and becomes adjacent to Iceman, roll a d6. On a
result of 13, the character is immediately knocked back from
Iceman a number of squarequal to the result, in a direction of
your choosing.

#030 %23

2 Programmed AssassitX-23 can use Stealth. When she
occupies hindering terrain and makes a close combat attack,
modify her attack value by +1.

#031 Professor X

Cerebra Professor X can usedPplex. When Professor X uses
Perplex, he can use it normally or choose a single keyword and
affect every target friendly character 10 or fewer squares from
Professor X that possess that keyword, (including himself, if he
possesses the keyword) and to Wwhecofessor X has a clear line
of fire.
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#032 Gambit

?Shadowy AttackGambit can use Leap/Climb, Running Shot,
and Stealth.

‘%Cajun Charm Gambit can use Perplex, but he must be 4 or
fewer squares from the target.

#033 Green Scar

?Smash Green Scar can useshp/Climb. Give Green Scar a
power action; move him up to his speed value, and then give him
one close combat action as a free action.

OToughest One There IGreen Scar can use Impervious and
Willpower.

#034 Archangel

—

‘-EFIy-By: Archangel can use Charge. \&fhhe does, he can
continue to use the rest of his halved movement (if any) after
making the attack.

#035 Ahab

ﬁEnergy Harpoon Ahab can use Psychic Blast. When Ahab is
given a ranged combat action, his line of fire ignores characters
and hindering terrain

#036 Fabian Cortez

<%Power Amplification Fabian Cortez can use Perplex, but he
can target only other friendly characters. When he uses Perplex,
roll a d6. on a result of -B, Perplex is used normally. On a 4 or 5,
the chosen combat value is modified t&or -2 and the target is
dealt 2 damage at the end of the turn. On a 6, the chosen combat
value is modified by +3 013 and the target is dealt 1 unavoidable
damage at the end of the turn.

#037 Jean Grey

%Telepathic AssaultJean Grey can use Mind Contrahd

Running Shot. When Jean Grey uses Running Shot, she can use
Mind Control as a free action instead of being given a ranged
combat action.

%Telepathic EmpathyJean Grey can use Outwit. If Jean Grey is
countering a power when a friendly character 6 @wvér squares
from her to which she has a clear line of fire makes a critical miss,
immediately deal 1 damage to Jean Grey.

#038 Omega Red

%Leech Each time an opposing character takes damage from a
close combat or ranged combat attack make by Omega Rad, he
Omega Red of 1 damage; this power is not optional.

#039 Danger

%Strategic DatabaseDanger can use Probability Control. Her
powers canot be countered, and
fewer squares from Danger to which she has a clear line of fire at
the beginning of any action can have their combat values modified
during that action if the modified value would be higher.

#042 Unus the Untouchable

OUntouchable Unus the Untouchable can use Impervious and
Super Senses.

%Bounce Any successful close comlzdtack made by Unus the
Untouchable knocks back the target 3 squares; Unus the
Untouchable does not otherwise knock back targets of his attacks.

#044 Leader

OMinions of the Leader The Leader can use Mastermind and
Toughness. When the Leader udlesstermind, he can treat any
friendly character 4 or fewer squares away to which he has a clear
line of fire as if it were adjacent.

%Intelleet: The Leader can use Outwit and Probability Control.

#045 High Evolutionary

—
~=:Cosmic Evolution The High Evolutioary can use the
Power Cosmic team ability.

OMind Over Matter The High Evolutionary can use Barrier and
Super Senses.

%Growth: The High Evolutionary has thﬁ damage symbol.

#046 Arcade

Murderbots Give Arcade a power action. Choose up to two
standard obgcts 10 or fewer squares from Arcade to which he has
a clear line of fire when he is given the action, and move each
object as if it were a characte

4% Deathtrap Once per turn as a free action, Arcade can remove
from the gare any object 10 or fewer squares from Arcade to
which he has a clear line of fire and deal 1 damage to each
character adjacent to the object.

OMurderworId: Arcade can use Barrier (as if he had a range of
10) and Mastermind.

#047 SuperAdaptoid

4? Attack Drain: Give SupefAdaptoid a power action. As a free
action it can use any standard or named attack power possessed by
an opposing character 4 or fewer squares away to which it has a
clear line of fire. SupeAdaptoid can use the power until it loses
Attack Dmin, Attack Drain is countered, or it uses Attack Drain to
use a different power. After the resolution of an action in which
SuperAdaptoid uses a power via Attack Drain, roll 2d6. On a

result of 25, deal 1 penetrating damage to Supetaptoid.

ODefense Dain: When SupeAdaptoid is given a power action,

as a free action it can use any standard or named defense power
possessed by an opposing character 4 or fewer squares away to
which it has a clear line of fire. Sup&daptoid can use the power
until he Icses Defense Drain, Defense Drain is countered, or it
uses Defense Drain to use a different power. After the resolution of
an action in which Supehdaptoid uses a power via Defense

Drain, roll 2d6. On a result of B, deal 1 penetrating damage to
SuperAdeptoid.

#048 Wrecker

%Turnabout When Wrecker is the target of a close combat
Atck ReSUling f b &ibcal RitbParciti€al nfisk, § he bdssedsés
Turnabout after the resolution of the attack, he can as a free action
immediately make a close combat atttnigeting the character

that attacked him.

#049 Cassandra Nova

DMummudrai: Cassandra Nova can use Mastermind, Shape
Change, and Willpower.

#050 Hulkbuster

\‘-.%Flight Stabilizers Hulkbuster can use Charge and Running
Shot. Hulkbuster is adjacent to a giah@acacter only when he is
within 1 square of it.
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ﬁWeapons As Big As the FighHulkbuster can use Energy
Explosion and Super Strength.

#052 Mastermind

?Mind Games Mastermind can use Mind Control and Stealth.
Modi fy Mastermindds ages ack val
Incapacitate or Mind Control.

OChimera Mastermind can use Mastermind and Super Senses.

#053 Emma Frost
%HeadmistressEmma Frost can use Leadership and Perplex.

#057 Storm

GoddessStorm can use Energy Explosion, Force Blast,
Quake, and Smoke Cloud.

#058 Warskrull
%Megamorph Warskrull can use Outwit and Shape Change.

#059 Apocalypse

—
~=XMolecular Controt Apocalypse can use Phasing/Teleport,
Plasticity, and Shape Change.

4? Psionic Power Apocalypse can use Incapacitate, Mind
Control, and Psychic Blasthen Apocalypse would take pushing
damage, roll a d6. on a result ofé4 he does not take pushing
damage instead.

OThe Strong Will Survive Apocalypse can use Regeneration
and Toughness.

#060 Maestro

GammaSaturated Maestro can use Quake and Super
Strergth. Give Maestro a power action and he can make a close
combat attack as a free action; modify his attack value by +2 for
the attack.

#061 Dark Beast
P Sadistic Dark Beast can use Exploit Weakness.

%Cruel Experiment Give Dark Beast a power action andIral

d6. On a result of B, give an action token to an adjacent

opposing character with zero or one action token. On a 5 or 6,

deal unpreventable damage to an adjacent opposing character. On
a 6, deal 1 damage to each adjacent opposing character. Apply all
applicable results, which may be split among different characters.

#5)62 Rampaging Hulk

%Squash The Rampaging Hulk can use Leap/Climb.
Immediately after the resolution of a move action in which the
Rampaging Hulk activates Leap/Climb, he can use Quakdrae
action.

%Smash The Rampaging Hulk can use Close Combat Expert. At
the end of your turn, if there are fewer than six objects in the game,
your last opponent to take an action chooses a light standard
object from outside the game and places it Gearer squares from

the Rampaging Hulk in an unoccupied square to which the
Rampaging Hulk has a clear line of fire.

#101 Esme Cuckoo

77 Cuckoa Esme Cuckoo is considered a Cuckoo for the
purposes of the Cuckoobés Coord
powers.

u

#1@ Incredible Hulk

%Speed of a Charging Dreadnaughthe Incredible Hulk can
use the Move and Attack ability.

#103 Proteus

C=RMytant 2 Pritdugcan uBeaMind Control (asifhe had a
range value of 10), Phasing/Teleport, and Probability Control.

ﬁOmnimorph Proteus can use Perplex, but he can target only
himself.

OWarp Reality Proteus can use Barrier and Super Senses.

<%Morphable Reality Proteus can use Probability Control and
Shape Change.
#104 Charles Xavier

Telepath Charles Xavier can use IncapacitatedaPsychic
Blast.

OPsychic RedirectionCharles Xavier can use Shape Change.

<%Psychic Coordination Charles Xavier can use Leadership and
Perplex, but he candt wuse

#200 Iron Man
Olnvincible: Damage dealt to Iron Mars reduced to 1.

#B005 Amadeus Cho

<%Excello: Amadeus Cho can use Outwit, but must be given a
power action instead of a free action.

CrisisA
#001 Robin

Z Fisticuffs: Robin can use Flurry.

OGotham AcrobaticsRobin can use Energy Shield/Deflection
and Stealth.

#002 Kid Flash
b Up Walls, Through WallsKid Flash can use Hypersonic

Speed. When Kid Flash moves, he ignores the effects of characters,

hindering terrain, elevated terrain, and blocking terrain on
movement. He can't end his movement on blockimgim.

ﬁFast Fists Kid Flash can use Flurry.

%Human Tornada Once per turn, Kid Flash can use Force
Blast as a free action.

#003 Wonder Girl

%Lasso Wonder Girl can use Incapacitate as if she had a range
value of 6. If she successfully hits a target witlanged combat
attack when using Incapacitate, after resolving the action you can
put the target in an unoccupied square of clear terrain adjacent to
and at the same elevation as Wonder Girl.

#004 Aqualad

1" From the Depths Aqualad can use Charge. Whenuatpd
occupies water terrain, any line of fire drawn to him is treated as if
it crossed blocking terrain.

%&My(ﬁnd Hi ve Mind special
Brave Bow's ApprenticeWhen Speedy makes a ranged

combat attack, modify his attack value +1.
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3¥Trick Arrows: Give Speedy a ranged comiaation: Speedy #014 Batqirl

can remove from the game up to three hindering terrain markers 7 Trained from Birth: Batgirl can use Flurry and Leap/Climb.

or barrier terrain markers (removing markers one at a time) to

which he has a clear line of fire at the time the marker is removed, OCain's Daughter Batgirl can use Combat Reflexes and

after which he can make a ranged combat attack Willpower.

#006 Shimmer #018 Red Arrow

@Inseparable Modify Shimmer's defense value by +2 if she has a fFusilIade: Give Red Arrow a power action. He makes two

clear line of fire to Mammoth. separate ranged combat attacksfeee actions (making two
separate attack rolls against two different target opposing

¥ Transmute Once per turn, if Shimmer is adjacent to an object characters). Resolve the first attack before making the second; if

(including an object held by a character) at the beginning or end Red Arrow loses Fusillade before making the second attack, he

of any action shes given, she can remove that object from the can't make the second attack.

game.

. ﬁTrick Arrows: Red Arrow can use Energy Explosion and

#007 Jericho Smoke Cloud. When he uses Energy Explosion, after resolving the

ﬁPossessio:nGive Jericho a power action and make a close action he can immediately use Smoke Cloud as a free action but

combat or ranged combat attack (as if he has a range value of 4) the first hindering terrain marker must be placed in the same

against a target opposing character as a free action. A successful square as the target tfie Energy Explosion attack.

attack deals no damage. Instead, remove Jericho from the .

battlefield and put him on his character card; the target is wﬁ

possessed, becomes friendly to your force and opposing to its fSuspendium Dr. Sivana can use Incapacitate. When he uses

owner o6s force. Incapacitate and successfully hits a target, also give an action

token to each of up to two additional opposing characters that

After the resolution of any action given to the target, you have zero action tokemsid are adjacent to the target.

can release the target. Remove all action tokens from the target

and put Jericho in any unoccupied square within 4 squares to 47 Mad Inventor. Dr. Sivana can use Barrier, Energy Explosion,

Whlc_h the target has a clear_ line of fire. The target becomes Phasing/Teleport, Psychic Blast, Pulse Wave, Quake, Smoke

friendly to its ownerods force agidud akiBehsolt. i dhild Ringth®s Bdwer he mhaked an attack
If the tarcet is possessed at the end of your turn, roll a d6 roll that results in a critical miss,ehl 1 additional unavoidable

and add 1 to the result for each 100 points (or fraction thereof) of damage to Dr. Sivana.

the targetds point value. | f th sWl.t is. 6 0L mare the targ
released. If the result is 5 or less, deal Jericho 1 unavoidable @V\for?d S Wickedest §C|en§|sDr. Sivarid can Use Mastermind.
He can choose to deal the damage to a friendly character that has

dange. a higher point value if that character shares a team ability or
Each time the possessed target takes damage, deal keyword with D. Sivana; damage transferred using World's
Jericho 1 unavoidable damage after the action is resolved. Any Wickedest Scientist can not later be dealt to Dr. Sivana.

effect that can counter the tar %ez_lugs LPowers can counter Jerich
Possession. If Jericho is defeated or Possession is countered, the #021 Rip Hunter

target is immediately released. Jericho and possessed characters 47 Chrononaut Rip Hunter can use Perplex, but can target only
candét be targeted by Mind Cont r bimselbora frrerdly sharactei o n .

#009 Gold 3¥Time Master Rip Hunter can use Outwit arRrobability
2P Golden LassoGold can use Incapacitate, but only as part of a Control. The standard and named powers of Rip Hunter and
ranged combat action (as if he had a range value of 6). friendly characters adjacent to him can't be countered.
OI Can Be Hammeed into a Sheet Four Millionths of an Inch #£22D—awnstar )
Thick: When Gold is dealt damage by a close combat attack, he =Tracker. Dawnstar can use Hypersonic Speed.
can use Invulnerability. When Gold can't use Invulnerability, he o ]
can use Toughness. ﬁQuarry: Before the beginning of the first turn, choose an

) opposing chaacter; this character is Dawnstar's quarry. Modify
#010 Liberty Belle by +1 the attack value of Dawnstar and all friendly characters
3¥Ring the Bell Liberty Belle can use Pulse Waagif she had a when they are attacking the quarry.
range value of 8. #023 Green Lantern
#011 Klarion ZP Lantern 2814.1 Green Lantern can use Energy Explosion and
ZPKlarion and Teekl Klarion can use the Duo Attack ability, but Telekinesis.
do not modify Klarion's damage value Hyfor the second attack. .

OLantern's Will: Green Lantern can use Energy

#012 Supernova Shield/Deflection, Toughness, and Willpower.
4‘% Phantom Zone ProjectarSupernova can use Incapacitate and #025 Jack and Ten

Phasing/Teleport. When Supernova uses Incapacitate and
successfully hits an opposing character, he may either resolve
Incapacitate normally or give no action tokens to the target and
instead immediately put the target in any starting area 8 or fewer
squarestom himself.

WOneEyed Jack Jack and Ten can use Energy Explosion and
Psychic Blast.

158



#026 Green Arrow

?Rooftop Archer Green Arrow can use Leap/Climb and
Running Shot.

ﬁEmerald Archer. When Green Arrow makes a ranged combat
attack, modify his attack value by +2.

OArrow down the Gun Barrel Green Arrow can use
Incapacitate. When a character marked with one or more action
tokens chooses Green Arrow as the target of a raagedk,

Green Arrow can use Shape Change.

%Hail of Arrows: Give Green Arrow a ranged combat action to
make a ranged combat attack targeting more than one opposing
character. Increase the total damage dealt by 1 for each target
successfully hit by the atta¢total damage is still divided normally
among successfully hit targets).

#027 Trickster and Pied Piper

?Air-Walking Shoes, Joy Buzzers, and Smoke Bombs
Trickster and Pied Piper can use Leap/Climb, Poison, and Smoke
Cloud.

WPipen Trickster and Pied Pigecan use Mind Control and
Psychic Blast.

#028 Deathstroke

3¥Master Tactician Deathstroke can use Outwit. Modify
Deathstroke's attack value by +1 for each adjacent opposing
character. When Deathstroke makes a close combat attack, he can
compare the attacfoll to the defense value of any number of
adjacent opposing characters (minimum 1); the damage dealt by
the attack can be divided in any way among the successfully hit
targets provided that all damage dealt is divided among them.
#029 Nightwing

%Dual Membership: Nightwing can use the Outsiders and

Titans team abilities and possesses @ and. team
symbols.

ﬁFisticuffs: Nightwing can use Flurry.

OAcrobat Nightwing can use Combat Reflexes, Energy
Shield/Deflection, and Leap/Climb.

#030 Blue Beetle

ﬁBB Gun: Blue Beetle can use Force Blast and Incapacitate. He
can also be given a power action to make a ranged combat attack
targeting a single opposing character (ignoring friendly

characters for line of fire purposes). If the attack succeeds the
target is dealho damage; instead, roll a d6. The target is knocked
back a number of squares equal to the resti{minimum 1

square); the target breaks away automatically, can move through
squares adjacent to opposing characters, and can be dealt knock
back damage.

%Bwahha—ha—hah!: Blue Beetle can use Perplex. When Blue
Beetle is adjacent to a friendly Booster Gold, he can use Outwit.

#031 Mammoth

ﬁlnseparable Mammoth can use Super Strength. Modify
Mammoth's attack value by +2 if he has a clear line of fire to
Shimme

%Get Away from My Sister!All targets of successful close
combat attacks made by Mammoth are knocked back.

#032 Hawk and Dove

OAvatars of Chaos and OrdeiHawk and Dove can use Super
Senses and Toughness.

#033 Psimon

%In Your Head Psimon can use Outtvnd Shape Change.

#034 Lead and Tin

Q;QTeamwork When Lead and Tin use the Duo Attack ability,
modify their attack value by +1 for the first attack; if the second
attack is against a different opposing character than the first
attack, do not modify theiratnage value byl for the second
attack.

%Tinterference Lead and Tin can use Outwit (but only against
targets 5 or fewer squares from them) and Shape Change.

#035 Uncle Sam

Give Me Your Tired, Your PooiWhen Uncle Sam makes a
close combat attack, modifys attack value by +1 for each
friendly character 4 or fewer squares away to which Uncle Sam
can draw a clear line of fire and that is marked with one or more
action tokens.

3tas Big as My CountryUncle Sam has thﬁ damage symbol.

#036 Chief
%Dr. Cauldea: The Chief can use Support.

ﬁManipulate: The Chief can use Leadership. If Leadership
would allow you to add an action to your action total for the turn,
you can instead put a Manipulate token on the Chief's character
card if there are two or fewévlanipulate tokens on the card.

When another friendly character would take pushing damage, you
can remove a Manipulate token from the Chief's character card
and roll a d6; on a result of-8, the character ignores the pushing
damage.

OStrategist The Chiefcan use Perplex and Mastermind (he can
deal the damage to a friendly character that has a higher point
value if that character shares a keyword with the Chief); damage
transferred using Strategist may not be later dealt to the Chief.

#037 Kyle Rayner
—
=lon: Kyle Rayner can use the Quintessence team ability.

OConstructs Kyle Rayner can use Barrier. Any opposing
character adjacent to a barrier terrain marker placed by Kyle
Rayner that attempts to move (or would be moved by a power,
ability, or effect used bgnother character) must attempt to break
away; this effect ignores powers, abilities and effects that allow a
character to break away automatically.

#038 Wonder Girl

Tie Up: Wonder Girl can use Incapacitate as if she had a
range value of 6. When she usesapacitate and successfully hits
a target opposing character, you can give an action token to a
second opposing character that has zero or one action token that is
adjacent to the target, if the attack roll would also hit the second
character.

OBullets and Bracelets Wonder Girl can use Toughness. When

Wonder Girl is the target of a ranged combat attack, she can use
Super Senses.
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#039 Harbinger

=-.§3You Are NeededHarbinger can use Phasing/Teleport. Give
Harbinger a power action and choose a friendly chagatiat is 6

or fewer squares from her. Put the chosen character in the square
occupied by Harbinger, and then put Harbinger in the square
occupied by the chosen character; then deal Harbinger 1
unavoidable damage.

%Crosstime HeraldsHarbinger has thew attack symbol.

#040 Forerunner
ﬁHonor: Forerunner can use Willpower.

#041 Mary Marvel

%Wisdom of Zerhuti Mary Marvel can use Perplex, but she can
modify only her own combat values.

#042 Mordru

ﬁDark Lord: Mordru can use Barrier, Energy Explosion,
Psychic Bast, Pulse Wave, Smoke Cloud, and Telekinesis. Mordru

has theﬁ damage symbol.

3¥Lord of Chaos Mordru can use Outwit. When Mordru uses
Outwit, he can use it normally or choose to counter all powers of a
target character 4 or fewer squares away.

#043 Monach

tvEBleedJump: Monarch can use Phasing/Teleport and
Running Shot. When Monarch uses Phasing/Teleport, roll a d6 and
replace Monarch's speed value with 6 plus the result.

#045 Trigon
7 Doppelganger Give Trigon a power action. Put up to three

SPECIAL markes in unoccupied squares to which Trigon has line
of fire adjacent to opposing characters 8 or fewer squares from
him; these are doppelganger tokens. Doppelganger tokens are not
characters or terrain, but can be destroyed as if they are blocking
terrain. Characters opposing to Trigon must break away from
doppelganger tokens. When a character opposing to Trigon
occupies a square adjacent to a doppelganger token or tokens and
is given a notfree action, deal the character 1 penetrating

damage if the charactés adjacent to a doppelganger token after
the action is resolved. No more than three doppelganger tokens
can be on the map at a time. At the end of any fnea action

given to Trigon, he can remove any number of doppelganger
tokens from the map.

ﬁReshapeReality. Trigon can use Outwit. Once during your turn,
Trigon can use Barrier as a free action, but he can place only up
to two barrier terrain markers.

#047 Tempest
1 summon the ElementsTempest can use Charge. Clear
grounded terrain 3 or fewer square®in Tempest that does not

contain objects, terrain markers, or debris tokens is water terrain.

#048 Darkseid

4‘? Omega Effect Before Darkseid makes a ranged combat
attack, you can choose any or all of the following options for the
attack: 1) Darkseid's rangealue is halved and his line of fire
ignores characters and hindering terrain; 2) Modify Darkseid's
damage value by2; damage from the attack is penetrating
damage; 3) Darkseid's damage value is 0 and is locked; if the
attack succeeds, put the target myaunoccupied square within
Darkseid's range to which he has a clear line of fire.

UAII Will Serve Darkseid! Darkseid can use Invulnerability,
Mastermind, and Willpower.

%Master StrategistDarkseid can use Outwit and Perplex.

#049 Will Magnus andPlatinum

?Unstable (Non-Optional) Will Magnus and Platinum can't be
given a norfree action when they are marked with one or more
tokens.

OParticularly Resistant Will Magnus and Platinum can use
Defend and Toughness. Their defense value can't be madifed
lower value.

%Roboticist Will Magnus and Platinum can use Perplex. When
they use Perplex, they can use it normally or modify by +1 or
the same combat values (except damage value) of all friendly
characters with which they share at least two kegadall other
rules for Perplex apply normally).

#052 PsychePirate

Ol'm Your Best Friend When Psych®irate is the target of a
successful close combat attack, he ignores the damage dealt unless
the attack roll is doubles.

¥Fearé Hateé : PspchePitaie oag dése Perplex,
but he can modify combat values only-By
#053 Black Adam

ﬁWisdom of Zehuti Black Adam can use Perplex, but he can
modify only his own combat values.

3#Power of Aton Black Adam can use Exploit Weakness and
Flurry.

#054 Alex Lutha

Z Earth 154 + Earth 462 Alex Luthor can use Psychic Blast.
Give Alex Luthor a power action to counter the immediate and
ongoing effects of a single target battlefield condition until the
beginning of your next turn.

%Manipulator: Alex Luthor can us®utwit, Perplex, and Shape
Change.

#055 Sinestro

—
~=XIn Blackest Day Sinestro can use Phasing/Teleport and
Running Shot.

ﬁln Brightest Night Sinestro can use Energy Explosion,
Psychic Blast, and Telekinesis.

OLet Those Who Try to Stop What's Rigtinestrocan use
Energy Shield/Deflection, Toughness, and Willpower.

%Sinestro's Mightt Sinestro can use Energy Explosion and
Ranged Combat Expert. When Sinestro uses Energy Explosion,
damage dealt is penetrating damage.

#056 Superqirl

\‘-.);SSuperspeeﬂSupergirl canuse Hypersonic Speed but can
make only close combat attacks.

#057 The Flash

fH ave toé Ke e p@&heRashaoan useggHypersonic
Speed. When the Flash moves, he ignores the effects of characters,
hindering terrain, elevated terrain, and blocking terrain

movement. He can't end his movement on blocking terrain.
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ﬁTime to Save the WorldThe Flash can use Pulse Wave as if
he had a range value of 8.

ONothing to Lose The Flash can use Super Senses and
Willpower.

#059 The Spectre
—

"EEGhostIy Guardian The Spetre can use Charge,
Phasing/Teleport, and possesses the Justice Society team ability.

ﬁVengeanceGive the Spectre a power action to make a close
combat or ranged combat attack, replacing his damage value with
the damage value of his target until the actis resolved; damage
from the attack is penetrating damage.

#060 Monitor

\‘-.)gMoving Pawns on the BoardThe Monitor can use
Leadership and Phasing/Teleport. When the Monitor uses
Leadership and gets a result 665he can either use it normally
or give an ation token to an opposing character that has zero
action tokens.

4? Adaptive StrategyThe Monitor can use Barrier, Energy
Explosion, Perplex, and Support.

#061 Worlddés Finest

3¢ World's Finest must begin with their base completely in their
player's starting area. Their base occupies 4 squares on the map.
They can be adjacent to a maximum of 12 squares, and can attack
and be attacked through any of them. World's Finest can make
ranged attacks against neadjacent characters when they are
adjacent to two or fewer opposing characters.

“TWorldés Finest do not take

pu
—

~=<Teamwork World's Finest can use Charge and Force Blast.
Immediately after World's Finest uses FordadBto successfully
knock back a target, they can use Charge as a free action to attack
the target if Charge would allow them to do so.

wWallbustet World's Finest can use Super Strength. When
given a move action, during the move World's Finest can
automdically destroy up to 2 squares of blocking terrain or the
wall adjoining two squares; they can continue their move, if any,
after destroying the wall.

#100 Superman

77 Superman does not take pushing damage.

=-—§This Is a Job for Superman!Superman can use @fge.
When Superman is not holding an object or a character, do not
halve his speed value when he uses Charge. Superman may not
pick up objects or characters when using Charge.

%Leading the Attack Once, at the beginning of your turn, if
Superman is adjace to an opposing character, he can make a
close combat attack as a free action, but he can't attack that
character again during that turn. If Superman causes a target
opposing character to take damage, until the end of the turn all
friendly characters a#tcking that target have their attack values
modified by +1 for each 100 points (or fraction thereof) of the
target's point value.

#101 Wally West
%Human Tornada Once per turn, Wally West can use Force
Blast as a free action.

#102 Donna Troy

ﬁPurple Ray Donna Troy can use Support, but can treat
friendly characters 3 or fewer squares away as if they are
adjacent.

%Lasso Donna Troy can use Incapacitate as if she had a range
value of 6. If she successfully hits a target with a ranged combat
attack when usingncapacitate, after resolving the action you can
put the target in an unoccupied square of clear terrain adjacent to
and at the same elevation as Donna Troy.

#103 Garth

1" From the Depths Garth can use Charge. When Garth
occupies water terrain, any line fife drawn to him is treated as if
it crossed blocking terrain.

%Salvage If there is a norheld standard light object anywhere
on the map, once per turn when Garth occupies water terrain he
can bring in a standard light object from outside the game and
pick it up as if picking it up from an adjacent square.

#104 Roy Harper
7~ Checkmate Roy Harper can use Running Shot and Stealth.

ﬁEmerald Apprentice When Roy Harper makes a ranged
combat attack, modify his attack value by +2.

#105 Superman
—
~=<Scorched Air Superman can use Charge and Flurry.

4% Kryptonian Strength Superman can use Super Strength.
Superman can hold two objects at the same time if they are both
standard objects; he can only use one object per attack.
shing damage.

%Restoring Order When the result of a sucafsl attack roll

made by Superman is doubles, the target is dealt damage normally
but not knocked back. Instead, if the target has zero or one action
token after the attack has been resolved, give the target an action
token.

#200 Batman

?RelentlessBatmancan use Charge, Leap/Climb, and Running
Shot.

#223 Thunderer of Qward

ﬁQwa-Bolts Thunderer of Qward can use Energy Explosion.

When Thunderer of Qward is given a ranged combat action, you

can choose one of the following options: 1) Modify Thunderer of

Qwa dds range value by his curre
2) damage from the attack is penetrating damage.

#224 Shadow Demon

—
~=XThe Darkness Is Alive! Shadow Demon can use Plasticity,
Phasing/Teleport, and Stealth.

#225 AntiMonitor
77 The AntiMonitor can use the Multiattack ability.

ﬁAII the Power at My Command Shall Be Used to Destroy
You!: The AntiMonitor can use Psychic Blast and Quake; when
he uses Quake, do not replace his damage value.

)@él Will Not Die Until You Die With Me!l:Once per turn, the
Anti-Monitor can use Exploit Weakness. At the end of the round, if
no character opposing to the AiMionitor was defeated this

round, roll 2d6 and subtractthe Afdoni t or 6 s unmodi
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damage value, minimum result 1. Heal the Attinitor of damage
equal to the result.
#226 AntiMonitor, Guardian of Fear

37 The AntiMonitor, Guardian of Fear can use the Multiattack
ability.

?Guardian: The AntiMonitor, Guardian of Fear can use
Enhancement, Phasing/Teleport, and the Carry ability.

ﬁTime to Feed The AntiMonitor, Guardian of Fear can use

Pulse Wave, but his range value is not halved, his damage value is
not replaced, and he does not
or feats. Immediately after the attack is resolved, heal the Anti
Monitor, Guardian of Fear of 1 damage for each opposing
character that took damage from the attack (maximum 4 healing).

@Destined DestructorThe AntiMonitor, Guardian of Fear

can use Outwit. Give the Afionitor, Guardian of Fear a power
action and roll 2d6. Dal penetrating damage equal to the result,
divided among opposing characters to which the-Muhitor,
Guardian of Fear has a clear line of fire; characters can be dealt
maximum damage equal to the number of action tokens they have
(charactersthathavem t okens candét be
undealt damage is ignored.

#B001 MatterEater Lad
—
~=Hungry Loner. (Norroptional) MatterEater Lad cannot use
the Carry ability.
#B005a Congo Bill
%Congorilla: At the beginning of your turn, you can flip this
token.
#B00% Congorilla

%Congo Bill: At the beginning of your turn, you can flip this
token.

Secret Invasiod

#001 SpideiMan

WebPunch: SpiderMan can use Flurry. If he makes two
successful attacks against the same target using Flurry, instead of
dealing damage whtthe second attack he can instead give an
action token to the target if it has zero or one action token.

#002 Moloid

?Swarm:When Moloid is given a move action, it can use the
Carry ability to carry one or two other Moloids.

ﬁOverwhelm:When this Moloid ieikes an attack against a
target opposing character, modify its attack value by +1 for each
other Moloid that has made an attack (successful or not) against
that target during this turn.

#004 Iron Fist
%Good Fortune Thunder Kickilron Fist can use Leap/Clim
and Flurry.

OC hampi o n-LunflronkF&tican use Super Senses and
Willpower.

#005 Sharon Carter
yAgent 13:Sharon Carter can use Running Shot and Stealth.

deal

%Ally: Sharon Carter can use Perplex, but she can modify the
combat values of only herself afieéndly characters, and she

candédt modify damage values.
#006a Yellowjacket
“WYel |l owjacket possesses the

possess the Skrulls team symbol.)

?Giant Man: Yellowjacket possesses tﬁadamage symbol and
can use Charge.

#006bY ellowjacket

FTNOG 1 € ot a” cBkCel 1€ TpSals sPefseCesS 't hleP 1d ki r

possess the Avengers team symbol.)

?Giant Man: Yellowjacket possesses tﬁadamage symbol and
can use Charge.

4? Agent ProvocateurYellowjacket can use Outwit and Psychic
Blast.

%Traitor: Yellowjacket can use Outwit. He can use it normally,
or he can choose a team ability possessed by an opposing
dharaéter B 8r fe@er squafed avay to which he can draw a clear
line of fire and counter that team ability on all opposing
characters.

#007 Atantean Warrior

Ve Aguatic Invader:When Atlantean Warrior occupies water
terrain, he can use Charge and Stealth. When he occupies water
terrain at the beginning of the turn, modify his speed value by +2
until the end of the turn.

#(_)OSa Ms. Marvel

7 Ms.Marvé possesses the
possess the Skrulls team symbol.)

Avengers

—
~=XKree GeneticsMs. Marvel can use Charge and Running
Shot.

%Energy Absorption:Each time Ms. Marvel is hit by an attack
made by an opposing character (even if she taketamage), put
an absorption token on this card. When Ms. Marvel makes an
attack, you can modify her damage value by +X, where X is the
number of absorption tokens on this card; after the attack is
resolved, remove all absorption tokens from this cardhéend

of each of your turns or when Ms. Marvel loses Energy
Absorption, remove all absorption tokens from this card.

#008b Ms. Marvel

TTMs . Mar vel possesses the
possess the Avengers team symbol.)

—
~=<Exfiltration: Ms. Marvel can use Hypersonic Speed,
Plasticity, and Stealth.

#009 Gravity
4% Gravity Control: Gravity can use Incapacitate (as if he had a
range of 8), Super Strength, and Telekinesis.

#010 Grey Gargoyle

f Petrify: Grey Gargoyle can use Incapacitate. Ifhwecessfully
hits a target using Incapacitate and the result of the attack roll is
doubles, give the target two action tokens if it has zero action
tokens.
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$Petrified Protection:Grey Gargoyle can use Barrier, but can immediately after resuing the action it can move again as a free

put barrier terrain markers only innoccupied squares containing action (with its speed value halved until the end of the action) if it
objects, hindering terrain, or hindering terrain markers. This use ends the second move adjacent to the chosen character.
f Barrier doesnét count toward '‘ou vail able actions for the

?urn ﬁSmash:Sp?dnglayer can use Flurry.

#011 Arachne #022_3 Attuma

%PsiWebs:Arachne can use Incapacitate as if she had a range Tidal Wave:Attuma can use Q_uake asuper S_trength. If

of 8. Attuma uses Quake while occupying water terrain, compare the
attack total to adjacent opposing characters normally and to all

#012 Gee opposing characters adjacent to (but not occupying) the area of

water terrain occupied by Attuma. Charactedjacent to the
water terrain are knocked back from Attuma in a direction of
Attumaébés choice away from hi m.

_(; Gravity Manipulation: Gee can use Force Blast. After the use
of Force Blast is resolved (even if the Force Blast is ignored), Gee
can use Incapacitate targeting the same target as a free action.

#014 Mass Master Owavebomewhen Attuma occupies water terrain, he can use
Combat Reflexes and Toughness. When Attuma does not occupy
water terrain, he can use Tolgess.

ﬁCIoudform: Mass Master can use Smoke Cloithen Mass
Master is given a move action, after moving he can use Smoke

Cloud as a free action but can place hindering terrain markers 3%fUndersea ConquerorAttuma can use Leadership. He can use
only in squares he occupied or moved through that turn. it normally, or on a result ofi% you can add two actions to your
#015 Energizer action total for the turn but both of these actions can be given only

? . ) ) to friendly characters that possess the Atlantis kegiw
Matter Absorption:Once per turn as a free action, Energizer

can remove from the game a single adjacent object (including an #029 Morbius

objgcthelq by an a}djacent character) or up to two barrier, debris, j?GIiding Shadow:Morbius can use Leap/Climb and Stealth.

or hindering terrain markers that are 4 or fewer squares away

from her and to with she has a clear line of fire at the time they ﬁThe Hunger: Morbius can use Steal Energy, but Steal Energy
are removed. heals Morbius of 1 damage or damage equal to the number of

powers possessed by the target of the attack after it takeagin

#016 Hercules whichever is greater.

?Wrestler:Hercules can use Charge, Flurry, and Plasticity.
OLiving Vampire: Morbius can use Toughness and Super Senses,

4F Godlike Strength:Hercules can use Super Strength. He can but when using Super Senses evades an attack only on a result of 6.
hold two objects at the same time if they are both standbjetts; )
he can use only one object per attack. #030 Punisher

ﬁChaingun: Once per turn when the Punisher succeeds at a

#017 Human Torch ranged combat attack against opposing target character, after

4] Fireburst: Human Torch can use Energy Explosion and Pulse the attack resolves he can immediately make ranged combat

Wave. attacks against any other opposing characters adjacent to the

#018 Clea target to which he can draw a clear line of fire. (Each attack is

= o ) rolled and deals damage separaiellf the result of a successful
Dark Disciple: Clea can use Mind Control and ranged combat attack roll made by the Punisher is doubles, the

Phasing/Teleport. damage dealt is penetrating damage.

#020 Immortus #031 Mole Man

¥ Agent of the TimeKeepersimmortus ca use Outwit and 77 Lord of the Tunnels:Mole Man can use Stealth and Phasing/

Probability Control. Probabilit Yelefoft WhdnMble Mad isésPhabiry/Telepoft,the darYuse the

opposing characters to which Immortus has a clear line of fire. Carry ability and must put debris tokens into the squares where he

#021 Iron Man begins and ends his move. Mole Man ignores the effects of debris

- . tokens on movement.
%Extremls: Iron Man can use Outwit and Perplex. When Iron

Man is not using Outwit, he can use Supersésn #Q:Qa Dum Dum Dugan

#022 Goliath »-{ Dum Du[n Dugan possesses the S.H.I.LE.L.D. team symbol. (He
 E— doesndt possess the Skrulls tea
ﬁThrow: Goliath can choose to knock back the target of any )

successful close combat attack he makes a number of squares { Monster SquadModify the attack value of Dum Dum Dugan
equal to twice the damage dealt to the target. and all adjacent friendly characters by +1 when they are attacking

#023 Hawkeye characters tat can use the Great Sizadility.

3¥Focused Training:Hawkeye can use Perplex, but she can #032b Dum Dum Dugan
modfy only her own combat values. 7{ Dum Dum Dugan possesses the Skrulls team symbol. (He

. 0 h .H. I . E. L.D
@24Sp|de{SIaver doesndt possess the S
yTracking SystemsSpiderSlayer can use Leap/Climb and 77 S.W.O.R.D.fall:Before the beginning of the first round,
Plasticity. Before the beginning of your first turn, choose an choose one area of elevated terrain or blocking terrain on the map.
opposing character. When Spid8layer is given a move action, Blocking terrain is considered clear terrain until the end of the
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game. Elevated terrain and any higher level of elevated terrain
completely cotained within the selected aréds one lower level
of elevation untilthe end of the game.

?Shifty: Dum Dum Dugan can use Plasticity and Running Shot.

#033 Dr. Strange

37 Eye of AgamattoDr. Strange ignores the effects of
characters and hindering terraifincluding team abilities that give
hindering terrain bonuses) when determining line of fire.

—
==XWinds of WatoombDr. Strange can use Phasing/Teleport
and Quake.

<%Wand of WatoombDr. Strange can use Perplex. When Dr.
Strange uses Perplex, you can roll& dn a result of 5 or 6, you
can modify the targetds

#_io34 Dr. Octopus

[_fTentacIes:Dr. Octopus can use Flurry, Leap/Climb, and Super
Strength.

#036 Malice

—
==XYou Cannot Stand Against Mednce during your turn,
Malice can use Force Blast as a free action.

#037 Triton

:_FAquatic Scout:Triton can use Charge. When Triton occupies
water terrain, any line of fire drawn to him that crosses any square
of that water terrain is treated as though it crosses blocking
terrain.

%Aquatic Ambush:When Triton occupies water terrain at the
end of your turn, deal 1 damage to each adjacent opposing
character that occupies water
Triton this turn.

#038 Speedball
¢ Bounce: Speedball can use Charge and Leap/®limnd

automatically breaks away.

4? Speedball EffectOnce per turn, if Speedball defeats an
opposing character or hits an opposing character with doubles,
after the attack resolves he can break away automatically,
immediately move up to his full speed egland make one close
combat attack against a different opposing character as a free
action.

#039 Cloak and Dagger

"Cloak: Cloak and Dagger can use Phasing/Teleport and
Stealth.

WDagger:Cloak and Dagger can use Energy Explosion.
Damage Cloak and Dagger aleusing Energy Explosion is
penetrating damage.
#040 Doom
—

".gAway, Gnat:When the result of the attack roll in a

successful attack by Doom is doubles, immediately after the attack

resolves you can put the target in any starting area other than the
one usedy Doom.

ﬁDoom Will Not Be ForgottenDoom can use Exploit
Weakness and Psychic Blast.

Gdhosen

3*PowerlessDoom can use Outwit. When Doom uses Outwit, he
can use it normally, or choose to counter all powers or all abilities
of a target character 6 or fewer squares away.

#041 SpideiGirl

VWeinnes:SpideFGirl can use Charge, Leap/Climb, and
Running Shot.

ﬁBio-magnetic Field:SpiderGirl can use Incapacitate.
Immediately after the resolution of a successful close combat
attack by SpideGirl, SpiderGirl can use Force Blast against the
same target as a free action,
back damage

OSpideFSense'SpideFGirl can use Combat Reflexes and Super

Senses.
combat value by up to +2 or

#042a Captain MatVell
W Captain MarVell possesses the S.H.I.LE.L.D. team symbol. (He

doesndt possess the Skrulls
ﬁWarden:Captain MarVell can use Super Strength and the
Capture ability.

#042b Captain MaiVell

7 Captain MarVell possesses the Skrulls team symbol. (He
doesndt possess the S.H.I.E.L.

#043 Psychevlan

%Mass Manipulation: PsycheMan can use Mind Control as if
he had$ § .

4? Control Box: PsycheMan dces not take damage based on the

Eorimr vallfe r?f hig tra}rget(% vghennhg gses M(iand Con’[rolt ive cked
sycheqvlan a pgwer hction and Lhddse othe of tHe fo':'ﬁowmga

options: 1) Fear. Psych®dan can use Quake as a free action. 2)

Doubt. Choose a target opposing characténtil the beginning of

your next turn, the target

the target candét be reduced to

opposing character 6 or fewer squares away to which Psiytdro

has a clear line of fire. Dedl damage to each other opposing

character adjacent to the target.

#045 Namor

":FAvenging Son:Namor can use Charge, Flurry, and the Flight
ability.

OAquatic Rejuvenationif Namor occupies water terrain, he can
use Regeneration.

%Undersea RulerNamor can us Leadership. He can use it
normally, or on a result ofi% you can add two actions to your
action total for the turn; both actions must be given to friendly
characters that possess the Atlantis keyword.

#047 Adam Warlock

%Him: Adam Warlock can use Leadbig, Perplex, and Support.
When Adam Warlock uses Perplex, he can use it normally, or he
can modify any combat value (except damage) of a target
character by +2 oii 2.

#048a Elektra

TEl ekt r a possesses the
the Skrullgeam symbol.)

Hydr a
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7 AssassinElektra can use Charge, Flurry, Leap/Climb, and #061 Super Skrull: llluminati

Stealth. 3¢ Infiltrator: SuperSkrull: llluminati is a wild card on your
turns; on o onent6s turns, he

#048b Elektra abilty. PP

WEl ektr a possesses the Skrulls Jeam symbol. (She doesndt

possess the Hydra team symbol.) ".%Avenging Fury: SuperSkrull: llluminati can use Charge,

= Flurry, and Plasticity. Once per turn before making a close combat

fHand of the Skrulls:Elektra can use Charge and Plasticity. attack roll for SuperSkrull: llluminati, you can declare that

4049 Rinanaster damage from the attack will be penetrating damage.

%Top Hat: When Ringmaster uses Mind Control or Incapacitate, 4] Elastic Entanglements and Black BoltSuperSkrull:

modify his attack value and range value by +2. Ringmaster can llluminati can use Quake. When Su@krull:. llluminati succeeds

use Mind Control as if he possessérsév;ér, but all targets of atan attac.k, roll a d6. Qa result of 4 or 5, if a target of the attack

successful attacks can be given only move actions. has no action tokens, give the target an action token after the
attack is resolved. On a result of 6, damage from the attack is

#0521 Nick Fury penetrating damage.
L.M.D.: Nick Fury can use Mastermind. When Nick Fury is

dealt damage, yomayreduce the damage by 2. If you do, after the Olron Defense:Damage dealt to Sup&krull: llluminati is
: ) . . . reduced to 1.

attack resolves immediately put Nick Fury in an unoccupied

square in a corner of the map (or as close to the corner as

possible) thadoes not share an edge with the starting area used

by Nick Fury.

<iféstrange MagicksSuperSkrull: llluminati can use Perplex. He
can use it normally, or he can modify any one of his own combat
values by +2 oii 2 until the beginning of your next turn.

%SpymasterNick Fury can use Leadership, Outwit, and Perplex. #099 Susan Richards

#052 Impossible Man Rnvisible: Any character that is 7 anore squares from
Susan Richards cand6t draw a |in

%Pest:The Impossible Man can use Outwit, Probability Control,

and Shape Change. OForce Fields: Susan Richards can use Barrier and

#053 Skrull Emperor Invulnerability.

<’ Scheme Skl Emperor can use Outwit. He can use it 3470 the Negative ZoneSusan Richards can use Outwit. Modify
normally, or choose a keyword and counter the same power or Susan Richardsoé damage value by
ability possessed by all opposing characters 10 or fewer squares combat attack. When making ranged combat attacks, Susan

away that possess the chosen keyword. Richards ignores terrain, wal | s
%Emperor: Skrull Emperor can use Enhamaent and #100 SpideftWoman

Leadership. When he uses Leadership, in addition to the normal
effects, on a result of@ add an additional action to your action
total. Skrull Emperor can use Perplex, but he can target only

characters with which he shares a keyword. 7Wall-Creeper:SpideFWoman can use Leap/Climb and Stealth.

[! i . .
ZO?SS Me h"? ) ] ] %Agent ProvocateurSpiderWoman can use Outwit. She can
Dark Bargain: Mephisto can use Incapacitate. When Mephisto use it normally, or she can counter all standard powers of a

77 Infiltrator: SpiderWoman is a wild card on your turns; on
opponentsd6 turns, she d@n use o

successfully hits a target with Incapacitate, the controller of the chosen type (speed, attack, defense, or damage) of all adjacent
target can choose either to give an action token to the target opposingcharacters.
normally, or to roll a d6; on a result ofi 4, deal the target )
unavoidable damage. #T;Ol Mr. Fantastic

. . . . . Pliable: Mr. F i L li Plasticity.
3*Prince of Lies:Mephisto can use Leadership and Outwit. When lable: Mr. Fantastic can use Leap/Climb and Plasticity
Mephisto successfully uses Leadership, only he can be given the Obuctile: Mr. Fantastic can use Super Senses and Barrier (as if
extra action. he had a range of 0). When a Barrier terrain marker placed by Mr.
#058 Power Man and Iron Fist Fantastic is destroyed, roll a d6; on a result of 1, deal 1 damage to

) Mr. Fantastic.
%%Wallbuster: Power Man and Iron Fist can use Super Strength.

When given a move action, during the move they can automatically  $%Inventive GeniusMr. Fantastic can use Perplelaut he can
destroy up to 2 squares of blocking terrain or the wall adjoining modi fy the target 6-8ifheistaleairtgy val u
two squares; they can continue their move, if any, after destroying  himself or another character with which he shares a keyword.

the blocking terrain or the wall. o
#102 Invisible Woman

#059 Sentry \‘-}glnvisible' An i

— = : Any character that is 7 or more squares from the
‘-.QUncertainty: (nonroptional) Roll a d6 at the beginning of l nvisible Woman firetanebt draw a | i

your turn. On a result of 3 or 4, Sentry can use Charge until the

end of the turn. On a result of 5 or 6, Sentry can use Charge and OForce Fields:Invisible Woman can use Barrier and

Hypersonic Speed until the end of the turn. Invulnerability.

1515



#103 Human Torch

=-.§3Fiery Streak:Human Torch can use Running Shot. When he
does not use the Carry ability while moving, Human Torch does
not have to end his movement if he enters a square adjacent to an
opposing character.

OFIame On!: Human Torch can use Energy Shield/Deflection
and Poi®n. When Human Torch is given a move action or power
action, immediately after resolving the action, he can use Smoke
Cloud as a free action, but can place hindering terrain only in
squares he moved through or occupied this turn.

#104 The Thing

%I t 6 s e€i o b blAeiThirg can use Quake. Give the
Thing a power action; he can move up to his speed value and then
as a free action either (1) use Quake or (2) make a close combat

attack.
OYancy StreeterThe Thing can use Toughness and Willpower.

%Yer EverLo v i n BAt tiedéginning of your turn, if the Thing
is adjacent to one or more friendly characters that have one or
more action tokens, roll a d6. On a result of 5 or 6, you can
remove an action token from one adjacent friendly character, or
two adjacenfriendly characters if they and the Thing all possess a
single common keyword.

#105 Dr. Doom

“=None Shall Interfere with the Plans of DoonDr. Doom
can use Running Shot. Dr. Doom breaks away automatically.

ﬁKneel Before Doom!Dr. Doom can use Energy Hrgion,

but if he hits, he instead deals damage equal to his damage value
to each hit target of the attack. Characters adjacent to the target
are dealt damage normally.

OArmored Mastermind:Dr. Doom can use Invulnerability and
Mastermind.

%Lord of Latveria Dr. Doom can use Outwit and Perplex. When
Dr. Doom uses Outwit, he can use it normally, or you can roll a d6
instead; on a result of-8, counter a power possessed by a single
target opposing character anywhere on the battlefield.

#107 Doombot 5953

%Self—Destruct MechanismDoombot 5953 can use Pulse Wave.
Immediately after a use of Pulse Wave by Doombot 5953 resolves,
deal Doombot 5953 1 unavoidable damage.

#111 Reed Richards

77 When Reed Richards or a friendly character with the Fantastic
Four keyword 6 pfewer squares from Reed Richards to which he
can draw a clear line of fire makes an attack, treat a result of
double 2s or double 3s as double 4s.

3fultimate Nullifier: Reed Richards can use Outwit. He can use
it normally, or he can counter all standardwers and named
powers of a target character and roll a d6; on a result of 1,
immediately deal Reed Richards 1 unavoidable damage.

#_112 Sue Storm

3 Sue Storm and friendly characters with the Fantastic Four
keyword 6 or fewer squares from Sue Storm to wétiehcan draw
a clear Iine of fire can use
evade attacks only on a result of 6.

Su %Q?ﬂ&@&fs es if
Mercy or Murder: The Coin Decides: Once per turn, before

ﬁGet Away from Him!: Sue Storm can use Quake. She can use
it normally, or she can use it as if she occupied a square occupied
by a frierdly character 6 or fewer squares away to which Sue
Storm can draw a clear line of fire, ignoring the effects of
opposing characters on line of fire.

#113 Johnny Storm

77 Move actions given to Johnny Storm and friendly characters
with the Fantastic Four keywd that are adjacent to Johnny Storm

dondét count toward your availab
characters dondt take pushing d
actions.

ﬁPour It On!: Johnny Storm can use Energy Explosion; when
he does, characters succksly hit are dealt damage equal to the
number of times it was hit by this attack times two.
#114 Benjamin J. Grimm

¢ If damage dealt to Benjamin J. Grimm or a friendly character
with the Fantastic Four keyword adjacent to Benjamin J. Grimm is
not otherwise reduced, reduce the damage dealt by 1.
#115 Victor Von Doom
—

=Mind Swap:Victor Von Doom can use Running Shot and
Mind Control (as if he had).

OUnquestionedf\/ictor Von Doom can use Mastermind. He can
choose to deal the damage to a friendly character that has a higher
point value if that character shares a team ability or keyword with
Victor Von Doom; damage transfeed usi ng Unquest.i
later be dealt to Victor Von Doom.

Arkham AsylumA

#002 Manhunter

ﬁPower Battery:Manhunter can use Steal Energy, but is also
healed when its ranged combat attack causes an opposing
character to take damage.

%No Man Escapes the Ehhunters!: Manhunter can use
Il ncapacitate and Out wit.
counter defense powers.

#003 Multiplex
Safety in NumbersDamage dealt to Multiplex is reduced by 1

if he is adjacent to a friendly Multiplex.

#004 The Question

%Ask the QuestionOnce during your turn, the Question can use
Outwit or Perplex. When the Question uses Perplex, she can
modify the combat values of only opposing characters.

#005 Floronic Man

ﬁWild Plant Growth: Floronic Man can use Smoke Cloud as if

he ha a range of 4; when he uses Smoke Cloud, he can place up to
8 hindering terrain markers if all markers are placed 2 or fewer
squares from him.

When M

%In Touch with the Green:Damage dealt by Floronic Man is
increased by 1 if the target of the attack occupieis adjacent to
hindering terrain.

they cand6t alread

you give an action to TwbBace during your turn, roll a d6. On a
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result of 13, TwoFace can use Incapacitate until the end of the
turn; on a 4 6, hecan use Psychic Blast until the end of the turn.
(Two-Face is not required to be given an action after you make
this roll.)

#010 Gorilla Grodd

%Your Will Is Mine: Gorilla Grodd can use Leap/Climb and
Mind Control (as if he had a range of 8).

#011 The Ridter

2 Riddle Me This:The Riddler can use Incapacitate once per
turn. He can use it normally or as a free action targeting a single
opposing character if he has been given and will take no other free
actions that turn. When he uses Incapacitate as a fréenaand
successfully hits a target, choose a number from 1 to 6 and roll
2d6. If the chosen number comes up on either die, Incapacitate
resolves normally; if the chosen number comes up on both dice,
give the target enough action tokens so that it hasantion

tokens.

%T hey 6l | Nev e The RBiddter cdnhuse Outvitraed:
Perplex. When the Riddler uses Perplex, he can only modify a
combat value (other than damage) of an opposing characte? by
#012 Amanda Waller

3¥The Wall: Amanda Waller can use Leadership and Outwit.

#013 Human Bomb

ﬁTrying to Keep It Under Control...Human Bomb can use
Energy Explosion and Quake.

3¥No... NO!: When the Human Bomb uses Pulse Wave and
targets two or more characters, you can choose not t@cephis
damage value (using his unmodified damage value for the attack);
if you do, after the attack is resolved deal Human Bomb
unavoidable damage equal to his unmodified damage value.

#015 Plasmus
ﬁBurning Touch: Plasmus can use Poison and Quake.

#0l16Batman

%In Contact with Bruce WayneBatman can use Outwit, but he
can counter only standard and named powers. Batman can use
Perplex, but he can target only himself.

#019 Lashina

OFemaIe Fury: Lashina can use Combat Reflexes and
Willpower.

siOZO Anarky

%Boom Tube:Anarky can use Phasing/Teleport and the Carry
ability.

ﬁTools of ChangeAnarky can use Quake and Smoke Cloud.
After Anarky uses Smoke Cloud, he can be given a move action as
a free action.

%The Essence of Anarchy Is Surpris&narky can use Outwi
Anarky can use Probability Control if before using the power you
remove an action token from an opposing character not currently
taking an action.

#022 Hitman

O Guns Blazing:Give Hitman a power action. He makes two
separate ranged combat attacks as fegons (making two
separate attack rolls against two different target opposing

characters). Resolve the first attack before making the second; if
he | oses Guns Bl azing before
make the second attack.

#023 Wonder Woman

Tie Up: Wonder Woman can use Super Strength and
Incapacitate (as if she had a range of 6). When she uses
Incapacitate and successfully hits a target opposing character, you
can give an action token to a second opposing character that has
zero or one actiotoken that is adjacent to the target, if the attack
roll would also hit the second character.

ma

aBuIIets and BraceletsWonder Woman can use Invulnerability.
When Wonder Woman is the target of a ranged combat attack, she
can use Super Senses.

%AmbassadorWonder Woman can use Leadership and Perplex
(though she can target only other characters).

#024 Count Vertigo

ﬁ The Vertigo Effect:Count Vertigo can use Incapacitate. When
he successfully hits a target opposing character with Incapacitate,
also give an actin token to up to two opposing characters that
have zero action tokens and are adjacent to the target.

i025 Johnny Sorrow

C%Subspace TransferJohnny Sorrow can use Phasing/Teleport
and the Carry ability.

ﬁVisage of SorrowJohnny Sorrow can use Pulse Wéae if he
had a range of 10); his damage value becomes 2 for the attack.

#026 Nightshade
From the Land of NightshadesNightshade can use Smoke

Cloud. If an opposing character ends its turn occupying a square
containing a hindering terrain marker placég Nightshade, that
character is dealt 2 damage.

#027 Firefly
Flamethrower: Firefly can use Energy Explosion. He can use

it normally, or use it as if he possessed only ‘%m]d after the

attack resolves use Smoke Cloud as a free action, but he must put
the first hindering terrain marker in the same square that the
target occupied at the time of the attack.

#028 Arkillo
—
‘-.%Hungry for Battle: Arkillo can use Charge and Flurry.

OOutta My Face:Arkillo can use Toughness. Once per turn,
Arkillo can use Barrielas if he had a range of 4) as a free action,
but he can place only up to two blocking terrain markers.

#029 Per Degaton

ﬁl Will Watch You Die: Per Degaton can use Psychic Blast.
Once during your turn, Per Degaton can use Incapacitate as a free
action if re has no action tokens.

%Time Stealer:Per Degaton can use Outwit and Probability
Control.

#030 Amon Sur

OSeIf PreservationAmon Sur can use Toughness. When Amon
Sur takes damage from an attack, if he possesses Self Preservation
after the attack resolves you can immediately move him up to half
his speed value (he breaks away automatically).
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@31 Captain Gordon

fSummon the BatGive Captain Gordon a power action and
choose a target friendly character that is 6 or fewer squares from

him and possesses the Batman Ally team ability or the Gotham

City keyword (he does not need line of fire to the target). Put the
target in an unoccupd square adjacent to Captain Gordon. The
target candét be given an action

%Cleaning Up GothamCaptain Gordon can use Enhancement.
Give Captain Gordon a power action; he can use Outwit but he
can counter only standard and named pawver

#034 Robin

?Batline: Robin can use Charge and Leap/Climb. When Robin
uses Charge, he ignores the effects of elevated terrain on
movement.

ﬁTear Gas GrenadeRobin can use Smoke Cloud. When Robin
uses Smoke Cloud, after he places all hindering terrairkens he
can immediately use Incapacitate as a free action but can attack
only a single opposing character occupying a square containing a
hindering terrain marker he placed that turn; ignore the effects of
hindering terrain on the attack.

#036 Zoom

I'LL MAAAAKEYOUBETTTTTERRR:Zoom can use
Hypersonic Speed. He can use it normally, or instead of making a
close combat attack he can use Flurry; Zoom can continue to use
the rest of his movement (if
move between making attes using Flurry.

#037 Element Lad

%Transmute:At the beginning of your turn as a free action,
Element Lad can choose one of the following options: (1) Destroy
up to two adjacent objects or squares of blocking terrain; or (2)
one at a time, remove up txgiindering terrain markers, blocking
terrain markers, and debris markers (in any combination) 4 or
fewer squares from Element Lad to which he has a clear line of
fire at the time they are removed; if a debris marker is removed
that indicates a wall or ai@of terrain that was destroyed, it is no
longer destroyed.

#038 The Penguin

ﬁTrick Umbrellas: The Penguin can use Blades/Claws/Fangs
and Smoke Cloud.

an

%Information Broker: The Penguin can use Leadership and
Outwit.

#039 Cosmic King

OEIementaI Backlash:Cosmic King can use Barrier. When
Cosmic King is the target of a successful close combat attack, the
attacker is dealt 1 damage after the attack resolves.

#040 Doctor Destiny

?Dream Manipulation: Doctor Destiny can use Mind Control

as if he had47 47 47 Wherhe does, he takes no damage due to the
point value of a successfully hit target if it had at least one action
token when it was hit.

#042 Ventriloquist

4‘% Scarface:Ventriloquist can use Incapacitate, but his damage
value becomes 1 and is locked until theacis resolved instead
of dealing no damage.

#043 Calculator

ﬁln Contact with Calculator:Calculator can use Perplex. He

can use it normally, or he can modify the same combat value
(except damage) of all friendly characters 6 or fewer squares away
by +1 or i 1 until the beginning of your next turn.

%phsgsisi\ye(:aimdagor camugexOutwit. \yhemhe does, roll 2d6
and subtract the greatest number of characters on the opposing
force that possess a common keyword; if the result is 4 or less, at
the end of your tun deal Calculator 1 damage.

#044 Yellow Lantern

\‘-EMe Go for Ride! Wheel:Yellow Lantern can use Plasticity
and Running Shot.

#045 Circe

\‘-EMen Are Pigs:Circe can use Mind Control, but the damage
value of a successfully hit target becomes 2 (if it is gretatar 2)
until the end of the action; Circe takes a maximum of 1 damage
due to the targetsd combined

po

SPower Beyond Your Wildest Imagining€irce can use

Perplex. She can use it normally, or she can target herself and a
friendly character 6 or fewer squares away to which she has a
clear line of fire and modify the same combat value of the other
character and herself by +1.

#047 UltraHumanite
{f Meatdl Might: The Wltrahgmarfte can useyMind Goatrol, h e ¢
Outwit, and Psychic Blast.

#048 Bizarro #1

Me Miss You:Any attack roll of doubles made by Bizarro
(other than double 6s or double 1s) is considered to be double 5s.
Attacks made by Bizarro dondt d
#049 Black Manta
%Pirate: Black Manta can use Perplex, but he can target only
himself or characters that possess 1 or @ speed symbol.

#050 Metron

The Price of KnowledgeMetron can use Quake, Psychic
Blast, and Pulse Wave. Immediately after the resmiuif an
action in which Metron uses any of these powers, roll a d6; on a
result of 1 or 2, deal Metron 1 unavoidable damage.

3#Mobius Chair: Metron can use Outwit and Probability Control.
Once per turn, Metron can use one of the following powers:
Leaderslp, Perplex, or Support.

#051 Mad Hatter

%Hypnotic Hats: The Mad Hatter can use Mind Control. If he
does and successfully attacks only one opposing character, he
takes no damage due to the point value of the character. After the
Mad Hatter resolves a sucssful use of Mind Control on a target
character, until the end of the turn he and all friendly characters
who can use the Batman Enemy team ability can consider that
target character (for purposes of the team ability only) an adjacent
friendly Batman Enemigam member.

#052 Batqirl

VTrained by the BatBatgirl can use Flurry and Leap/Climb.

#053 The Top

; Whirling Gusts and Mental CentrifugeThe Top can use
Flurry, Force Blast, and Mind Control. When the Top uses Force
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Blast, roll 2d6 and divide the knockdtk result among all adjacent
opposing characters (maximum 6 to any character).
#054 Despero

[_fPsionics:Despero can use Mind Control and Telekinesis.

ﬁDangerous GamebDespero can use Psychic Blast. Give
Despero a power action and choose a target oppodiagacter 6

or fewer squares from Despero to which he can draw a clear line
of fire. Put the target in a square of clear unoccupied terrain 8 or
fewer squares from Despero to which he has a clear line of fire.

%Tyrant: Despero can use Leadership and Outwit.

#055 Sabbac

—

=<Demonbd s Salfbacgc@n:use Charge. When he does, he
can also use Flurry, but he must target different characters with
each attack.

ﬁBurning Strength: Sabbac can use Energy Explosion and
Super Strength.

#056 The Flash

?Cosmic Treadmill:TheFlash can use Hypersonic Speed and
Phasing/Teleport. When the Flash uses Phasing/Teleport, he can
use the Carry ability.

ﬁSupersonic PunchThe Flash can use Quake as part of a close
combat attack (instead of a close combat action), but targets of the
attack are not knocked back.

OFastest Man Alive:The Flash can use Energy Shield/Deflection
and Super Senses.

#057 Saturn Queen

Mind SqueezeSaturn Queen can use Incapacitate.
Immediately after the resolution of a use of Incapacitate by Saturn
Queen that gies a second action token to a target opposing
character, Saturn Queen can use Mind Control targeting that
character as a free action.

#058 Chang Tzu

%Malicious Experiment:Chang Tzu can use Outwit and Perplex.
When Chang Tzu uses Perplex, he can use it normally, or he can
modify a combat value by.

#060 Superman Prime
“Superman Prime candét use the

t-.gl 6 m a Sdamerman Prime can use Charge and Flurry.
When he uses Flurry, he deals penetrating damage.

ﬁGet out of My Way!:Superman Prime can use Quake and
Super Strength.

alnvincible: Damage dealt to Superman Prime is reduced to 1.

%Die, Already!: Superman Primean use Close Combat Expert
and Ranged Combat Expert.

#061 Clown Prince of Crime

W The Jok eBefore tha\Glowa Prince of Crime is
placed in your starting area, roll a dé and turn his dial to the
starting line indicated by the result: 1 08 Zrazy (led starting
line), 3 or & Lunatic (blue starting line), or 5 or&Maniacal
(yellow starting line).

“Heods Esca phe Clowh frince mfl Crime begins the

game with four Arkham Asylum tokens. When the Clown Prince of
Crimebs di al Misymlmls appearehé is eermovdd h a t
from the map and an Arkham Asylum token is given to the player
who caused the dial to be turne

player caused symbols to appear via pushing damage, the last
player to damage him gets the Arkhanyldm token. If you still
have at least one Arkham Asylum token at the beginning of your
next turn, put the Clown Prince of Crime in your starting area
(rolling to determine which starting line will be used). When the
last Arkham Asylum token is given awamove the Clown Prince
of Crime from the game.

¢ Collect Your RewardAt the end of the game, players receive
75 victory points for each Arkham Asylum token they were given.
(Victory points are not awarded based on the Clown Prince of
Crimebs point value.

%Last Laugh: The Clown Prince of Crime can use Charge.

Once per turn when the Clown Prince of Crime moves via a power
action or move action, he can make a close combat attack against
a target opposing character. After the attack resolves, he can
contine his move, if any (he breaks away automatically), but he
candédt attack that target again

ﬁ\]okerfish: Once per turn as a free action, the Clown Prince of
Crime can put a Jokerfish token (a SPECIAL token) in an
unoccupied adjacent square if theree fewer than four Jokerfish
tokens on the map. At the beginning of your turn, if an opposing
character is in the same square as, or adjacent to, a Jokerfish
token, you can deal 1 damage to each opposing character in the
same square as, or adjacent toat Jokerfish token and then

remove that token from the game. Remove all Jokerfish tokens

from the map if the Clown Prince of Crime is removed from the
map via the Heb6s Escaped Again!

%Killing Joke: The Clown Prince of Crime can use Outwit and
Incapacitate. He can use Incapacitate normally (but only as part of
a close combat action), or he can target all adjacent opposing
characters; if he does, modify the defense value of the targets by
+1 for each opposing character (beyond the first) adjacehirta

#099 Batman

; From Among the GargoylesBatman can use Charge and
Leap/Climb. When Batman uses Stealth, he considers the rim of
elevated terrain to be hindering terrain when he occupies the rim
Gquare and aditeioflfie ts fpeing drawn to him.

ﬁDark Knight: Batman can use Flurry and Smoke Cloud. If
Batman has no action tokens when he uses Smoke Cloud, he can
use it as a free action once this turn.

#100 Batman

—

==:Cloud of Yellow BatsBatman can use Running Shot and
Stealth. Once per turn, Batman can useBerCloud as a free
action.

ﬁYelIow ConstructsBatman can use Barrier, Incapacitate, and
Super Strength.
#101 Crispus Allen

—
".’%Vengeance Come<£rispus Allen can use Phasing/Teleport
and Plasticity.
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%Your Powers Will Not Save YolCrispus Allen can use Ouitw
He can use it normally, or he can counter all standard and named
powers of up to two adjacent opposing characters.

#102 Harvey Dent
%Second ChanceHarvey Dent can use Outwit and Willpower.

#_103 Henchman

WYoudl |l Hafta Wear H&ohmars Hwild | y
card.
%D 0 What ever Y ohedchman daodsaPerplex, Do :

but he can modify only his own combat values.

#104 Grodd

Giant Yellow PawsGrodd can use Barrier, Force Blast, and
Plasticity. Immediately after Grodd resolves a use of Force Blast
against a target opposing character, Grodd can use Barrier as a
free action, but he must place blocking terrain markers such that
the line of fire fom Grodd to the target character is blocked.

ﬁWe aponer Gredd ¢an usgBarrier, Ranged Combat
Expert, Super Strength, and Telekinesis.

#105 Edward Nigma

OA Man Reborn?:Edward Nigma can use Enhancement and
Mastermind. When an action token would beegito a character
adjacent to Edward Nigma, you can instead give it to Edward
Nigma and roll a d6; on a result of 1, deal 1 unavoidable damage
to the adjacent character.

Hammer of ThoA

#002 Kingpin

OCriminaI Mastermind Kingpin can use Super Sense and
Mastermind. When he uses Mastermind, he can choose to deal
damage to an adjacent friendly character with a point value of up
to 125 points. This damage cannot later be dealt to Kingpin.

%Hell's Kitchen is Mine Kingpin can use Leadership and
Outwit.

#003 Hard Ninja

%From the ShadowsOnce during your turn, if Hand Ninja
occupies hindering terrain and has no action tokens, he can make
a close combat attack as a free action.

#004 Rock Troll

% Minion: We Follow the StrongestWhen a friendly character
named Ulik is within 8 squares, Rock Troll can use Charge and
modifies its attack value by +1.

#006 Pip the Troll
& Space GemPip the Troll can use Phasing/Teleport. He can

use it normally, or if he is not using the Carry abilijpu can

instead place him in any square that he has a clear line of fire to
that is adjacent to both a friendly character and an opposing
character. If you do, he can make a close combat attack as a free
action.

#007 Marvel Boy

—
~=Telepathic ProjectionMarvel Boy can use Mind Control.
After a successful attack by Marvel Boy using Mind Control, he

can use Incapacitate as a free action targeting the same character.

#008 Phalanx Soldier

%Phalanx Hive Mind When Phalanx Soldier attacks, you can
modify its attak value by +1 for each other friendly character
named Phalanx Soldier adjacent to it.

#009 Malekith

“=%Fruit of the Faerie: Malekith can use Mind Control. When
he does, he ignores hindering and elevated terrain and other

CchasattétdNd kné of fire purposes

OLord of the Dark Elves Malekith can use Psychic Blast and

Pulse Wave. When Malekith uses Pulse Wave, he can choose to use
his unmodified damage value and be dealt one unavoidable

damage after the action resolves.

iOll Enchantress

VEnchanting: Enchantres can use Mind Control. If she does,
she takes 1 damage for each 200 points of the successfully hit
targets' combined point value, instead of 100 points.

ODevotion Enchantress can use Mastermind and Toughness.

#012 Valkyrie

3# Minion: Today Is Not That Dg: When a friendly character
with both the Asgardian and Deity keywords is within 8 squares,
Valkyrie can use Support, and can use the Carry ability, but only
to carry friendly characters that have the Asgardian keyword.

#014 Asgardian Warrior

3% Minion: For Asgard!: When a friendly character with both the
Asgardian and Deity keywords is within 8 squares, Asgardian
Warrior can use Charge and modifies its attack value by +1.
#015 Fire Demon

3% Minion: March to Ragnarok! When a friendly character

named Surtur or Ragnarok Surtur is within 8 squares, Fire Demon
can use Charge and modifies its attack value by +1.

#016 Thor

77 Thor can use Super Strength.

#017 Balder

ﬁWarrior of Light: Balder can use Pulse Wave as if he had a
range value of 6.

#018 Fandral

¢ Warriors Three: Fandral modifies his attack value by +1 for
each friendly character on the map that has the Warriors Three
keyword.

?Fandral the Dashing Fandral can use Flurry and
Leap/Climb.

#019 Chase Stein

Leapfrog Chase Stein can use Leap/Climb. Chase Stein can
use the Carry ability to carry up to eight friendly characters that
must have the Kid, Runaways, or Teen keyword. Chase Stein can
carry friendly characters with the Runaways keyword regardless of
their attack an speed symbols. Chase Stein's speed value is not
modified by the Carry ability.

ﬁFlame: Chase Stein can use Energy Explosion as if he had a
range of 4.

#021 Ulik
ﬁUru Knuckle Bands Ulik can use Quake and Super Strength.
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OStrongest of All Rock TrollsDamage dealt to Ulik is reduced
to 1. This power cannot be countered or ignored.

#024 Namora
77 Namora also has th X~ speed symbol.

=-§3Team Player When using the Carry ability, Namora can
carry two friendly characters if they both share a keyword with
her.

%Electroytes to the Rescudt the beginning of your turn, if
Namora occupies water terrain, roll a d6 as a free action. Heal her
of damage equal to half the result.

#025 Starlord

‘©Galactic Marksman:Give StarLord a ranged combat action.

If he targets a singl opposing character, modify his attack value
by +2. If he targets more than one opposing character, modify his
damage value by +2.

#026 Pluto
VSouI Syphon When a friendly character with 30 or higher
point value is KOO&6dd, Plthey o0 may

occupied after any current actions are resolved. If Pluto does, he
can immediately use Regeneration as a free action.

#027 Moondragon

ﬁDragon of the Moon Moondragon has thﬁ damage symbol.
Moondragon can use Blades/Claws/Fangs and Psychic Blast.

#030 Owl

34360 Degree VisionOwl can use Perplex, but can only modify
defense values.

#031 Ronan the Accuser

3*Ruler of the Empire All adjacent friendly characters with the
Kree keyword modify their attack value by +1.

#032 Daredevil

:; Protector of Hell'sKitchen: Daredevil can use Leap/Climb
and Stealth. Daredevil ignores other characters' Stealth.

#033 Sif

77 odin's Enchantment Sif can use Phasing/Teleport. If she
does, she can use the Carry ability. Sif's speed value is not
modified by the Carry ability.

#034 Hogun
2 Warriors Three:Hogun modifies his attack value by +1 for
each friendly character on the map that has the Warriors Three

keyword.

?Hogun the Grimt Whenever Hogun is given a nénee action,
for that action, modify his damage value by +1 fockeaction
token on him at the beginning of that action.

#036 Heimdall

ijalIerhorn: Give Heimdall a power action and choose a
target friendly character that has the Asgardian keyword and to
which Heimdall has a clear line of fire. Put the target in an
unoccupied square adjacent to Heimdall. Any target so placed
can't be given an action until your next turn.

%Sight to the Nine WorldsCharacters using Charge, Running
Shot, or Hypersonic Speed deal no damage to Heimdall. Heimdall
ignores other characters' Sha Change and Stealth.

#037 Songbird

_— . . . . .
‘-EEScreamlng Mimi Songbird can use Running Shot and
Force Blast.

%Punch Through!: Songbird can use Barrier. Each time
Songbird places a blocking terrain marker and before she places
her next, remove all blocking terramarkers placed by other
characters adjacent to the marker she placed.

#038 Venom
77 Venom can use Leap/Climb.

#039 Destroyer

%Life-Force PossessiarOnce during your turn, another friendly
character adjacent to Destroyer can be given a power action. If
you @, deal that character 1 unavoidable damage, and heal
Destroyer of 1 damage and remove 1 action token from Destroyer.

#040 Captain America

Deflection Trajectory Captain America's line of fire is
blocked only by walls and indoor blocking terrain.

803 Belmaceed i n the square
7612 Souls Penance can use Force Blast. If he does, he can
target all adjacent opposing characters and make a separate roll

for each or choose a single target character up to 6 squares away
to which he can draw a clear line of fire.

3*Pain is My Power When Penance takes damage from an attack
made by an adjacent opposing character, the attacker takes 2
damage. This is not an attack.

#045 Karolina Dean

OGet Behind Me! Karolina Dean and friendly characters
adjacent to her can use Energy Shield/Deflectfadhey can't
already.

#046 Fenris Wolf

ﬁDevourer of All That RemainsFenris Wolf deals penetrating
damage to characters with the Asgardian keyword.

#047 Nico Minoru

%Staﬁ of One Once during each of your turns, you may give
Nico Minoru a free actiomnd choose a standard power that you
didn't choose during your last turn. Nico can use that power until
the beginning of your next turn.

#049 Ultron

—

~=Transfer EssenceUltron can use Mind Control. Ultron
takes no damage from Mind Control if his target ties Armor or
Robot keyword.

#050 Hela

—

~=:SHand of Glory. Any doubles rolled for any attack roll made
by Hela are a critical hit, even double 1s, which are not a critical
miss.

ﬁFrom the Depths of HelHela can use Psychic Blast and
Energy Explosion.

%Touch ofLife: Whenever another friendly characteould be

KO'd you may roll 2d6. This roll can't be rerolled or modified. On
aresult of 11 or 12, the character is not defeated; instead roll a d6
and heal that character of damage equal to the result.
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#(_)51 QOdin
7 Odin can use Super Strength.

#052 Venus

4‘?AII You Need Is LoveVenus can use Incapacitate. She can
use it normally, or instead be given a close combat action to use
Incapacitate against all adjacent opposing characters.

#053 Seth
%Snakeform (nonroptional) Seth has th(ﬁ damage symbol.
Seth uses Battle Fury and Shape Change.

#054 Loki

OPrince of Lies Loki can use Mastermind. When he does, he can
treat any friendly character 4 or fewer squares away to which he
has a clear line of fire as if it were adjacent.

%God of Mischief Loki can use Outwit and Perplex.

#056 Surtur

ﬁExpendabIe Resource©nce athe beginning of your turn, you
may KO any number of friendly characters that have both the
Asgardian and Monster keywords. For each character KO'd this
way, Surtur can use Exploit Weakness and modifies his damage
value by +1 until end of turn.

#057 Thor ar Loki
77 Thor and Loki can use Invulnerability.

\‘—;}gHammer and GlamerThor and Loki can use Running Shot
and Shape Change.

WBrawn and Brains Thor and Loki can use Super Strength
and Perplex.

&Might and Mischief: (non-optional) Thor and Loki uses Battle
Fury and can use Exploit Weakness.

%Destruction and DeceitThor and Loki can use Quake and
Outwit.

#058 Gertrude Yorkes and Old Lace

wArsenic Once per action when an opposing character moves
into a square adjacent to Gertrude Yorkes and Old Lace, that
characer is immediately dealt 1 damage before it can make any
attack.

%LendaDino:Af ter an adjacent fri
combat attack against a single opposing target, if Gertrude Yorkes
and Old Lace are also adjacent to that target they can make a
close combat attack against that target as a free action.

#059 Volstagg

37 Warriors Three:Volstagg gets +1 to his attack value for each
other friendly character on the map that has the Warriors Three
keyword.

?Volstagg the EnormousVolstagg can't be knockecdk.
Opposing characters adjacent to Volstagg-deto their break
away roll results.

#060 Kurse

fRelentIessKurse can use Leap/Climb. After he resolves a
move action, if Kurse is within 2 squares of an opposing character
to which he has a clear line fife, you can move him adjacent to
that character.

end

#061 Thoro6s Mighty Chariot
“WThorés Mighty Chariot must
its playerés starting area. It

It can be adjacent to a maximum of 12 squaaes, can attack and
be attacked through any of
a ranged combat attack against any opposing characters that it

has a clear I ine of fire to. Th
two friendly characters when using the Gaability.
YAt the beginning of your turn,

Chariot may destroy any walls or blocking terrain adjacent to it.

"’@Butting Heads Thordés Mighty
Blast. When it does, the target is dealt knock back damagétequa
the number of squares it is knocked back in addition to any other
knock back damage.

WHooves andHornsThor 6s Mighty
Blades/Claws/Fangs. When it does, it can choose whether to
replace its damage value with the result of that roll.

aBattIeForged:Thorﬁs Mighty Chariot ca
Impervious.

%Drag:Thorés Mi ghty Chariot autom
Thoroés Mighty Chariot is given
adjacent opposing character and roll a d6. On a result of 5 or 6,
after moving Thoro6s Mighty Char

adjacent to it and deal that character 2 damage.

#099 Thorbuster

OAsgardian Crystal Thorbuster can use Toughness. Other
characters using Quake, Energy Explosion, or Running Shot deal
no damageo Thorbuster.

310 Fight A God:Thorbuster can use Exploit Weakness. When
Thorbuster attacks a character that has the Asgardian and/or
Deity keywords, modify his damage value by +2.

#Eloo Thor, Frog of Thunder

%Among the WeedsThor, Frog of Thunder can esStealth.
Lines of fire drawn to Thor, Frog of Thunder are blocked if he
occupies water terrain.

ﬁLeader of the Frog and Alligator ArmyAt the beginning of

your turn, each opposing character within 6 squares of Thor, Frog
of Thunder that is also adjacetat or occupying water terrain is
dealt ldadneagea ct er 6s cl ose

%Body of a Frog Thor, Frog of Thunder can use Shape Change
and Exploit Weakness.

#_ilOl Samantha Parrington

% Minion: Manipulated by the Gods/Nhen a friendly character
that has the Deity keyword is withirs§uares of Samantha
Parrington, actions given to Samantha Parrington do not count
toward your available actions for the turn.

%Turn on Your Allies Friendly characters modify their damage
values by +1 when they attack opposing characters that possess
thesame team ability they do.

#103 Gharskygt
The Eternal Glory of AsgardGharskygt can use Perplex

twice on your turn, but can target only other friendly characters
that have the Asgardian keyword, and modify their attack values.
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#104 Son of Surtur

%Fan the Flames Once at the beginning of your turn, roll a d6
for each opposing character adjacent to one or more friendly
characters named Fire Demon. On a roll of 5 or 6, deal 1 damage
to that opposing character.

#105 Thor, The Reigning

ﬁOdinsleep At thebeginning of your turn, put a Sleep token on
this card. When there are three Sleep tokens on this card, as a free
action you must remove all of them and heal Thor, the Reigning of
5 damage. No action or game effect can cause Thor, the Reigning
tomovefront he square he currently
be countered or ignored.

%Mjolnir Returned: Thor, the Reigning can use the Flight ability
and Ranged Combat Expert.
#201 Ragnarok Surtur

ﬁlnferno: Ragnarok Surtur can use Poison. Damage dealt this
way ispenetrating damage.

ﬁEternaI Flame Ignited Give Ragnarok Surtur a power action
when he occupies an opponentds
Ragnarok Surtur can draw a line of fire to is dealt 1 unavoidable
damage. If this places a second action toferiRagnarok Surtur,

deal him 1 unavoidable damage.

Marvel HeroClix Classics A

#1-1 SpiderMan

ﬁWebPunch: SpiderMan can use Flurry. If he makes two
successful attacks against the same target using Flurry, instead of
dealing damage with the second attack he can instead give an
action token to the target if it has zero or one action token.

#il-z Dr. Octopus

yTentacles:Dr. Octopus can use Flurry, Leap/Climb, and Super
Strength.

#1-4 lron Man

%Extremis: Iron Man can use Outwit and Perplex. When Iron
Man is not using Outwit, he can use Super Senses.

#1-5 Iron Fist

(__%Good Fortune Thunder Kickiron Fist can use Ledg@limb
and Flurry.

OC h ampi o n-LunflrorkF&tican use Super Senses and
Willpower.

#1-6 Punisher

Chaingun: Once per turn when the Punisher succeeds at a
ranged combat attack against an opposing target character, after
the attack resolves he can imrizdly make ranged combat
attacks against any other opposing characters adjacent to the
target to which he can draw a clear line of fire. (Each attack is
rolled and deals damage separately). If the result of a successful
ranged combat attack roll made byetPunisher is doubles, the
damage dealt is penetrating damage.

#1-7 Mr. Fantastic
%Pliable: Mr. Fantastic can use Leap/Climb and Plasticity.

ODuctiIe: Mr. Fantastic can use Super Senses and Barrier (as if
he had a range of 0). When a Barrier terrain margkaced by Mr.

O Cifvirdrabfity. -

Fantastic is destroyed, roll a d6; on a result of 1, deal 1 damage to
Mr. Fantastic.

%Inventive Genius:Mr. Fantastic can use Perplex, but he can
modi fy the target 6-8ifheistarpatitg v al
himself or another charactevith which he shares a keyword.

#1-8 Invisible Woman

—
=Xnvisible: Any character that is 7 or more squares from the
I nvisible Woman candét draw a |

OForce Fields:Invisible Woman can use Barrier and
his power canot

#1-9 Dr. Doom

\‘-.%None Shal Interfere with the Plans of DoomDr. Doom
can use Running Shot. Dr. Doom breaks away automatically.

ﬁKneel Before Doom!'Dr. Doom can use Energy Explosion,

but if he hits, he instead deals damage equal to his damage value
to each hit target of the attecCharacters adjacent to the target

are dealt damage normally.

Oafnbréd MademfintiSr BoomA4h Xise thiufhddbilinfald? © @ ¢

Mastermind.

3#Lord of Latveria: Dr. Doom can use Outwit and Perplex. When
Dr. Doom uses Outwit, he can use it normally, or you carerdib
instead; on a result of-8, counter a power possessed by a single
target opposing character anywhere on the battlefield.

#1-10 Human Torch

\‘-:%Fiery Streak:Human Torch can use Running Shot. When he
does not use the Carry ability while moving, Humarcha@oes

not have to end his movement if he enters a square adjacent to an
opposing character.

OFIame On!: Human Torch can use Energy Shield/Deflection
and Poison. When Human Torch is given a move action or power
action, immediately after resolving the iact, he can use Smoke
Cloud as a free action, but can place hindering terrain only in
squares he moved through or occupied this turn.

#1-11 The Thing
%I t 6s CIl o b breeThimg&an Tse Quake: Give the
Thing a power action; he can move up to his dpedue and then
as a free action either (1) use Quake or (2) make a close combat

attack.
OYancy StreeterThe Thing can use Toughness and Willpower.

%Yer EverL o v i n At thP laeginning of your turn, if the Thing
is adjacent to one or more friendly characters that have one or
more action tokens, roll a d6. On a result of 5 or 6, you can
remove an action token from one adjacent friendly character, or
two adjacent friendlgharacters if they and the Thing all possess a
single common keyword.

#1-12 Mole Man

%Lord of the Tunnels:Mole Man can use Stealth and Phasing/
Teleport. When Mole Man uses Phasing/Teleport, he can use the
Carry ability and must put debris tokens inte #guares where he
begins and ends his move. Mole Man ignores the effects of debris
tokens on movement.
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The Brave and the Bold

#001 Bruce Wayne
% Alter Ego:Batman Give Bruce Wayne a power action and

replace this character with ‘4 +016 Batman on its orange
starting line. Existing action tokens from this character, as well as
action tokens and pushing damage for this action are applied to
the replacement Batman. If replaced, no victory points are
awarded for this character and theplacement Batman is
considered to be 48 points for all game effects.

#002 Clark Kent
% Alter Ego: Superman Give Clark Kent a power action and

replace this character with & w017 Superman on its orange
starting line. Existing action tokens from this cheter, as well as
action tokens and pushing damage for this action are applied to
the replacement Superman. If replaced, no victory points are
awarded for this character and the replacement Superman is
considered to be 48 points for all game effects.

#003Diana Prince
% Alter Ego:Wonder Woman Give Diana Prince a power

action and replace this character with®Z #018 Wonder

Woman on its orange starting line. Existing action tokens from this
character, as well as action tokens and pushing damage for this
action are applied to the replacement Wonder Woman. If replaced,
no victory points are awarded for this character and the
replacement Wonder Woman is considered to be 32 points for all
game effects.

#004 League Assassin

3# Minion: Training from the Elite Whena friendly character
with the League of Assassins keyword and a higher point value is
within 8 squares, League Assassin can use Exploit Weakness.

#005 Amazon

% Minion: Sisters United When a friendly character with the
Amazon keyword and a higher pointuis within 8 squares,
Amazon can use Willpower and modifies her attack value by +1.

#006 Checkmate Pawn (White)

%Battlefield Promotion When Checkmate Pawn (White) KOs or
critical hits a character, after the action is resolved you may

replace this chareter with % 1007 Checkmate Knight (White)
on its starting click. If replaced, existing action tokens from this
character are applied to the replacement. Checkmate Knight
(White) and victory points are not awarded for this character.

#008 Parademon Grunt

3# Minion: Hordes of ApokolipsWhen a friendly character with

the Apokolips keyword and a higher point value is within 8
squares, Parademon Grunt modifies its attack and speed values by
+1.

#009 The Atom and Hawkman

OBig Target or Little Target (nonroptiond) The Atom and

Hawkman possess Toughness. Before making an attack which
would affect The Atom and Hawkman, the attacking player chooses
Super Senses or Invulnerability. The Atom and Hawkman use the
chosen power instead of Toughness for that attack.

#010 Json Blood

:; Alter Ego: Etrigan: Give Jason Blood a power action and

replace this character with ‘& 039 Etrigan on its orange

starting line. Existing action tokens from this character, as well as
action tokens and pushing damage for this action are egpd

the replacement Etrigan. If replaced, no victory points are
awarded for this character and the replacement Etrigan is
considered to be 44 points for all game effects.

#011 Leaque Elite
%VitalStrike:If League Elitebds damage

resolving a successful attack, deal 1 penetrating damage to the
target after resolving the initial attack.

#013 Checkmate Pawn (Black)

%Battlefield Promotion When Checkmate Pawn (Black) KOs or
critical hits a character, after the action is resolved you may

replace this character witl®Z #014 Checkmate Knight (Black) on
its starting click. If replaced, existing action tokens from this
character are applied to the replacement. Checkmate Knight
(Black) and victory points are not awarded for this character.

#015Parademon Drill Sergeant

¥Darkseidos Mot i v(aotraptiona Wheif anc h n i
adjacent friendly character makes an attack, modify that
characterés damage value by
misses all targets, deal the attacking charadt@navoidable
damage.

#018 Wonder Woman

Lasso Punch Give Wonder Woman a power action. Choose a
target nonadjacent opposing character within 2 squares of
Wonder Woman to whom she has a clear line of fire. Place that
character in a square of clear terrain adjacent to its current
square and Wonder Woman athen she makes a close combat
attack against the target character as a free action.

#019 Talia

7 Undercover:Wild cards cannot copy team abilities from
Talia.

#020 Damian Wayne

%Son of the Bat Damian Wayne can use Exploit Weakness and
Outwit.

#022 Cave Cison

fThe Mighty Mole Cave Carson can use Phasing/Teleport.
When he does, he can use the Carry ability, and must place debris
tokens into the squares where he begins and ends his movement.
Cave Carson ignores the effects of debris tokens on movement.

+1

ﬁCa\&ln: When Cave Carson is grounded, he can use Quake,
but only if he is adjacent to elevated terrain or he occupies or is
adjacent to a square containing a debris token.

#023 Max Mercury

%Speedforce MentorMax Mercury can use Perplex, but can

onlyuseit o modi fy another character
#024 Mi kron O6Jeneus
YMi kron Ob6Jeneus candt carry ot

ﬁUnbelievable WeaponryOnce per game (but not during

anot her action) when Mik+haedh 0O6J
object, as a free aah remove that object from the game and
choose a standard attack power.
friendly characters adjacent to
power until the beginning of your next turn (even if they are no

|l onger adj acdmets).t o Mi kron 06
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#025 Goodness and Mercy #034 Rab6s al Ghul

fA Lesson LearnedGoodness and Mercy can use Exploit “When Rads al Ghul i s KOd, remo

Weakness and Willpower. place him on higharacter card. At the beginning of your turn, you
may heal Rads al Ghul of 1 dama

¥ No Place for Mercy (nor-optional) Goodness and Mercy revealed, you may place him in any starting area as a free action

havetheﬁsymbol. during your turn. Opponents rec
al Ghul isKOd.

#026 The Sensei

ﬁAssassination as Art FormOnce per turn if an opposing w”
character is KOb6d by another f r i-UPowerGirl caniigerSapersSeengtht hat shares a
keyword with The Sensei, that action does not count against your

action total for the turn and remove one action token from The %Eyes Up Here, SoldiefPower Girl can use Exploit Weakness,
Sensei. but cannot use it on a character that can use Willpower or

Indomitable or a character that possesses the Robot keyword.
%Fault Line: Give The Senseaipower action and choose the row

or column on the map occupied by The Sensei. Destroy all #936 Martian Manfunter

blocking terrain in that row or column as well as any walls that 7 Martian Manhunter can use Shape Change and
border 2 squares of that row or column. Deal 1 unavoidable Phasing/Teleport.

damage to The Senseiand 1 damagetodlar act er s t
use the Flight ability occupying that row or column. Place debris

hasy, _canét .
%Telepathlc Invisibility Once at the beginning of your turn, you

markers as appropriate. may choose close combat attack or ranged combat attack. Martian
Manhunter modifies his defense by +3 against the chopencty

#027 Phillipus attack until the beginning of your next turn.

ﬁThe Amazon GeneralPhillipus can use Probabil_ity Control, #037 Extant

but can only affect attack rolls. If neither the attacking nor any —4? ) )

defending characters for a chosen attack roll possess the Amazon Aged or DeAged Extant can use Incapacitate, but his damage

keyword, deal Phillipus 1 unavoidable damage after the attack is value becomes 1 and is locked until the action is resolved instead

resolved. of dealing no damage.

3¥superior StrategyPhillipus can use Outwit but can only Orime and SpaceExtant can use Super 3@s and Energy

counter defense powers. Shield/Deflection.

#029 Mademoiselle Marie 3#Multi -Dimensional Attack When a character takes damage

from Extantdés attack, al | ot her

ﬁlmprovise Whatever Mademoiselle Marie KOs an opposing
exact same name take an equal amount of damage.

character, put an improvise token on her character card if she
doesndét have one already. | f anpm8hetmk roll made by her misses
it is not a critical miss, you may remove an improvise token to

automatically hi instead. %Slow Down Opposing characters that agdven a norfree

action within 6 squares of Inertia replace their speed values with
#030 fThe Parademono half their unmodified speed value for that action.

4 Motherbox Detonationi The Parademond can HOSOELrifdh! S €
Wave as if he had a range value of 10. After that action is resolved, ﬁAnd Hellfire Burn: Etrigan can use Energy Explosion. When

deal him 1 unavoidable damage. Etrigan uses Energy Explosion, damage dealt ireefrating
#031 Brainiac damage.

%Shrink Ray. Brainiac can use Incapacitate. If his atkagsing
Incapacitate succeeds, the targeted characters also modifies their

%Of Rhyme or ReasarEtrigan can use Perplex and Probability

speed and damage values-Byand their defense values by +2 Control.
until the beginning of your next turn. #040 Lex Luthor and Brainiac
#032 Kryptonite Man 77’ Summon the SkullshipLex Luthor and Brainiac he - D

Super man msnofianal)Characters within 8 squares and can carry up to 12 adjacent friendly characters.

of Kryptonite Man that possess the Superman Ally team ability or 34The Smartest Guys in the Roorhex Luthor and Brainiac can

are named fiSupermano have Earthpegung(NgritraliczedyaRdrdamnaytr ai
dealt to them may not be reduced below 1. When these characters ability ignores this Outwit power.

are given a notiree action, modify their speed values-Byor

that action. #041 Talia al Ghul
#033 Metallo ﬁSe_ductressTalia_l al Ghul can use Minq Control. When
4,%—, ) targeting an opposing character possessing the Batman Atly ta
Kryptonite Core Metallo can use Poison and Super Strength. ability or named fiBatman, 0 she
and heals 1 damage instead of taking any damage from Mind

%Malleability: Metallo can use Blades/Claws/Fangs, Plasticity,

and Shape Change. Control.
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%Y ou Candét Hurt tTaiaal GhuicanguseYou L WTehe Brave and the BoldGive The Flash and Green Lantern
Shape Change and Perplex. When using Perplex, she can only a power action. They can use Telekinesis twice as a free action.

targetherself or opposing characters.
%Twchan Justice League Once during your turn, as a free

#042 Robin action you may choose a standard damage power that no other
lfLeverage Robin can use Leap/Climb. Whenever Robin makes character on your force currently possesses or can use. The Flash
a close combat attack against a single opposing character that and Green Lantern can use that power until the beginning of your
possesses an unmodified damage value of 3 or more, after the next turn.

attack is resolved, put the @&t in any unoccupied square

adjacent to Robin, #049 Supermn and The Flash

W Keeping PaceBefore any no#iree action, you may replace

#043 Kid Zoom Superman and The Flashodos speed
ﬁTimeline Push Kid Zoom can use Incapacitate. He can use it unmodified speed value among the characters on the map until that
normally, or he can use its close combat attack as a free action action is resolved. Usesenhis ab
instead of a close combat attack while using Hypersonic Speed. Superman or The Flash.
J¢stopt (nonopti onal ) Other character Pamd otth e s Wilnoargetional) &mc percgame, when
Speed. this power is first revealed, you must choose Superman or The
Flash. For all other Special Powers for this character, only use the
#044 Black Flash powers and name of the chosen charactir game. This
ﬁThe Slow nghtnlng Black Flash can use PhaSing/TelepOft. character has&? Thi s power canot be co
Black Flash modifies his attack value by +2 if the target of his
attack has a speed value greater than or equ@lack Flash. #04%N THE FLASH
%The Flash can use Hypersonic Speed, (%s and modifies his
3*Death Comes SwifttyBlack Flash can use Poison. When speed value by +2.
Poison is used, adjacent opposing characters that can use
Hypersonic Speed are dealt 2 damage instead. O The Flash can use Super Senses.
#045 The Wizard Shazam! 3¥The Flash can use Outwit.

“=Confined to the Rock(non-optional) The Wizard Shazam! 04
gda ns Earthbound/ Neutralized, an?f%%)%'z%ww\‘ be carri g}gor the targe
of the Telekinesis power (option 1 or 2). Superman can use Charge, and | ~=.

3#View from Above The Wizard Shazam! can use Enhancement O Superman can use Invulnerability.
and Probability Control. When he uses Probability Control, he

may target a character anywheoe the map. %Superman can use Enhancement and modifies his damage value

by +2.
#050 Fire and Ice

OF r e e z e DFire aBdulage nan use Barrier, Poison, and

77 From the Dark Alleys Batman and Green Arrow can use Toughness. When this figure uses Poigtanay treat all opposing

Stealth, and ignore other char aBgyrgsrwglqher}giedéhgpregwpusturnadjacenttooneofFlreand
ceos blocklng terrain markers

#046 Batman and Green Arrow
77 Batman and Green Arrow possess the Sharpshooter ability.

wNo Gunsé Utility BBdmasangand Tr i

Green Arrow can use Incapacitate. If that attack succeeds against #655 Green Lantern and Green Arrow

any target, they can use Smoke Cloud as a free action for each “WMust Hel pé My Si deGeéenlaiernThe J 1

success. and Green Arrow ignore damagealeby characters using Poison.
Friendly characters do not take pushing damage if they can use

#047 The Flashes Poison and are adjacent to Green Lantern and Green Arrow when

flnto the Speed ForceGive The Flashes a power action. the pushing damage is applied.

Remove all objects and up to 300 points of ottaracters from _

the map. Place all removed objects back on the map and then “¥save More Than the Blue, Orange, and Purple Skins

place all removed characters on the map. All placements mustbe ~ Whenever Greebantern and Green Arrow use the Duo Attack

legal. Deal The Flashes 1 unavoidable damage. ability for ranged attacks, they can target more than one target
with each attack and ignore any damage modifiers from the Duo

%@Help from the Future The Flashes can use Probability Attack ability.

Control.

%Helping the UnderprivilegedAdjacent friendly characters of
%Around the World in 80 MicrosecondsThe Flashes can use 30 poins or less modify their attack values by +1.

Flurry. Before each attack while using Flurry, you may place The
Flashes adjacent to any opposing character on the map if their #052 Blue Beetle and Booster Gold

entire base is adjacent to the target character and in clear terrain. “WYes, | Gues sBlieBeetle ard 8gostey Goio u
candédt carry other characters. W
#048 The Flash and Green Lantern they ignore any damage modifiers from the Duodktability.

=®Whoos Carry i : hge Flagh and Greewl2antern
can use Hypersonic Speed and th
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WSuper Buddies ForeverFriendly adjacent characters modify
their attack values by +1 if they share a keyword with Blue Beetle
and Booster Gold or can use the Duo Attack ability.

OMy Gadget or Yours?Blue Beetle and Booster Gold can use
EnergyShield/Deflection and Toughness.

#Q53 Harley and Ivy

77 Toxic Immunity Serum Harley Quinn and Poison Ivy and
friendly characters within 6 squares ignore damage dealt by
Poison.

WReclaiming the Land for NatureHarley Quinn and Poison

vy can use Poison @nSmoke Cloud. When hindering terrain
markers placed by Harley Quinn and Poison Ivy are removed at
the beginning of your turn, you may destroy one wall or square of
blocking terrain adjacent to at least one of the markers.

OL a di e s 6Hafley Quina adPoison vy can use
Toughness and Combat Reflexes.

%Mayhem'l' Harley Style Harley Quinn and Poison lvy can use
Outwit, but after targeting an opposing character, roll a d6. On a
result of 1, this power has no effect. On a result-8f ounter one
power & normal. On a result of-8, counter two powers instead.

#054 Mister Miracle and Oberon

No Chains Can Hold MeMister Miracle and Oberon can use
Charge and Leap/Climb. When they use Charge, they can ignore
the effects of hindering terrain and charactersmovement and
automatically break away.

wPrison Break! Friendly characters within 6 squares ignore
opponentds Plasticity and6.succe

®SiYour Head i-8f MyP dFiiemoly djagent
characters can use Telekinesigiop 2, but only targeting this
character.

#055 Shazam! And Black Adam

3¢ Reluctant TearaUp: When you build your force, choose a 140
or 280 point cost. In both cases, each time you reveal your force at
the beginning of a game choose the dark green stditing

(Shazam!) or the light green starting line (Black Adam). If you

chose 140 points, this character and is KO6d

first red KO line is crossed. If you chose 280 points, this character
is KOdd when the second red KO

\‘-BFury enough to Destroy CountriesShazam! An@lack

Adam can use Hypersonic Speed. If he can also use Close Combat
Expert or Exploit Weakness, he can use that power as a free action
instead of a close combat attack while using Hypersonic Speed.

wCaII Down the Lighning: ShazamAnd Black Adancan use
Energy Explosion as if he had a range of 6. Each character
successfully hit is dealt damage equal to twice the number of times
it was hit by this attack instead of once.

#056 Black Hand

ﬁDrain the Spectrum At the beginning of your turn, choose red,
orange, yellow, green, light blue, blue, or purple. This turn,
opposing characters within 8 squares of Black Hand displaying a
power of the chosen color modify their defense value2.by

%Avatar of the Black Black Hand can use Penetrating/ Psychic
Bl ast. Whenever an opposing cha

of Black Hand, you may heal 1 damage on any one friendly
character to whom Black Hand can draw a line of fire.

#057 Martian Manhunter

< Power Levels RisingWhenever an opposing character is
KO6d within 4 squares of Martia
Martian Manhunter of 1 damage.

t‘-gDecaying EmbraceMartian Manhunter can use Plasticity
and Phasing/Teleport. Whenever an adjacent opposing character
fails a breakaway roll, deal that character 1 damage after the
action is resolved.

#058 KalL

77 Power Levels RisingWhenever an opposing character is
KO6d within 4, yaugayaheakKsl oblfdantagel

ﬁFending Off Two SupermenKal-L can use Flurry. For &h
character successfully hit while using Flurry, after the close
combat action is resolved k&lcan use Force Blast as free action
targeting that character.

#059 Nekron

ﬁTerror of a Dark God Nekron can use Pulse Wave as if he

had a range of 8. After éhPulse Wave action is resolved, each
character hit is knocked back 2
ignored.

%TheBlackestNightWhenever an opposing
during your turn within 8 squares of Nekron, they are considered
KO6d, b uetmove themrant the map and heal them of 1
damage. After all current actions have resolved, that character
becomes friendly to your force and you may immediately assign

theim ooeactibrras aflee aatiwra Afterthes action ts eesolved, 2
remove that charactdrom the map.

#100 Batman and Catwoman

7 | Already Stole the Real OnéDnce at the beginning of the
game, after objects are placed, you may remove an object placed
by an opponent from the map and place a standard light object in
the same square.

ﬁDouble Paince Batman and Catwoman can use Leap/Climb.
When Batman and Catwoman are given a move action, after the

w h ehpvemengis complete Batman and Catwoman may use the Duo

Attack ability as a free action.

lwgu?nmc'm ?he Iga[ o(rJ §etS tﬁedl'r'ap}ive Batman and
Catwoman gower action and choose target character within 6
squares who possesses the Batman Ally or the Batman Enemy
Team ability (line of fire is not required). Place the target
character in an unoccupied square adjacent to Batman and
Catwoman. If the targetisiffe nd 1l y, it canot
your next turn.

be

ORomantic TensionBatman and Catwoman can use Combat
Reflexes and Willpower.

#102 Clark Kent

; Investigative ReportingGive Clark a power action. Choose

an opposing character within 6 squares. Thah ar act er ¢
Stealth this turn and their combat values cannot be modified this
turn.

an

racter i s KO6d within 4 squares
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Blackest NighAA

#001 Mera
77 Meraalsohas the X Speed Symbol.

ﬁRed RageWhenever Mera takes damage from an attack
targeting her, put one rage counter on this cadviera modifies

her damage value by +1 for each rage counter on this card. If
Mera is healed of any damage, remove all rage counters from this
card.

#002 Lex Luthor

‘%Orange GreedLex Luthor can use Outwit. If he counters a
standard Speed, Attack, or Damgg@ver on an adjacent
character that he candt already
power until the beginning of your next turn.

#003 Scarecrow

=-§3Yellow Fear Scarecrow can use Penetrating/Psychic Blast.
All damage dealt by Scarecrow generates knock bag#ll ¢g the
damage taken.

#004 Green Lantern
—

~=<Green Willpower Whenever a second action token is placed
on Green Lantern, if he would take pushing damage, you may
instead heal him of 1 damage.
#005 The Flash

Blue Hope The Flash can use Perplex, but caryiarget

other friendly characters.
#006 The Atom

Indigo CompassionThe Atom can use Support. When he does,
his attack value becomes 12.

Marvel HeroClix Classics 2

#2-07 Iron Man

%Full Power: When Iron Man is given a ranged combat action
targeting asingle character, roll one d6 if the attack succeeds. The
result replaces I ron Mands dama
attack is resolved, Iron Man is dealt 2 unavoidable damage.

Jonah HexA

#001 Jonah Hex

77 Wanted PosterAt the beginning of the gamehoose an
opposing character. Jonah Hex modifies his attack value by +2
when attacking the chosen character.

WatchmerA

#001 Rorschach

:; From the Gutters to the RooftopfRorschach can use
Leap/Climb and Stealth.

3¥Never Compromise! Never SurrenderRorschab can use
Perplex, but he can only modify his own combat values.

#002 Silk Spectre
 Mom Taught Me EverythingSilk Spectre can use Charge,
Flurry, and Leap/Climb.

ﬁY oudr e S Bilk 8pecrarcan make a ranged combat
attack as if she had a range valoks6.

#003 Nite Owl

ﬁGoggles:Nite Owl ignores other <cha

3*Pocket LaserNite Owl can use Penetrating/Psychic Blast as if
he had a range of 8.

#004 Ozymandias

%Smartest Man on EarthOzymandias can use Outwit.
Ozymandias can use Outwitecend time during your turn, but
must be given a power action instead of a free action to use it.
#005 Dr. Manhattan
“WThe powers

of Dr. Manhattan c:é
%%omi,c Manigulaion: Br. Maghattan canause Bartiea n d a r d

Penetrating/Psychic Blast, and Telessis.

OT hat Didnot Or. Mdnhattas tae usena n .
Impervious, but on a roll of-3, instead of the normal effect, you
may choose to reduce the damage dealt to 0 and place Dr.
Manhattan in your starting area.

3¥simultaneous PerceptionDr. Manhatan can use Probability
Control and Super Senses.

#007 Hooded Justice

ﬁStrongman:Hooded Justice can use Super Strength, but he
cannot pick up or hold heavy objects.

#008 Captain Metropolis

OWe Have to Stand TogetherWhen Captain Metropolis is
adjacent toa friendly character, modify the defense value of
Captain Metropolis and all friendly characters adjacent to Captain
Metropolis by +1.

%Military Experience: Captain Metropolis can use Enhancement
and Leadership.

#009 The Comedian

fCIeaning Up theWaterfront: The Comedian can use Charge
and Flurry; if the Comedian uses Flurry in the same turn as
Chaargeyamd targets theosametchamcteawith Both AttacksArfotify r
his damage value byl for the second attack.

#010 Silk Spectre
v Beauty and Brawn:Silk Spetre can use Charge and

Leap/Climb.

OAlways Surround Yourself with Good Mer8ilk Spectre can
replace her defense value with the unmodified defense value of an
adjacent friendly character.
#011 Dr. Manhattan

Surrender to Me PersonallyDr. Manhattan can us
Incapacitate. When Dr. Manhattan hits a character while using
Incapacitate, he deals the character 1 penetrating damage in
addition to the normal effect.
#012 Nite Owl

?Gliders and RespiratorsNite Owl can use the Flight and
Swim abilities.

#013 WalterKovacs
¢ Leave Me Alone!:Walter Kovacs can use Stealth.
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? Alter Ego:Rorschach:Give this character a power action and

replace this character with ’ #001 Rorschach on its orange
starting line. Existing action tokens from this character, as well as
actiontokens and pushing damage for this action are applied to
the replacement. If replaced, no victory points are awarded for this
character and the replacement is considered to be its orange point
value for all game effects.

ﬁl Read the Droppings of the CityAt the beginning of your

turn, choose a keyword belonging to an opposing character
adjacent to Walter Kovacs. Until the beginning of your next turn,
modify the attack value of Walter Kovacs or a character friendly to
Walter Kovacs by +1 when they attacklzaracter that possesses
the chosen keyword.

#014 MaskKiller

Z?Stalker: MaskKiller can use Charge, Flurry, and Stealth;
when MaskKiller makes an attack using Charge but not using
Flurry, the damage from the attack is penetrating damage.

#017 Knot Top
Switchblade:Knot Top can use Blades/Claws/Fangs, but when

determining damage any result greater than 3 is reduced to 3.

3% Minion: Mob Mentality: When a friendly character with the
Knot Top keyword and a higher point value is within 8 squares,
modi fy Knot Topébdés attack val

#018 Moloch the Mystic

OCompeIIing CommandMoloch the Mystic can use Leadership;
when a friendly character uses aniactgained through Moloch
the Mysticds Leadership, they
resolved.

#019 Biq Figure

77 Take a Dive for MeWhen Big Figure uses Mastermind, he

can deal the damage to an adjacent friendly character with a point
value of 10Mr less. This damage cannot later be dealt to Big
Figure.

ue

ﬁThis Place is Gonna ExplodeDur i ng your
immediately after a character friendly to Big Figure is defeated,
Big Figure or a character friendly to Big Figure can make a close
combd attack or a ranged combat attack as a free action.

%I Got the Dirt on EveryoneOnce during your turn, Big Figure
can use Outwit or Perplex.
#020 Larry and Mike

You Hol d 6 E mWheh Batry andHMike usétlem :
Duo Attack Ability, they may use Prability Control.

% Minion: Henchmen:When a friendly character using the
Underworld team ability and a higher point value is within 8
squares, Larry and Mike can use Willpower and modifies their
damage value by +1.

#021 The Comedian and Nite Owl

wThis is Getting Heavy:After the resolution of the Duo Attack
ability used by The Comedian and Night Owl, roll a d6 and
subtract 3 (minimum result 0); place one action token on a number
of adjacent opposing characters equal to the result or less.
Pushing damage seilting from these tokens is ignored.

#022 Silk Spectre and Dr. Manhattan

gYou Will Return to Your HomesAfter the resolution of an

attack by Silk Spectre and Dr. Manhattan using the Duo Attack
ability, you may place any target successfully hit by the attack in a
square of unoccupied terrain up to a number of squares away from
Silk Spectre and Dr. Manhattagual to their speed value.

wNice of You to Come on Patrol with Me.When Silk Spectre
and Dr. Manhattan use the Duo Attack ability, do not modify their
damage value byl for the second attack.

OAtomic Fabrication: Silk Spectre and Dr. Manhattan can use
Barrier and Super Senses. Once per turn, they can use Barrier as a
free action, but can only place two blocking terrain markers.

#023 Ozymandias and Bubastis

OSacrificiaI Lynx: If an attack roll targeting Ozymandias and
Bubastis does n &dvalebyceoentbretredwce r
the damage dealt by the attack by 2.

#024 Nite Owl and Rorschach

Q;§We Made a Good TeanWhen Nite Owl and Rorschach use
the Duo Attack ability, modify their attack value by +1 for each
adjacent opposing character; damage frdme second attack made
using the Duo Attack ability is penetrating damage.

ﬁQZS erManhattan

77 When used as part of a force, Dr. Manhattan can use the
Multiattack ability.

?Calm the CrowdAfter resolving any attack made by Dr.
Manhafiap an agropt charga Riace ap) aetiop tokenop @ll - 4 ¢ ¢
other opposing characters adjacent to the target that have zero
action tokens.

ﬁCIear the SkiesDr. Manhattan can use Penetrating/Psychic
Blast. After Dr. Manhattan uses Penetrating/Psychic Blast, he can
immediately use l?se Wave as a free action. When using Pulse
Wave as a free action, Dr. Man
but only characters with any of the following symbols have lines of

0 p p o nfieemravéngo them:\‘-g, \Q ﬁ

OAtomic DisassemblyDr. Manhattan can use llnerability.
Once during your turn, you may give Dr. Manhattan a free action
and remove all blocking terrain markers and hindering terrain
markers from the battlefield and roll a d6. On a result-&f, 1
destroy the nearest 3 objects (including objectd bg opposing
characters and those in squares occupied by characters); on a
result of 34, the nearest area of elevated terrain becomes
grounded terrain until the end of the game; on a result6f the
nearest area of blocking terrain is destroyed.

#QZGJon Osterman: Dr. Manhattan

7 Get Away, All of You!:Dr. Manhattan can use the Multiattack
ability. (Only use when part of a force.)

Web of SpideiManA

#001 H.A.M.M.E.R. Agent

Minion: Chain of CommandWhen a friendly character with
the H.A.M.M.E.R. keyord and a higher point value is within 8
squares, H.A.M.M.E.R. Agent modifies his attack value by +1. If
that character is named Norman Osborn or Iron Patriot,
H.A.M.M.E.R. Agent modifies his attack value by an additional +1.
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#002 Symbiote

% Minion: Strongest Host DominatesiVhen a friendly character
named Carnage or Venom is within 8 squares, Symbiote can use
Flurry.

#003 Researcher

% Minion: Not an Idea Man:When a friendly character with the
Scientist keyword and a higher point value is within 8 squares
Researcher can use Enhancement, but only to affect characters
with the Scientist keyword.

#005 Code: Blue Officer

% Minion: Serve and ProtectWhen a friendly character with the
Police keyword and a higher point value is within 8 squares, Code:
Blue Offter can use Willpower.

#QO? SpideiMan

W Spidey SenseSpiderMan can use Super Senses, but evades
the attack on a result of@.

3% Web:Web Shooters:Once at the beginning of your turn, if
SpiderMan has no action tokens, as a free action he may place a
Web special terrain marker in a square occupied by a target
opposing character within 6 squares and line of fire.

#008 Peter Parker
% Alter Ego: SpiderMan: Give this character a power action

and replace this character with a! #007 SpidetMan or a "

#022 SpideiMan on its orange starting line. Existing action tokens
from this character, as well as action tokens and pushing damage
for this action are apiged to the replacement. If replaced, no
victory points are awarded for this character and the replacement
is considered to be its orange point value for all game effects.

#009 Venom
77 Venom can use Plasticity.

‘% Web:Web Tendrils:Venom can use Telekinesis option 1. If he
hits, after Telekinesis is resolved he can place a Web special
terrain marker in the destination square.

#010 Eddie Brock
% Alter Ego:Venom: Give this character a power action and

replace this character with a' #009 Venom on its orange

starting line. Existing action tokens from this character, as well as
action tokens and pushing damage for this action are applied to
the replacement. If replaced, no victory points are awarded for this
character and the replacemeis considered to be its orange point
value for all game effects.

4? Alter Ego: Anti-Venom: Give this character a power action

and replace this character with & #025 AntiVenom on its

orange starting line. Existing action tokens from this character, as
well as action tokens and pushing damage for this action are
applied to the replacement. If replaced, no victory points are
awarded for this character and the replacement is considered to be
its orange point value for all game effects.

#014 Iron Man
—
‘-.gRepuIS)rs UpgradedOnce during your turn, Iron Man can
use Force Blast as a free action.
#017 H.A.M.M.E.R. Elite Operative

4? Minion: Upper Chain of CommandWhen a friendly
character with the H.A.M.M.E.R. keyword named Norman Osborn

or Iron Patriot is within 8squares, H.A.M.M.E.R. Elite Operative
can use Stealth and modifies his attack value by +2.

#018 Carnage

4? Symbiote BladeWhenever Carnage makes a close or ranged
combat attack, you may roll a
value becomes the result andasked until the attack resolves.

%Massacres Are My Specialtfarnage can use Flurry,
Plasticity, and Steal Energy.
#019 Chameleon

W Secretldentity Hunter:Ch ar act er s wi
Alter Ego powers.

thin |

%The Master of DisguiseChameleon canse Shape Change,
but is successful on a result 664

#020 Firestar

%Absorb and ReChannel Radiation:Whenever Firestar would

take damage from Energy Explosion or Pulse Wave, ignore the
damage dealt, heal her of 1 damage, and modify her damage value
by+lunt i | end of turn. This

#021 Lt. Marcus Stone

P Getting the Job Done RightAdjacent friendly characters with
the Police keyword modify their attack values by +1.

3#Limited Power Drainer:Lt. Marcus Stone can use Outwit.
When he usedutwit, he can only target a character within 4
squares.

#022 SpiderMan

77 Back in Black: SpiderMan can use Leap/Climb and Stealth.

4? Web:Web CocoonSpiderMan can use Incapacitate as if he
had a range of 6. If he hits, you may place a Web speciairterra
marker in the target characterd

#_023 Norman Osborn

7 Unbalanced:Once at the beginning of the game roll a d6. On
a roll of 3-4, put a sanity token on this card. On a roll e8,5you
may choose to put a sanity token on this card.

? Alter Ego: Patriot or Goblin?: Give this character a power
action. If this card has a sanity token, replace this character with

a “ #039 Iron Patriot. If thi_s card does not have a sanity token,

replace this character with a't #058 Green Goblin instead.

Begin the replaement on its orange starting line. Existing action
tokens from this character, as well as action tokens and pushing
damage for this action are applied to the replacement. If replaced,
no victory points are awarded for this character and the
replacements considered to be its orange point value for all game
effects.

#024 Ben Reilly

% Alter Ego:Scarlet SpiderGive this character a power action
and replace this character with a' #040 Scarlet Spider on its
orange starting line. Existing action tokens frtms character, as

well as action tokens and pushing damage for this action are
applied to the replacement. If replaced, no victory points are
awarded for this character and the replacement is considered to be
its orange point value for all game effects.
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#025 AntiVenom

%Temporary Forced CureGive AntiVenom a close combat
action. If the target takes damage from this close combat attack,
all of its powers are countered until end of turn.

#026 Black Cat

%Bad Luck PowersBlack Cat can use Probability Control, but

she can only wuse it during an
each opponentdés turn.
#QZ?XZS

77 Trigger Scent:At the beginning of the game, choose an
opposing character. -23 modifies her attack value by +hen
attacking that character.

#028 Warpath
Knife Throw: Warpath can use Penetrating/Psychic Blast as if

he had a range of 6.

#029 Wolfsbane

77 Form of the Wolf: Wolfsbane can use Combat Reflexes and
Super Senses.

#030 Mary Jane Watson

3¥The Greatest Ally oAll: When a friendly character named
Peter Parker or SpideMan is within 8 squares, Mary Jane
Watson can use the Spiedian team ability.

#031 Daken

Muramasa DecapitationDaken can use Blades/Claws/Fangs.
| f he does, t hat d &thatollid6,tkean 6t
damage dealt is unavoidable damage.

#032 Vector

ﬁKinetic Control: Vector can use Telekinesis. Opposing
characters within 3 squares may be placed by Vector with
Telekinesis as if they were friendly characters. Opposing
characters thaare placed in this way may be dealt 1 damage after
the action resolves.

#035 J. Jonah Jameson

1{SpiderManod6s a Gleanmnaeters within
use the SpideMan team ability.
#036 Vermin

%Rat Army: (nonroptional) Vermin uses Battle Fury. the
beginning of your turn, you may deal 1 damage to each opposing
character that occupies hindering terrain and is within 2 squares
of Vermin.

#037 Scorpion
Tail Whip: Scorpion can use Quake, but targets all opposing

characters within 2 squares unless hine of fire to them is
blocked by a wall, blocking terrain, or elevated terrain.

#038 NohVarr

77 Traitor to All: As you reveal your force, you may choose that
NohVarr loses all keywords this game. If you do, modify his attack
value by +1 this game.

ﬁTransforming Gauntlet GunNohVarr can use Energy
Explosion, Penetrating/Psychic Blast, and Pulse Wave.

#040 Scarlet Spider

?Pounce from AboveScarlet Spider can use Leap/Climb. After
he resolves a move action, he can make a close combat attack as a
free ation.

% Web:Impact Webbing:Scarlet Spider can use Energy
Explosion as if he had a range of 6. For each character hit, you
opp¥nehaeése auWab spectah useratn

square.

#041 Cardiac

= —

(; Hang Glider: Cardiac has the = speed symbol.

ﬁPulse Staff:Cardiac can use Energy Explosion. Each
character that takes damage from this attack is knocked back 2
squares in addition to the damage taken.

#042 Bullseye
7INeverMiss:Char acter s
Change or Super Sendes that attack.

targeted by B

@Any Object A WeaponBullseye can use Super Strength, but he
cannot pick up or hold heavy objects. If he hits with an attack
using an object, after the attack is resolved, deal 1 penetrating
damage to his target.

#043 Wolverine

7 Continual Healing Factor: Once at the beginning of your turn,
as a free action you may heal Wolverine of 1 damage.

3¥Reluctant but Brutal | eaderWolyerine can use Leadership. If
Qvglveﬁng srué)clegs%n is Le3d@r hip roll, you may also remove
an action token from aadjacent friendly character with the X

Force keyword, then deal that character 1 unavoidable damage.

#044 Rocket Racer

“WAi ndt Nothing RdoketRacerigmresal o p
terrain for movement purposes except indoor walls and indoor
blocking terrain.

#045 Solo

%While Soﬁo Lrixels, ;I'error Dies!lféS lo has no action tokens,
))oJ]n?ay g?v him a povx?er action 1o use Phasing/Teleport, and
after the action resolves, he can then make a ranged combat attack
as a free action.

#046 Jackal

77 Clone MadnessCharactes on your force modify their attack
values by +2 and their damage values by +1 when attacking an
opposing character under 300 points with their exact same name.

Me

ﬁCIone Master:If two or more friendly characters adjacent to
Jackal have the exact same nammeae another, those characters
can all use Shape Change i f t

#047 Nightcrawler

77 Extra-Dimensional TeleportationNightcrawler ignores the
effects of terrain and characters on movement.

he

%Teleportation EvacuationNightcrawler can use Hypsonic
Speed, Stealth, and the Carry ability. When Nightcrawler uses
Hypersonic Speed, a target hit by a close combat attack may be
placed adjacent to Nightcrawler after the power action resolves.

OBAMF!: Nightcrawler can use Super Senses. Whenever he uses
Super Senses to evade an attack, you may immediately move him
up to half of his speed value.
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#Q48 XRay
7 Intangible Energy Form:Ignore all but 1 damage dealt to X
Ray by close combat attacks.

#049 Groot

ﬁPlant Growth: Once during your turn as a free amti you may
heal Groot of 1 damage if he occupies hindering or water terrain.

ﬁFloraI Colossus, Sprout!(non-optional) Groot has thu@ﬁ
damage symbol, a range of

#050 Red Hulk

ﬁMajor Earthquake: Give Red Hulk a power action and make a
close combat attack targeting each other character (including
friendly characters) within 3 squares. Each character hit is dealt
damage equal to 4 minus the number of squares it is from Red
Hulk. Characters who canse the Flight ability automatically
evade this attack.

#051 The Spot
&Trans—DimensionaI SpotsThe Spot can use Flurry and
Phasing/Teleport.

4?0 ut of t h@née p& pumtbef@e The Spotis given a
close combat action, you may place him in any sgwathin 6
squares and |line of fire thatods
terrain or is a grounded square adjacent to elevated terrain.

#052 Morlun

3¢ Psychic VampireMorlun can use Steal Energy. Whenever
Morlun is healed using Steal Energy, you may place a tracking
token on the targeted character

4, an

[fReIentIess PursuitGive Morlun a power action. You may
place him in a square adjacent to an opposingrabter within his
line of fire who has a tracking token, then target that character
with a close combat attack as a free action.

#QS4 Doctor Octopus

77 Sinister Mastermind:Adjacent friendly characters possessing
the Sinister Syndivetlaer $eed erdttacka b i
powers countered.

ﬁFour Arms and Four EyesDoctor Octopus can use Perplex
four times during your turn, but only to modify his own combat
values.

%Tentacle Flurry: Doctor Octopus can use Flurry.

#055 Sandman

fSand SmotherSandmartan use Stealth and Plasticity.
Whenever an adjacent opposing character fails to break away,
deal that character 1 unavoidable damage after the action
resolves.

#056 Mysterio

3¢ Mind-Numbing Gas:Opposing characters that occupy a

square with a hindering teain marker placed by Mysterio at the
beginning or end of an action c

or Willpower until the end of that turn.

OThe Grand RevealGive Mysterio a power action and choose a
friendly character with a single base. Mysteriadahe chosen
character are placed in each
can then be given another action this turn.

ot

#057 Deadpool

¢ Ridiculous Regenerationwhenever Deadpool would be dealt
damage from an attack, roll a d6 instead. On a result of 1akes
that amount of damage plus 1. On a result-8f he takes the
normal amount of damage. On a result €8,she takes 1 damage.

On aresult of 6, he heals 1 damage instead.
#058 Green Goblin
Pumpkin Bomb BarrageGreen Goblin can use Energy

%prSS?mn I—?etcan Bs% it I{Br?ngllﬁ, gr'he can use it as if he M.d

"%’ and a range of 4.

OGoinn Glider: Green Goblin can use Combat Reflexes and
Toughness.

#059 Iron Man/War Machine
77 All-Out Assault:Once per game, give lron Man/War Machine

a double power actionrén Man/War Machine posse:%‘or this
action. They can make up to 4 close and/or ranged combat attacks
as free actions. An opposing character may only be targeted once
during this action. After resolving this action, Iron Man/War
Machine are dealt 1 unaidable damage.

WAdaptive Response Armo¥hen Iron Man/War Machine

usgs the uo Aigapkakylity rthey may chapsewgapacitate,b | o ¢ k
Penetrating/Psychic Blast, or Ranged Combat Expert and use that
instead of one or both ranged combat attacks.

#060 Vapor

OGaseou§tate:Vapor can use Smoke Cloud. If she does, modify
bes defensexvalzedy + until thg heginning of your next turn.
Whenever a hindering terrain marker placed by her is removed
from the map, you may place her in that square.

#061 SpiderHulk
% SpiderSma#: SpiderHulk can use Leap/Climb. If he ends a

move action adjacent to three or more opposing characters, he can
use Quake as a free action.

|4? Rogf Rip: Give SpiderfHudk a power action if he occupies
elevated terrain. All elevated terraand any higher heel of

elevated terrain completely containeithin the same continuous
border as SpideHulk becomes hindering terraof one lower

level and deal each other character occupying an affected square
2 damage.

#062 Doppelganger

7 Replace the SpideDoppelgager can use Exploit Weakness,

but only to target-Mamaractehsara
possessing the Spidbtan team ability. When he does, the target
cannot use team abilities and the attack cannot be evaded.

OTwisted CloneDoppelganger can usedthbat Reflexes and
Leap/Climb.

% Minion: Mindless Pawn:Once per turn, if Doppelganger has
exactly one action token, you may give a power action to a friendly
ghargcter withsadhighempding value withinl 8 quares.uypugmay ngve n
give Doppelganger one action adree action.

#063 Bombastic Badvian

- Kick Me!l: Whenever Bombastic Badan takes damage from
hneattadks ded theuattackerpenetrdting darhagea equaltiogdhe a c t e
damage taken by Bombastic Bigin. Bombastic Baylan can 6t
be healed except by the Fantastic Four team ability.
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#064 Cosmic SpideMan
7 Uni-Vision: Cosmic SpideMa n 6 s | i

ne of fire

ﬁPsychic WebbingCosmic SpideMan can use Incapacitate. If
he hits, he can use Telekinesis option 1 as a free action targeting
one of the characters hit by Incapacitate.

%Enigma Force Blast:Cosmic SpideMan can use Force Blast.
If he does so, he can then use Ranged Combat Expert as a free
action targeting the same character.

#_100 SpideiMan

77 Web Swing Through the CitySpiderMan can use
Leap/Climb. Once per turn, if Spiddtan has no actio tokens, he
can be given a move action as a free action if he ends his
movement occupying a square of elevated terrain on the rim.

% Web:First Webs:SpiderMan has a range of 6. If he hits with
any attack, you may place a Web special terrain markersin hi
targetds square after the

#101 Venom

3% Web:Invasive Organic Webbingvenom can use
Penetrating/Psychic Blast as if he had a range of 6. If he hits, you
may place a Web special
after the action resoks.

#102 Night Nurse
OProtected Convalescenchtight Nurse can use Support. After

that action resolves, modify he
the beginning of your next turn.

#103 Toxin

¥ New SymbioteToxin can use Plasticity and Shape Change.

#104 Daken

77 Smell Through DisguiseOpposing characters within 6
squares canét use Shape Change.
ﬁBackstab:Modi fy Dakendés damage val

action token on the target of his attack.

#105 " The Burglar "

ﬁAmbush the Innocenti Th e Bur gl higaftackmaodd i f i
damage values by +2 when attacking a character with a lower
point cost.

Brightest Day

#QOl Martian Manhunter

77 Detective of the Deadf an opposing character is KO'd during
your turn, Martian Manhunter can use Exploit Weakness, Outwit,
and Robability Control until the beginning of your next turn.

#(_302 Firestorm

3¢ Fight for Control: At the beginning of your turn, if Firestorm
has no action tokens, you may roll a d6. If you re8, Firestorm

can use Penetrating/Psychic Blast. If you reb drirestorm can

use Perplex. He can use that power until he begins your turn with
no action tokens.

%Restructure:Give Firestorm a power action. You may destroy
up to three wall segments and/or squares of blocking terrain within
his line of fire.

actio

terrain

#003 Deadman

ﬁWhitmmMrm:DeaGmam aarkusedSupport and Telekinesis.
When he uses Support, his minimum result is 2.

ULIVE!: Deadman can use Regeneration. When turning the
dial, if this click is revealed due to damage taken from an
opponent's attack, stop tung the dial.

%Summon the WhiteGive Deadman a power action. Any
number of friendly characters with the Brightest Day and/or White
Lantern Corps keywords can be placed adjacent to him, up to the
number of adjacent unoccupied squares. Those characters can't
be given actions until yourext turn.

#004 Hawkaqirl

77 Master Aerial CombatantWhen Hawkagirl attacks a character
who can use the Flight ability, modify her attack and damage
values by +1 until the end of your turn.

#00% Gaptain Baomerang

@Boomerang's PathGive Captain Boomerang a per action

and choose up to 6 different squares within line of fire (ignoring
characters for this purpose). Each square must be different,
adjacent to the previously chosen square, and the first and last
squreres Ehesen miust be ladjagentttoahis @raradletke asranged r e
attack and compare the result to each opposing character
occupying a chosen square. Each character hit this way is dealt 2
damage.This attack does not target.

#006 AqUaman 6s defense value by

77 The Undead Seawhenever another friendly character with
the Atlanis keyword is KO'd, deal 2 damage to each opposing
character that dealt damage to that character this turn.

+1

ﬁTentacle Whip:When Aquaman occupies water terrain, he has
a range of 8 and his line of fire to other characters occupying
water terrain is neverlbcked.

#007 Osiris

L7 Qubsyfor Black AdaniOnce et dame, when Osiris hits with
a critical hit that hasn't been fmlled, after actions resolve,
modify his combat values by +1 for the rest of the game.

Bt 75

#001 Easy Company Soldier

%Minion: Commanding Gficer: Whenever a friendly character
with the Soldier keyword and point value of 50 or higher is within
8 squares, Easy Company Soldier can use Running Shot and
modifies his attack value by +1.

#003 Dominator
_; Minion: Lower CasteWhenever a friendly chacter named

Ruling-Caste Dominator is within 8 squares, Dominator can use
Outwit as a power action instead of a free action.

#004 Gorilla City Warrior

%Minion: Solovar or Grodd?Whenever a friendly character
named Solovar is within 8 squares, Gorilla Oft4arrior can use

Incapacitate as if he had a range value of 8 dH Whenever a
friendly character named Grodd or Gorilla Grodd is within 8
squares, Gorilla City Warrior can use Penetrating/Psychic Blast
as if he had a range value of 4.
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#005 Deadshot

O Time to SetUp the Shot:If Deadshot has no action tokens and
occupies hindering terrain, he can use Ranged Combat Expert and
deals penetrating damage with that attack.

#007 Ice

ﬁFreeze in Placeice can use Incapacitate. If she hits with
Incapacitate, no gameffect can move or place her target away
from the square(s) it currently occupies until the beginning of your
next turn.

#009 Bart Allen

?A Different Kind of SpeedsterGive Bart Allen a power action
and move him up to his speed value. He ignores opposin
characters and hindering terrain for movement purposes. He can

then make one close combat attack as a free action, and then move

him up to the remainder of his speed value. This power can't be
countered.

#Qll Mr. Terrific

77 Fair Play: Each time an actioresolves in which an opposing
character has used Outwit targeting Mr. Terrific or an adjacent
friendly character, Mr. Terrific may use Outwit as a free action,
but can't counter any game effect that allows a character to use
Outwit.

#012 The Atom

ORadiaticn Absorption: The Atom can use Energy
Shield/Deflection and Toughness.

#014 Beast Boy

7 Morph: Beast Boy:Give Beast Boy a move action that deals no
pushing damage. After the action resolves, replace him with any
character with this trait but
same click number. Existing action tokens and action tokens for
the action are pplied to the replacement.

#015 Beast Boy

77 Morph: Beast Boy:Give Beast Boy a move action that deals no
pushing damage. After the action resolves, replace him with any
character with this trait but
same click number. Existing action tokens and action tokens for
the action are pplied to the replacement.

#016 Beast Boy

77 Morph: Beast Boy:Give Beast Boy a move action that deals no
pushing damage. After the action resolves, replace him with any
character with this trait but
same click number.xsting action tokens and action tokens for
the action are applied to the replacement.

#Ql? Sqt. Rock

37 The Rock of Easy CoFriendly characters under 50 points,
with the Soldier keyword, and within 8 squares can use Willpower
if they can't already.

#018 Queen Aga'po

—

‘-EEParalyzing Love:Queen Aga'po can use Mind Control. If
she hits with Mind Control, you may give her target an action
token after actions resolve.

3¥Love Never HurtsFriendly characters with the Violet Lantern
Corps keyword take no damage whising Mind Control to
control characters less than 200 total points.

#019 RulingCaste Dominator

¢ Planning the Invasion!: Other friendly characters within 8
squares and with the Cosmic keyword modify their range value by
+2.

#021 Warlord

%.44 AutoMag: Warlord can make ranged attacks as if he had
a range value of 6.

#022 Nightmaster

¢ Mystical Guardian: Nightmaster deals penetrating damage to
characters with the Mystical keyword.

#023 Osiris

< A Brother's Ragelf a friendly character named Isis has been
KO'dthis game, modify Osiris's combat values by +1 for the rest
of the game.

#024 Detective Chimp

77 No One Touches the Monkeetective Chimp can use
Leap/Climb and Super Senses.

3*oceult Investigator:Detective Chimp can use Perplex. If he
targets another chacter with the Mystical keyword with Perplex,
he can use it normally or modify any combat value by +2or
except damage.

#025 Sargon The Sorcerer

ﬁlllusionary Swap: Sargon the Sorcerer can use Smoke Cloud.
When he does, he may exchange any two hedighbobjects in

the game with each other, as long as one of the objects occupies or

is being held by a character who occupies the same square as one
of the hindering terrain markers he placed. If a chosen object was
hetf] the feplacedrobjectdésdieéld. e ct or 6s number

#026Superboy

ﬁConﬂicted ParentageAt the beginning of your turn, if you
haven't already chosen this game, choose Truth or Lies. If you
chose Truth, Superboy can use Willpower. If you chose Lies,
Superboy can use Exploit Weakness.

i ferent coll ectords
#0%7 (Scean I\faster
77 Son of he SorcererWhen Ocean Master occupies water
terrain, he can use Probability Control.

number

4% Mystical Linked Trident:Ocean Master can use
Blades/Claws/Fangs when given a close or ranged combat action.

Waen _Iflefrcgs,aéi'@,fpr BI@d@q/QIawséFgr@sr, @ resiieh e r
deal him 1 unavoidable damage after actions resolve.

#029 Aquaman

v Sea Life TelepathyAquaman can use Mind Control. If he
uses Mind Control targeting a character with the Atlantis keyword,
he modifies his attack value by +3 and takes no damageNtiooh
Control.

ﬁRise From the DeepGive Aquaman a power action. If he
occupies water terrain, you may place him in any square of water
terrain within his speed value, and then make a close combat
attack.

#030 Wonder Woman

3¥Lasso of Truth:Whenever Wonder Woman hits a character
already possessing two action tokens, all damage dealt to that
character this turn is penetrating damage. (Including damage from
this attack.)
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#031 Batman

ﬁSmoke Cloud ManeuverOnce at the beginning of your turn,

if Batman has no action tokens, he can use Smoke Cloud as a free
action until the beginning of his next turn. If he does and places at
least 4 hindering terrain markers, he and one friendly character
named ARobind can move up to 2

%Paraeape:Batmancan use the Flight ability.

#033 Isis
77 A Sister's Grief:If a friendly character named Osiris has been

KO'd this game, modify Isis's combat values by +1 for the rest of
the game.

-.}gSplnnlng Invocation:Isis can use Quake with a locked
damage value of 3.

#0334 Black Alice

ﬁMagical Thievery:Black Alice can use Outwit. If she counters
a standard power on a character with the Mystical keyword that
she can't already use, she can use that standard power until the
beginning of your next turn.

#035 Ragdoll

3 I'm Not the Funny Kind of Clown:When Ragdoll is adjacent
to a friendly character named
their attack values by +1.

ﬁWon't Let Go:Whenever an opposing character adjacent to
Ragdoll is given a move or power action, after actions resgtve
may place Ragdoll in any square adjacent to that character.

#036 Animal Man

3¢ Animal Template:Once at the beginning of your turn, choose
a standard attack power, standard speed power, or combat ability
that another character within 8 squares and vifie animal

keyword can use. Animal Man can use that power or ability until
the beginning of your next turn if he can't already.

%Deus Ex Machina:Once during your turn you may force an
opposing character to reroll a roll.

#038 Kyle Rayner

27 The Artist: Once during your turn, if Kyle Rayner has no
action tokens, he can use Telekinesis (option 2) as a free action.
#039 Guy Gardner

2 The Antagonist:If Guy Gardner has no action tokens, he can
use Close Combat Expert.

#040 Saint Walker

27 Instill Hope: Whenever a friendly character within 6 squares
and line of fire makes an attack roll that misses by exactly 1, you
may reroll that roll if you haven't already.

%Charge Up:Saint Walker can use Perplex. He can use it
normally or if he targets a characterit the Green Lantern Corps
keyword he can modify any combat value by +2 except damage.

#041 Indigel

77 Show CompassionwWhenever any character on the map under
100 points and without the Robot keyword is healed, increase the
healing by 1.

A The

ﬁRecharge With Gter's Light: Whenever Indigd. is targeted
by an opponent's ranged combat attack, remove an action token
from her.

#(_)42 Atrocitus

LTLQBMQ Theoygh DefensesWhen Atrocitus attacks a character
that's using Impervious, this turn that character uses
Invulnerabilty instead. When Atrocitus attacks a character that's
using Invulnerability, this turn that character uses Toughness
instead.

\‘-‘%Ever Growing RageOnce per turn, whenever Atrocitus hits
with an attack, after actions resolve, as a free action he may then
move up to 1 square (ignoring characters for movement purposes)
and attack an opposing character that he hasn't already attacked
this turn.

#(_)43 Larfleeze

7+ Orange ConstructsQrange Construct objects are objects that
can't be picked up and are removed from the game if Larfleeze is
KO'd. Whenever Larfleeze is moved, after actions resolve you may
move any or all Orange Construct objects an equal amount.
Larfleeze considers characters adjacent to or in the same square
as an Orange Construct object to be adjacent to Larfleeze for
Poison and close combat purposes.

Parademondo, modify both
OOrange LackeysWhenever Larfleeze would be dealt damage,
you may deal up to 3 of the damadge single adjacent Orange
Construct object and then remove it from the map.

3%summon the Orange Lantern Corp©nce during your turn,

you may give Larfleeze a free action and place an Orange
Construct object on the map within 6 squares and line of fire. |
there are already two or more of these objects on the map, this is a
power action instead.

#044 Mongul

77 Dimensional InversiotCube Mongul can use
Phasing/Teleport. Opposing characters using Phasing/Teleport
take 1 unavoidable damage after using it.

ﬁEight Yellow Power RingsMongul can use
Penetrating/Psychic Blast and Telekinesis.

%Fight For Leadership:Mongul can use Leadership. When
rolling a d6 for Leadership, if he rolls a 6, you may remove one
action token from any character with the Sinestro Cémpavord.

If he rolls a 1, deal 1 unavoidable damage to any character with
the Sinestro Corps keyword.

#045 Scar

7 Undead Guardian of the BlackWhenever a friendly
character would use Steal Energy to heal, instead heal 1 damage
on any character on the map.

%Book of the Black:Scar can use Probability Control. Once per
turn, Scar can also force an opposing character who rolls a d6 for
Regeneration to reroll that roll.

#(_)46 John Stewart

< The Architect:Once during your turn, if John Stewart has no
action tokes, he can use Barrier as a free action until the
beginning of his next turn, but places only 2 blocking terrain
markers.

%Sturdy ConstructsJohn Stewart and adjacent friendly
characters can use Energy Shield/Deflection.
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#(_)47 Carol Ferris

7 The Adored:Onceduring your turn, if a friendly character
named Green Lantern or Hal Jordan is adjacent to her, Carol
Ferris can use Support targeting that character, even if that
character is adjacent to an opposing character.

%Conversion CrystalCarol Ferris can usericapacitate. If she
uses it and hits a target with a point value less than 100, she can
give that target two action tokens instead of one.

#049 Green Lantern

DAY Light the Danger:Green Lantern ignores Stealth. When a
character takes damage from his attatiattcharacter can't use
Stealth this turn.

ﬁThe Green FlameGreen Lantern can use Incapacitate,
Penetrating/Psychic Blast, and Telekinesis.

#050 Superman

W Leap Tall Buildings: Superman can use Leap/Climb. When he
uses Leap/Climb, if he began movementlevated terrain and
ends it on grounded terrain, he can then make a close combat
attack as a free action.

3*Heroic Inspiration: Superman can use Leadership. If he rolls a
6, in addition to the normal effects, you may remove an action
token from him.

#051 Waoder Woman

"Cavalry Charge!:Wonder Woman can use Charge. When she
is given a power action to ustharge, she ignores opposing
characters and hindering terrain for movement purposes, and after
actions resolve, any number of adjacent opposing characters may
be knocked back two squares.

#952 Batman

77 Rooftop to RooftopBatman can use Leap/Climb. Once per

turn, if Batman has no action tokens, he can be given a move
action as a free action if he ends his movement occupying a square
of elevated terrain on thermi.

%I Us ed Gu BasmarDoarcneake ranged attacks as if he
had a range value of 8.

#053 Hal Jordan

3¢ The Aviator: If Hal Jordan was given a move action this turn,
other friendly characters can use the Flight ability this turn if they
are within 8 squares of Hal Jordan and within his line of fire.

ﬁOneMan Justice LeagueOnce during your turn, as a free
action you mg choose a standard attack power that no other
character on your force can use. Hal Jordan can use that power
until the beginning of your next turn.

#054 Barry Allen
7 Around the World:Barry Allen can use Flurry. Before each

attack while using Flurry, you may place Barry Allen adjacent to
an opposing character on the map.

#055 Beast Boy

77 Morph: Beast Boy:Give Beast Boy a move action that deals no
pushing damage. After actions resolkeplace him with any
character with this trait but a different collector's number on the
same click number. Existing action tokens and action tokens for
that action are applied to the replacement.

w Tiny Little Arms: Beast Boy can't use the Carry ability.

ﬁCHOMP!: Give Beast Boy a close combat action. He can target
up to three characters with a single close combat attack and divide
the damage between each character hit. When he targets at least
two characters in this way, he may reroll his attack roll once.

#056 Doomsday

¢ The Death of SupermanAt the beginning of the game, choose
an opposing character. Doomsday deals penetrating damage to
that character this game. If the chosen character is named
"Superman" or possesses the Superman Ally team ability, modify
Doomsday's damage value by +1 when attacking that character.

ﬁ Reactive AdaptationWhenever Doomsday is attacked, modify
his defense value by +1 for each other time he was attacked this
turn.

#(_)57 Bane

-{ The Breaking of the BatWhen using Outwit, Bane igres
Stealth. If he uses Outwit to target a character named "Batman" or
a character possessing the Batman Ally team ability, he may
counter a second power or combat ability possessed by that
character.

ﬁPhotographic MemoryBane can use Outwit. If he ugestwit
targeting the same character he used Outwit to target during your
last turn, modify that character's defense valuelbyntil the
beginning of your next turn.

%Venom Pump:Once during your turn as a free action, you may
choose 1, 2 or 3. Modify Bals attack and damage values by that
amount this turn. At the end of this turn, deal him that much
unavoidable damage.

#058 Ares

-7 Wonder Woman's BaneCharacters using Charge or Running
Shot to attack Ares modify their damage valuelbyf that
characteri s named fAWonder Womano
keyword, modify their damage value by an additictal

or

?Everyone Must Fight:At the end of each opposing player's
turn, deal one penetrating damage to each character that player
controls within 4 squares @fres that didn't make an attack this
turn.

#059 Wonder Twins

< Wonder Twin Powers, Activate©nce during your turn as a

free action, for each Wonder Twin you may choose one form listed
below. This character can use the powers and possesses the
combat symiils and values associated with those forms until the
next time you choose forms.

ZAN

e Glacier = Barrier

Waterfall = Phasing/Teleport

Mist = Smoke Cloud

Ice Cage = Incapacitate

Bucket of Water = Once during your turn, if none are on the
map, you may placeBucket of Water special object adjacent
to the Wonder Twins as a free action.

JAYNA
¢ Rhino = Charge and Quake
¢ Kangaroo = Flurry and Leap/Climb

e Giraffe = ﬁand a range value of 4
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e Gorilla = Plasticity and Super Strength #WO03Donna Troy

—
e Eagle = ~and Blades/Claws/Fangs OLIVE!: Donna Troy can use Regeneration. When turning the
dial, if this click is revealed due to damage taken from an

#E)sLmeStro opponent's attack, stop turning the dial.

- The Antagonist:Sinestro can use Perplex, but only to modify a

defense value by. %White ProphecyDonna Troy can use Probability Control.
When she does, if one or more of the dice in the final roll is a 6,

%Paralyzing Fear:Sinestro can use Willpower. Whenever an heal her of 1 damage after actions resolve.

opposing character takes damage from Sinestro's attack, you may

give that character an action token afgetions resolve. #WO04 Hal Jordan

. ¢ Uniter of All Corps: As you reveal your force, you may choose
#100 Sinestro a keywor d winthénarie,. a Imdige Tribetor Sinestro
47 White Sword:Sinestro can use Blades/Claws/Fangs. Whenhe  Corps. Hal Jordan possesses that keyword this game in addition to
rolls a d6 for Blades/Claws/Fangs, on a result of 5 or 6, you may his other keywords.

heal him of 1 damage after actions resolve.
OLIVE!: Hal Jordan can use Regeneration. When turning the
OLIVE!: Sinestro can use Regeneration. When turniegdial, dial, if this click is revealed due to damage taken from an

if this click is revealed due to damage taken from an opponent's opponent'sattack, stop turning the dial.

attack, stop turning the dial.
%Leader of the White LanternsiHal Jordan can use Leadership.
#101 Grodd When he rolls a d6 for Leadership, on a result of 5 or 6, you may
7 My Mind is Stronger:Grodd ignores damage dealt by heal him of 1 damage after actions resolve.

Penetrating/Psychic Blast, and can't be the target of Telekinesis .

option 1. Characters tang actions during the resolution of Mind #WOS Animal Man

Control can't target Grodd with an attack. “=Connected to Al Life NowAt the keginning of your turn,
you may choose a standard power and/or a combat ability
#102 Gleek possessed by a single friendly character within 8 squares and with

“What's the Monke y Doi ngunleksr e ? allowenpohovalu@ cAnimal idag dad use that power and/or that
you control a character named # ity uht the bEginnimyofdyour next turhhie @n'tlaleady.n ni n g
of each opponent's turn, that opponeryrmodify a single combat

value of any character by +1 e until the end of that turn. cill_lxltzlllsé:ﬂlcrﬂ?sl ';1%2 ;@3 lcjiiee Itqoegzzqee[;gczgl.(\e/\rﬁhf?gngu;nning the
#103 Troia opponent's attack, stop turning the dial.
=<Unfamiliar Energies: Troia can use Hypersonic Speed, but HWhite S <Animal M s s When h
can only make close combat attacks when using this power. ite SensesAnimal Man can use Super Senses. When he
rolls a d6 for SupeBenses, on a result of 5 or 6, heal him of 1
4 Photonic Tie Up:Troia can use Energyx®losion. When she damage after actions resolve.
uses Energy Explosion, each opposing character who takes
damage m% bepgiven an actior? Ft)okengafter actions resolve. #WO6 Superman
aLIVE!: Superman can use Regeneration. When turning the dial,
#104 Impulse if this click is revealed due to damage taken from an opponent's
%Speed Force Duplicatdmpulse can use Shape Change. In attack, stop turning the dial.
addition to the normal effects_, if he i_s the omlsget pf the attack, % h incibility: ) hen h
on a roll of 5 or 6 he may be immediately placed in a square ”W ite '?V'”C' llity: Superman caln ufse 'mpeLV'OTE-_ w fen e
adjacent to the character that targeted him. rolls a d6 for Imperwous, on a result of 5 or 6, heal him of 1
damage after actions resolve.
#WO01 Ice
r. . #WO07 Flash
White Freezelce can use Incapacitate. When she does, after Q - asl h ) h ing the dial. if
actions resolve, you may roll a d6. On a result of 5 dre&l her N LI\I/'EIZ _Flas Clag ‘ése Regeneratlon.fw en turning t e dial, 1
of 1 damage. this click is revealed due to damagdén from an opponent's

attack, stop turning the dial.
OLIVE!: Ice can use Regeneration. When turning the dial, if this

click is revealed due to damage taken from an opponent's attack, #White Blur: Flash can use Shape Change. When he rolls a d6
stop turning the dial. for Shape Change, on a result of 5 or 6, heal him of 1 damage after
actions resolve.

#W02 Bart Allen

Wwhite Sprint: Bart Allen can use Hypersonic Speed. When ﬂ%8 Wonder Woman .

he doesafter actions resolve, you may roll a d6. On a result of 5 ~==White Rush:Wonder Woman can use Char When she is

or 6, heal him of 1 damage. given an action to use Charge, after actions resolve, you may roll a
d6. On a result of 5 or 6, heal her of 1 damage.

OLIVE!: Bart Allen can use Regeneration. When turning the O ) . .

dial, if this click is revealed due to damage taken from an LIVE!: Wonder Woman can use Regeneration. When turning

opponent's attack, stop turning the dial. the dial, if this click is revealed due to damage taken from an

opponent's attack, stop turning the dial.
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#WO09 Superboy
—

=XWhite Blast: Superboy can use Force Blast. When he rolls a
d6 for Force Blast, on a result of 5 or 6, heal him of 1 damage
after actions resolve.

OLIVE!: Superboy can use Regeneration. When turninglitde
if this click is revealed due to damage taken from an opponent's
attack, stop turning the dial.

#W10 Green Arrow

=-—§White Flight: Green Arrow can use Running Shot. When he
does, after the action is resolved, you may roll a d6. On a result of
5 or 6, keal him of 1 damage.

OLIVE!: Green Arrow can use Regeneration. When turning the
dial, if this click is revealed due to damage taken from an
opponent's attack, stop turning the dial.

Giant-Size XMen

#001 Madrox

% The Multiple Man: Whenever Madrox takes dagsfrom an
opposing character's attack but is not KO'd, roll a d6. On a roll of

5 or 6, you may place @ Madrox or@ Jamie Madrox on the
same click number on the map adjacent to this character.

ﬁThe More the Merrier:Madrox can use Flurry, but only if
another friendly character whose name includes "Madrox" or
"Multiple Man" is adjacent to the target of his first attack using
Flurry.

#002 Purifier

%Minion: Fanatics: If a friendly character named William
Stryker is witin 8 squares, Purifier can use Willpower and
modifies Purifier's attack value by +2.

#004 Helfire Club Guard

%Minion: True Pawns:If a friendly character of a higher point
value with the Hellfire Club keyword is within 8 squares, that

character can use Méarmind, if they can't already, but only to
deal damage to characters with the Hellfire Club keyword.

#008 Cyclops

3¢ The X-Leader:Cyclops can use Leadership. When any friendly
character uses the-Klen team ability, heal 2 damage instead of 1.

©Concussive Bst: Cyclops can use Force Blast. When he uses
Force Blast after actions resolve, if his target's defense value is
now 16 or less, he deals damage to his target equal to half of his
d6 roll for Force Blast.

#009 Wolverine

3¢ Healing Factor: At the beginningf your turn, you may heal
Wolverine of 1 damage.

#(_)10 Beast

3¢ Leaps and BoundsBeast can use Leap/Climb and Super
Senses.

#012 Cypher

3¢ Crack Enemy CommunicationsAt the beginning of the game,
choose a team ability that an opposing character can usestiat

a Wild Card team ability or a team ability a Wild Card can't use.
Friendly characters can use that team ability this game in addition
to their other team abilities as long as Cypher is on the map.

#015 Tabitha Smith

%Timebomb:Give Tabitha Smith agwer action and place up to
two hindering terrain markers in neadjacent squares, that aren't
blocking terrain, within range and line of fire. At the beginning of
your next turn, remove them from the game and deal 2 damage to
each character occupying onéthose squares and 1 damage to
each other character adjacent to one or more of those squares.

#016 Aaron Stack

:(; Extendable Body PartsAaron Stack possesses a range value
equal to his click number, arm.

#017 Domino

Lucky Shot:When she makes a critical hit, Domino increases
the damage dealt by 3 instead of 1.

#(_318 Caliban

< Mutant Tracker: Caliban can use Charge. If he hits a
character possessing the Brotherhood of Mutants-ttexi
keyword or team ability with a close combagak, after actions
resolve you may remove an action token from Caliban.

#019 William Stryker

77 Mutants are the EnemyCharacters can't use the Brotherhood
of Mutants or XMen team abilities.

%Playing to the CrowdModify William Stryker's attack value

by the number of adjacent characters named "Purifier". If the

target of his attack possesses the Brotherhood of Mutants or X
Men keyword or team ability, modify his damage value by the same
amount.

#020 Harry Leland

{ Mass IncreaseOpposing characters within gquares of

Harry Leland can't be given actions to use Charge, Running Shot,
or Hypersonic Speed and halve their speed values when given a
move action.

4% Gravitational Focus:Harry Leland can use Incapacitate as if
he had a range value of 4. If he hits witicapacitate, his target's
speed value becomes 1 and is locked until your next turn.

#_021 Tarot

PA¢ Major Arcana: Once during your turn, you may roll 2d6 that
can't be rerolled. Based on the result, Tarot can use the
corresponding power below until she makes this roll again.

e 2-3 = DEATH. Give Tarot a power action and make a close
combat attack targeting each opposthgracter within 3
squares. Roll a d6 and subtract 1. Each character hit is dealt
that much damage.

e 4-5=HERMIT. Tarot can use Barrier as if she possessed a
range value of 3 and Poison.

e 6-8 = HIGH PRIESTESS. Tarot can use Defend and
Probability Control.

e 9-10 = FOOL. Tarot can use Leap/Climb and Perplex.

e 11-12 = DEVIL. Tarot deals penetrating damage. Once, at the
beginning of your turn, deal 1 damage to each opposing
character within 3 squares.

#(_)22 Cannonball

77 Blast Field: When Cannonball uses Charge betMove and
Attack ability and moves at least 1 square, he can use Impervious
until your next turn.
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#023 Psylocke
4? PsycheBlast: Psylocke can use Penetrating/Psychic Blast as if
she had a range value of 6.

%Psychic Knife:Psylocke can use Blades/Claws/Faramnd

Exploit Weakness. When she rolls a d6 for Blades/Claws/Fangs, on
aresult of 1 or 2, give her target an action token in addition to the
normal effects.

#024 Gideon

%Wild Genetic TemplateOnce during your turn, as a free action
you may choose a staandl power possessed by another character
within 5 squares. Roll a d6. If the number of squares to the
character is less than the result, Gideon can use that power and
possesses that character's range value until your next turn.

#025 Elixir
%Healing Touch: Elixir can use Support. When he uses Support

and his target is healed, also heal 1 damage on each friendly
character adjacent to Elixir that was not the target of Support.

#026 Leech

77 Power NegationOther characters within 6 squares can't be
given power ations.

#027 Siryn
ﬁSonic ScreamSiryn can use Pulse Wave. When she uses Pulse
Wave and has no action tokens, each character hit also receives an
action token.

#028 Elsa Bloodstone

77 Monster Hunter: Elsa Bloodstone deals penetrating damage to
characters oer 250 points. She modifies her attack value by +2

when attacking characters that poss@;s;@ﬁ, or the Monster
keyword.

#030 Rogue

77 Power AbsorptionOnce during your turn, you may give

Rogue a free action and choose an adjacent character and a
standard paver (other than Outwit or Perplex) that they can use.
Until your next turn, Rogue may use the chosen standard power. If
Rogue has no action tokens or the chosen character is friendly,
deal 1 unavoidable damage to the chosen character.

#031 Angel

%Master Agialist: When using the Flight ability, Angel ignores
negative modifiers from using the Carry ability, and doesn't halve
his speed value when using Charge.

#033 Blob

7 The Immovable ObjectBlob can't be knocked back, carried,
or placed by Telekinesis.

OLayers of Extra Fat:Blob ignores all but 1 damage dealt to
him.

#034 Pyro
%Pyromantic:AII damage dealt by Pyro is penetrating damage.

#035 Mystigue

77 She Walks Among UsMlystique can use Shape Change. When
it's not your turn, lines of fire drawn to Mystique are blocked if
she's adjacent to an opposing character.

#(_)36 Professor X

7 In Contact with Cerebroif Professor X is in your starting

area, he can draw lines of firend count range and squares for his
Speed, Attack, and Damage powers from the square of any single
friendly character with whom he shares a keyword.

%I've Learned Your Secretdrofessor X can use Outwit. Once
per turn, when he uses Outwit to counter a dgad power, he may
immediately use Outwit again, but only to counter a power of the
same color.

#(_337 Gatecrasher

< Bounty: Double or Nothing:Once during the game on your

turn as a free action, choose an undefeated opposing character of
50 or more points. #the end of the turn, if the chosen character
was KO'd this turn, you may remove an action token from each
friendly character that received one this turn. Otherwise, give an
additional action token to each of those characters and your
characters don't clar this turn.

#038 Iceman

,'llce Slide:lceman can use Leap/Climb. After his move action
resolves, you may place up to two hindering terrain markers in
clear terrain in squares he moved through or occupied this turn.
Remove them at the beginning of your next turn.

ﬁlce Cage:lceman can use Inpacitate. When he uses it and
hits, until your next turn, the hit character's speed powers are

countered, it gainf% , and that character must break away for
movement purposes.

#(_)39 Lockheed

¥ Empathic Dragon:Lockheed can't use the Carry ability. When
you reveal your force, choose a friendly character. Lockheed
modifies his attack and damage values by +1 while adjacent to
that character.

#040 Sabretooth

ﬁMortal Wound: (non-optional) When a character takes 3 or
more damage from Sabretooth's attack, that cb@racan't heal
for the rest of the game even if this power is countered or lost.

aAnimaIistic: Sabretooth can use Combat Reflexes and Super
Senses.

#041 Stryfe

7 Leader of the Dispossesse@itryfe can use Leadership. At the
beginning of the game, choosetofb friendly characters. Those
characters possess the Brotherhood of Mutants team ability as
long as Stryfe has not been KO'd and they can't use another team
ability.

OArmored CommanderStryfe can use Mastermind and
Toughness.

#042 Predator X

¢ Track: Atthe beginning of the game, choose an opposing
character. When Predator X is given a move action and ends his
move adjacent to that character, that is a free action instead. That
character receivesl to break away rolls when adjacent to
Predator X. If tha character is KO'd, choose another opposing
character.

77 Forced Evolution:Modify Predator X's attack and defense
values by +1 for each other character named Predator X that has
been KO'd this game.
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#(_)43 Trevor Fitzroy

7 Life Force Portals:When an opposingharacter takes damage
from Trevor Fitzroy's close combat attack, after actions resolve
you may place Trevor Fitzroy and up to one adjacent friendly
character anywhere on the map as long as they remain adjacent.
#044 Bonebreaker

V¢ Tank ChassisBonebreakeignores hindering terrain for
movement purposes and automatically breaks away.

?Tank Treads:Bonebreaker can use Running Shot. If he uses
Running Shot to move along a straight horizontal or vertical path,
he doesn't halve his speed value.

#045 Vulcan

Omaa-Level Energy AbsorptionModify Vulcan's attack and
damage values by +1 for each time he was targeted by a ranged
combat attack since your last turn.

%Sway, Darwin, PetraVulcan can use Incapacitate, Perplex
and Quake.

#046 Juggernaut
27 The IrresistibleForce: Juggernaut ignores hindering terrain
for movement purposes, and automatically breaks away.

3-{ Mystical Helmet:At the beginning of the game, place a Helmet
token on this card. While that token is on this card, Juggernaut
modifies his defense value by and can't be targeted by
Incapacitate, Mind Control, and Penetrating/Psychic Blast. When
Juggernaut takes 3 damage from a single attack, remove that
token.

(%Nothing Can Stop the Juggernautluggernaut can use

Charge and doesn't halve his speed valuemitising it. When he
moves due to his own action along a straight horizontal or vertical
path, he ignores all terraifor movement purposexcept elevated
terrain for that action. After actions resolve, destroy each wall and
square of blocking terrain cesed by his path of movement.

#Q47 Phoenix

3-{ The Phoenix RebornOnce per game, when Phoenix would be
KO'd, instead heal her to click number 8.

%Phoenix of ResurrectionPhoenix can use Support. After
actions resolve, heal her of damage equal to the damegled by
her use of Support.

#048 Storm

%The Weather WitchWhen Storm occupies a square of outdoor
terrain, modify her damage and range values by +1 and she

pOSSGSSG@ @

#049 Archangel
%7 The Fourth Horseman: DeathModify Archangel's combat
values by +1until the end of the turn for each opposing character

KQO'd this turn.

#050 Armor
{«;I Can Take the Hit: Armor can use Defend.

#051 Hulk

77 The Second Horseman: WaModify Hulk's attack value by
+1 until the end of the turn for each opposing character who took
damage from an attack this turn.

ﬁHere‘s Your Friend Back:Give Hulk a close combat action

that deals no damage. If it hits a character, place the target in a
square adjacent to an opposing character who is within 10 squares
and line of fire. Then make a ranged combat attack against that
second opposing character, even if that attack would normally be
illegal. If this second attack hits, deal both characters 3

penetrating damage.

%Brainwashed:Friendly characters may target Hulk with Mind
Control.

#(_)52 Wolverine

% The Fourth Horseman: DeathModify Wolverine's combat
values by +1 until the end of the turn for each opposing character
KO'd this turn.

?Death Comes Siftly: Wolverine can use Charge and Flurry.

%Brainwashed:FriendIy characters may target Wolverine with
Mind Control.

#053 Magneto

77 Magnetic Field: Magneto can use Energy Shield/Deflection.
When Magneto uses the Carry ability, he can carry up to 4
charactes. Modify Magneto's combat values by +1 if he's

occupying a square that contains a debris marker.

4? Magnetic Mastery:Give Magneto a power action. Magneto
can use Telekinesis twice as a free action. If Magneto uses
Telekinesis option 3, increase the damdgalt by 2.

OMagnetic Shield:Magneto can use Toughness. Characters
halve their range values when Magneto is one of the targets of
their attack.

#054 The Captain

$Hm Probably Not Sober Enough To Pay Attentionon
optional) When The Captain is targetey an opponent's Outwit

or Perplex, roll a d6 that can't be rerolled. On a roll eb64he
ignores that use of Outwit or Perplex. On a roll of 1, that use of
Outwit or Perplex counters all of his powers and combat abilities
or modifies all of his combat liges, respectively.

#_055 Cable/Deadpool

WFour Guns are better than
Cable/Deadpool can use the Sharpshooter ability. They can make
ranged attacks against nonadjacent targets when they are adjacent
to an opposing character.

fl Hope This Is The 'Good' Kind Of Alternate Universe:
Cable/Deadpool can use Phasing/Teleport. When Cable/Deadpool
uses Phasing/Teleport, roll a d6 that can't be rerolled. If you roll a
1-3, opposing characters modify their defense values by +1 this
turn. If you roll a 46, opposing characters modify their defense
values by1 this turn.

WDon't Screw Everything Up Like Usuallf Cable/Deadpool
use Phasing/Teleport when they have no action tokens, after
actions resolve they can use the duo attack ability faseaaction.

%Choose Me! I'm Way Cooler(non-optional) Once per game
when this power is first revealed, choose Cable or Deadpool and
this character hasﬁ. If you chose Cable, this character can use
Penetrating/Psychic Blast and Telekinesis and modifs hi
damage value by +2. If you chose Deadpool, this character can
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use Perplex and Regeneration and modifies his attack value by +2.
This power can't be countered.

#056 Colossus/Wolverine

[fFastbalI Special:Give Colossus/Wolverine a ranged combat
action as ifthey have a range value of 8. If that attack hits, after
actions resolve you may place Colossus/Wolverine adjacent to the
target character and then give them a close combat action as a
free action, modifying their damage value by +1 for that attack.

OWhich One'll It Be, Bub?: At the beginning of your turn,
choose one: Heal Colossus/Wolverine of one damage; or
Colossus/Wolverine can use Invulnerability until your next turn.

#057 Cyclops/Phoenix

WSlym and ReddGive Cyclops/Phoenix a power action. They
can hen be given up to two free actions to use Force Blast and
Telekinesis, once each.

%Rigorous Trainers:Cyclops/Phoenix can use Leadership and
Enhancement. When using Enhancement, the adjacent friendly
character also modifies its attack value by +1.

#058 Ganbit/Roque

3¢ Final Kiss: Once during the game on your turn, as a free

action you may choose that Gambit/Rogue can't use the duo attack
ability or special powers for the rest of the game. If you do, heal
Gambit/Rogue 2 clicks and remove all action tokens filmem.

%@Sugah and SpiceGambit/Rogue can use Force Blast and
Penetrating/Psychic Blast. When they use either one, after actions
resolve they may use it again as a free action if they take 1
unavoidable damage after that resolves.

%Charming RoguesGambifRogue can use Outwit targeting

only adjacent characters. If they do and they counter a standard
power, Gambit/Rogue can use that countered power until your next
turn.

#100 Jamie Madrox

77 Worldly Dupes:As you reveal your force or when Jamie
Madrox is placd on the map, choose one of these keywords:
Celebrity, Detective, Martial Artist, Police, Politician, Reporter,
Scientist, Soldier, Spy, or Warrior. Jamie Madrox possesses that
keyword this game.

#101 Psylocke
7 Subtle Manipulation: Psylocke can use Mind @tol and

Stealth.

#102 Cable

%Lord Protector of ProvidenceCable can use Barrier, Defend,
Leadership, and the Flight ability.

#103 Deadpool

77 Also, I'm Un-Inebriatable: Deadpool ignores Poison and can't
be the target of Mind Control or Penetrating/PsycBiast.

ﬁNew Writer: At the beginning of the game, choose one:
Deadpool can use Ranged Combat Expert and Combat Reflexes or
Deadpool can use Close Combat Expert and Energy
Shield/Deflection. He can use those powers as long as he can use
this special power.

#104 Archangel

ﬁRazor Wings:Archangel can use Blades/Claws/Fangs.
Archangel can be given a close combat action as a free action
instead of a close combat attack while using Hypersonic Speed.

#201 Pestilence

< The First Horseman: Pestilenceviodify Pestilece's damage
value by +1 for each opposing character who took damage from
Poison this turn.

ﬁPlague:Pestilence can use Poison, and deals penetrating
damage while using it.

%Infect: At the end of your turn, each character that took
damage from Poison that turn deals 1 damage to each character
adjacent to them and not friendly to you.

#202 War

7 The Second Horseman: WamModify War's attack value by
+1 until the end of the turn for each opposing character who took
damage from an attack this turn.

%Fight: War can use Energy Explosion. When he uses it and hits,
a hit character can't be given any actions during its next turn
except for close combat actions and ranged combat actions.

#_203 Famine

% The Third Horseman: FamineOpposing characters with two
action tokens modify their defense valuehy

V"@Starve:At the beginning of your turn, if Famine has no
action tokens, you myagive Famine a power action. If you do, give
an action token to each adjacent opposing character.

#G01 Sentnel Mark Il

E%Hunter-Killer: When Sentinel Mark Il KO's a character,
after actions resolve remove an action token from it. If the KO'd
character possssed the Brotherhood of Mutants eMén

keyword or team ability, remove all action tokens instead.

alnstant Adaptation:Modify Sentinel Mark II's defense value by
+1 for each previous attack targeting it this turn.

~EV Incinerate: If Sentinel Mark Il rollsdoubles with a
successful attack roll, the damage dealt by that attack is
penetrating and can't be evaded.

#G02 Sentinel Mark V

\‘-.%AnalyzeContain: Sentinel Mark V can use Outwit. Sentinel
Mark V can use it normally, or Sentinel Mark V can use it
targeting ech opposing character with two action tokens that is
within 10 squares and line of fire. You may counter a different
power on each character.

ﬁFrigi -Beam:Sentinel Mark V can use Incapacitate. When it
does and hits, choose one: a hit character can't beeghdy any
game effect until your next turn; or a hit character receives two
action tokens.

#G03 Apocalypse

77 The First Mutant: Apocalypse's powers and combat abilities
can't be countered, and he can't be the target of Incapacitate.
Apocalypse can use Plasty and Shape Change.

?You Appear More WorthyOnce per game, give Apocalypse a
power action and choose two characters: an adjacent opposing
character not on its starting line and a friendly character on the
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map with a point value higher than the oppagsiiaracter but

lower than Apocalypse. The first character becomes friendly to
Apocalypse and gains the Horsemen of Apocalypse keyword. The
second character becomes friendly to the first character's force
and is healed of 1 damage.

&Survival of the Fittest Apocalypse can use Mastermind and
Invulnerability.

@Centuries of SchemingApocalypse can use Outwit.
Apocalypse deals penetrating damage to any characters who have
a power countered.

#G04 Onslaught

7 Psionic Entity: Onslaught can't be the target of other
characters's Incapacitate, Mind Control, Penetrating/Psychic
Blast, or Perplex.

ﬁReaIity Warp:Once during your turn, as a free action choose
two singlebase characters within range and line of fire and place
them in each other's squares.

&Heroic Sacrifice: When turning the dial, stop turning the dial
when this click is revealed. When this click is revealed, an
opponent may KO character(s) they control of 100 or more total
points. If they do, one of those characters deals Onslaught 1
unavoidable damage. fifiey don't, Onslaught can use Impervious.
This power can't be countered.

~EL xaviers Dark Side:Onslaught can use Outwit. When he
uses it to counter a standard power, you may counter all other
powers with the same color as the chosen power on all opposing
characters within 10 squares and line of fire.

#_GOS Nemesis

7 Life Energy Drain: Each time an opposing character takes
damage from an attack by Nemesis or Nemesis's Poison, Nemesis
may heal 1 damage.

ﬁCracked Containment UnitNemesis can use Pulse Wave. If
he does, he doesn't halve his range value, and his damage value
becomes his printed damage value and is locked.

@Bio Nuclear Blast:Give Nemesis a power action. Draw a
straight horizontal or vertical line of fire to any single square
within Nemesis's rangand line of fire, ignoring other characters
for line of fire purposes. Make a ranged combat attack that does
not target, and compare the result to each character occupying a
square along that line of fire, or a square adjacent to that line of
fire but stll within his range. Each character hit is dealt 3 damage.

#GO06 Frost Giant
_; Dust of Enchanted StonefFrost Giant can use Incapacitate as
if he had a range value of 8 ar"sv’:"gv’ "sv’

ﬁSpear Throw:Once per game as a ranged combat action,
Frost Giant can modify his attack and damage values by +3, and

then make a ranged combat attack as if he had a range value of 10.

ﬁélllusionary Might: Frost Giant can use Perplex only to
modify an attack, defensea, @amage value by +2 o2. When the
target of his Perplex attacks or becomes the target of an attack,
before the attack roll, you roll a d6. On a roll of3] the effect

from this Perplex ends immediately.

#G07 Apocalypse
¢ Eternal Schemestf an opposingsharacter within 4 squares
uses Outwit, you may place an action token on that character after

actions resolve.

ﬁéMaster Manipulator: Apocalypse can use Shape Change

and Telekinesis. When he uses Telekinesis (option 1) and hits an
opposing character with ell of doubles, deal that character
damage equal to Apocalypse's damage value after actions resolve.

#G08 Sentinel Mark |l

77 To play Sentinel Mark Il at the Experienced level (300 points),
its dial starts the game at the blue starting line. To play that
Rookie level (100 points), its dial starts at the yellow starting line.

1 Coordinated CaptureWhen an opposing character with zero

action tokens is within 8 squares of Sentinel Mark Il and is hit by
anoth friendly character with the Robot keyword, yaay place

an action token on the opposing character after actions resolve.

~E) secure and DestroySentinel Mark Il can use Outwit. When
Sentinel Mark Il hits an opposing character, increase the damage
dealt by +1 for each action token on the hit character.

#G09 Sentinel Mark V

7 To play Sentinel Mark V at the Veteran level (300 points), its
dial starts the game at the red starting line. To play it at the
Experienced level (150 points), its dial starts at the blue starting
line.

¢ Coordinated AssaultOnce per turn, when another friendly
character with the Robot keyword hits an opposing character,
Sentinel Mark V may make a close or ranged combat attack
against the hit character as a free action after actions resolve.

t-ERCapture CablesSentinel Mark V &n use Flurry and
Plasticity. Once per turn, when Sentinel Mark V hits an opposing
character with a ranged combat attack, you may place that
character adjacent to Sentinel Mark V after actions resolve.

#G10 Onslaught

DI Take the Power | DesireOnslaughtcan use Invulnerability
and Regeneration; when he uses Regeneration, he heals a
minimum value equal to the number of adjacent opposing
characters with action tokens and a maximum of 4. This power
can't be countered.

#G11 Nemesis

7 I've Been Stealing Your lfe-Energy: At the end of your turn,
if Nemesis damaged an opposing character this turn, roll a d6; on
a result of 36, heal Nemesis of 1 damage.

\‘-EEThe Clock is Ticking:Nemesis can use Running Shot. When
he uses Running Shot, don't halve his speed value.
#G12 Frost Warrior

PA¢ Unstoppable as a GlacieErost Warrior can't be the target of
Incapacitate and can use the Giant Reach ability.

ﬁlcy Blow: When When Frost Warrior rolls doubles for an
attack roll, give a hit character an action token.
Green Lantern

#001Green Lantern
%Contain Parallax: Green Lantern can use Batrrier.
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#002 Hal Jordan

%Alter Ego:Green Lantern:Give Hal Jordan a power action,
and replace this character withg'l_ #001 Green Lantern on its
orange starting line. Existing action tokens on thiamcter and

action tokens for this action are applied to the replacement. No
pushing damage is dealt by this action.

%Yeah, Ladies, I'm a Test PilodWhen Hal Jordan is carried by

a character with ~= or § modify that character's speed
value by +3.

#003Kilowog
—

‘*gTough Drill Instructor: Other friendly characters that share
a keyword with Kilowog and are within 4 squares modify their
attack values by +1.

#QO4 TomarRe

77 A Tour of Oa:Add 1 to your roll to determine the first player
for each friendly charactewith the Green Lantern Corps keyword.

#QO? Abin Sur

W Passing the PowerVhen Abin Sur is KO'd, choose a friendly
character that's 150 points or less. For the rest of the game,
modify that character's attack and defense values by +1.

#009 Salaak

<%Brillia nt Administrator: Salaak can use Perplex. He can use it
normally, or he can choose to target each friendly character within
10 squares and line of fire that shares a keyword with him.

Green Lantern Fast Forces

#004 Sinestro

3¥The End of Willpower, the Begining of Fear: If Sinestro
possesses this power after taking pushing damage, place a fear
token on this card. Sinestro modifies his attack value by +1 for
each fear token on this card. If Sinestro is healed, remove all fear
tokens from this card.

#006 Ain Sur

—

~=:Always Uses a Shigf Abin Sur carries only one character,
he can carry any single base character regardless of their combat
symbols.

Hammer of Thor Fast Forces

#001 Fandral

Watch Each Other's BackWhen turning the dial, if there is
another frendly figure with the Warriors Three keyword within 3
squares and this click is revealed due to damage taken from an
opponent's attack, stop turning the dial.

#002 Hogun
Watch Each Other's BackWhen turning the dial, if there is

another friendly figure Wth the Warriors Three keyword within 3
squares and this click is revealed due to damage taken from an
opponent's attack, stop turning the dial.

#003 Volstagg

4‘%Watch Each Other's BackWhen turning the dial, if there is
another friendly figure with the Waors Three keyword within 3
squares and this click is revealed due to damage taken from an
opponent's attack, stop turning the dial.

#(_)06 Loki
¢ Deceitful One:Loki can use Shape Change.

Captain America

#002 Howling Commando

%Minion: Wait to Shoot Til | Tdl Ya: If a friendly character
named Nick Fury is within 8 squares, Howling Commando can use
Ranged Combat Expert.

#003 HYDRA Agent

77 Minion: Cut Off One Limb:If a friendly character of 40 or

more points and with the HYDRA keyword is within 8 squares
when this character is KO'd, you may deal one of those characters
1 unavoidable damage. If you do, plac@ #003 HYDRA Agent

in your starting area.

#004 S.H.I.E.LD. Specialist

$Minion: Remember Your Emergency Traininglf a friendly
character with the S.H.1.E.L.D. keyword and a higher point value
is within 8 squares, S.H.l.LE.L.D. Specialist can use Support.

#005 S.H.I.LE.L.D. Agent

3#Minion: Remember Youmnfiltration Training!: If a friendly
character with the S.H.I1.E.L.D. keyword and a higher point value
is within 8 squares, S.H.I.E.L.D. Agent can use Stealth.

#006 Black Widow
77 Spy to the CoreBlack Widow can use Stealth.

#007 Adaptoid

ﬁTrading PlacesWhen Adaptoid hits a singllease character

with a close combat attack, after actions resolve Adaptoid and the
hit character may be placed in each other's squares.

#008 Stonewall

OAbsorbing the EnvironmentWhenever Stonewall occupies
clear terrain, he can se Toughness. Whenever Stonewall occupies
hindering terrain, he can use Invulnerability.

#009 Slingshot
v Bounceback:Slingshot can use Hypersonic Speed. When she

uses it, after actions resolve, deal her 1 unavoidable damage if she
does not occupy the sqeeshe occupied when given the power
action.

#010 Mentallo
77 Mental Radar SenseMentallo ignores other character's
Stealth.

#012 Diamondback

?Well-Balanced Attack:Diamondback can use Running Shot. If
she uses it and hits, after actions resolve she may optetwo
squares as a free action.

#014 Luke Cage

OBuIIetproof Skin: Luke Cage can use Willpower and
Toughness. When a character attacks Luke Cage with a ranged
combat attack, he can use Invulnerability instead of Toughness.

#017 Richard Fisk

OSupreme HYORA, For Now: Once during your turn as a free
action, choose the highest point friendly character with the
HYDRA keyword. The chosen character can use Mastermind until
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your next turn, but only to deal damage to characters with the
HYDRA keyword or team dity.
#018 Maria Hill

%S.H.I.E.L.D. Director, For Now:Once during your turn as a

free action, choose the highest point friendly character with the
S.H.LLE.L.D. keyword. The chosen character can use Enhancement
until your next turn, but only to affect cteaters with the

S.H.LLE.L.D. keyword or team ability.

#019 Yelena Belova

37 Play All the SidesWhen you reveal your force, choose either
HYDRA or S.H.L.E.L.D. Yelena Belova possesses that keyword and
team ability this game.

#020 SupetAdaptoid

%Kubik Powerel (nonoptional): SuperAdaptoid possesses the
Power Cosmic team ability and tlﬁe damage symbol.

ﬁPower TemplateAt the beginning of your turn, choose a
standard attack power that an opposing character within 3 squares
can use. Supehdaptoid can use thigoower until your next turn.

%Adaptoid SpawnAt the beginning of your turn, choose one:
This turn, modify Supehdaptoid's damage value by the number of
friendly characters named Adaptoid within 3 squares; or this turn,
modify the damage values of friqjpdharacters named Adaptoid

by +1 when they are within 3 squares.

#021 Phobos

God of Fear:Phobos can use Force Blast. When he does, on a
result of 46, after actions resolve, the affected character becomes
friendly and may be immediately given an actigra free action,
and then becomes friendly to its previous controller's force.

#023 Nick Fury

WYou Have Your Orders, Now MoveNlick Fury can use

Stealth. When you give Nick Fury a move action, at the end of the
turn, remove an action token from another friendly character that
was given a move action this turn and possesses the Howling

Commandos, Secret Warriors, or S.H.I.E.L.Byword.

#024 Doorman
3 Hop In!: Doorman can use the Carry ability.

ﬁDoorway Through Me:Once during your turn, you may give
Doorman a free action and choose a wall or square of blocking
terrain adjacent to him. Until your next turn, characters can
ignore that wall or square of blocking terrain for movement
purposes.

#025 Sin

77 Brainwashed, AgainOnce per turn, if Sin has exactly one
action token, you may give a power action to a friendly character
within 8 squares that can use Mind Control, or is named eithe
Crossbones or Red Skull. If you do, give Sin one action as a free
action.

#027 Nightshade

%Werewolf SerumAt the beginning of your turn, you may

choose an adjacent character. That character can use
Blades/Claws/Fangs and possesses Battle Fury butathaik
Nightshade. When rolling a d6 for Blades/Claws/Fangs, the chosen
character subtracts 1 from the result, minimum 1. These effects last
until your next turn, even if this power is countered or lost.

#028 Batroc

?'Leeping' Kick: Batroc can use Leap/Climb. After he resolves
a move action, he may make a close combat attack as a free action.

%Savate MasterBatroc can use Flurry, but only to attack
characters that can't use Combat Reflexes or Leap/Climb.

#029 Klaw

ﬁSoIid Sound Consticts: Klaw can use Barrier. When he does,
after actions resolve, as a free action you may make a single close
combat attack that targets each opposing character adjacent to
any blocking terrain markers just placed by Klaw. Divide the
damage value amongethit targets.

Olntangible Sound Form:Klaw can use Super Senses and
Toughness.

#030 Falcon

g Redwing:Falcon begins the game with Redwing attached.
While Redwing is attached, Falcon can use Super Senses. When
Falcon is KO'd, remove Redwing from the map.

~{ Fly, Redwing, Fly:Give Falcon a power action and remove
Redwing from Falcon and place him in an adjacent square.
Redwing becomes a bystander token as described on the back of
this card.

¢ Patriotic Duo: When a friendly character named Captain
America is adjcent to Falcon, they both modify their attack values
by +1 if not already modified by this effect.

. Redwing:\‘-—glo (Charge);%?g; Ol? (Super Senses%éz;
of

#(_)31 Steve Rogers

74 The Focal Point:Steve Rogers can use Leadership. Adjacent
friendly characters witlthe Avengers keyword can use the
S.H.LLE.L.D. team ability. Friendly characters with the
S.H.LLE.L.D. keyword who begin an action adjacent to Steve
Rogers can use the Avengers team ability for that action.

#032 Scorpion

%Genetically ResistantScorpion ignores other character's
Poison. When Scorpion would be dealt 3 or more damage by a
ranged combat attack, she can use Invulnerability.

#033 Scientist Supreme

ﬁBreakthrough: Scientist Supreme can use Perplex, but can
only target characters with the Scientigtyword.

%Science is SupremeScientist Supreme can use Outwit. She
may use it normally, or she may use it targeting any opposing
character within 5 squares but not within line of fire.

#034 Quake

ﬁThey All Fall For Me: Quake can use Quake. When she does,
she treats opposing characters up to 2 squares away as if they
were adjacent and after actions resolve, deal 1 penetrating
damage to any one character that was hit.

%Bring Down the HouseGive Quake a power action. Destroy
all walls and blocking terrainttat Quake could legally target with
a close combat attack when given this action.
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#035 Hellfire

%Mystical Hellfire Chain: Hellfire can use Energy Explosion
and Exploit Weakness. When he uses Energy Explosion, he deals
penetrating damage.

#037 Black Panther

¢ With My Queen By My Sidelf a friendly character named
Storm is on the map, Black Panther and Storm can both use
Support, but can use it only on each other.

%Always One Step AheadBlack Panther can use Outwit. This
power can't be countered.

#038 Cobra

37 Slithery Duo: Cobra can use Plasticity. When a friendly
character named Mister Hyde is adjacent to Cobra, they both
modify their attack values by +1 if not already modified by this
effect.

?No EssssscapeCharacters using Hypersonic Speed or
Leap/Climb ca't automatically break away from Cobra, but they
add 2 to their breakaway rolls.

#039 Eel
OEIectric Discharge:Eel can use Energy Explosion.

#Q40 Captain America

74 Captain America's ShieldCaptain America begins the game
holding The Shield. Captain Amegican use Super Strength but
only to pick up and hold The Shield. Captain America does not use
The Shield while making close combat attacks. While The Shield is
being held by Captain America, he can use Energy
Shield/Deflection and Running Shot.

L The Shiet: Light Object: The Shield can't be destroyed, only

#040 Captain America can hold or pick up The Shield. When
used in a ranged attack, Captain America may target up to two
characters and deals 3 damage to each hit character. After any
attack using Thel$eld resolves, place it in a square adjacent to a
target's square. This object does not count towards your force.

#041 Mr. Immortal

74 Dying is What | Do Best!:When Mr. Immortaivould beKO'd,
instead of being defeated remove him from the map, place a
spedal terrain marker in the square he occupied and turn his dial
to click #9. Other characters can't occupy the square with the
special terrain marker. At the beginning of your turn, if Mr.
Immortal is removed from the map in this way, heal him of 1
damageWhen click #6 is revealed, remove the special terrain
marker and place him in that square. Victory points are only
awarded for Mr. Immortal if he is removed from the map at the end
of the game.

77 I'm No Man's Patsy. Or Woman's!The Mastermind power
can't ke used to transfer damage to Mr. Immortal.

#042 Crimson Dynamo

ﬁHigh-Frequency Electrical BoltsCrimson Dynamo can use
Penetrating/Psychic Blast. When using it to target a character with
the Armor or Robot keyword, modify that character's defense value
by-2.

#Q43 Darkstar

77 Envelop in DarknessOnce during your turn, Darkstar can
use Smoke Cloud as a free action.

UDarkforce Manipulation: Darkstar can use Barrier and
Toughness.

#045 Fixer
¢ Treacherous DuoWhen a friendly character named Mentallo

is adjacent to Fixer, they both modify their attack values by +1 if
not already modified by this effect.

ﬁCobble Any Object Into a WeapoiGive Fixer a power action
when he occupies a square with an object. Replzateobject with

any light or heavy special object you own from outside the game
that's not already on the map or being held and has an equal point
value.

#046 Gorgon

ﬁGodkiller: Gorgon can use Blades/Claws/Fangs and Exploit
Weakness. When attacking a @wer with the Deity or Mystical
keywords, Gorgon may reroll the d6 roll for Blades/Claws/Fangs
once.

3¢stone GazeGorgon can use Energy Explosion with a range of
6. When he does, you may give each hit character less than 100
points an action token in adibn to the normal effects.

#047 Dirk Anger
77 Insane LeadershipDirk Anger can use Leadership. Other
characters can't use Leadership. Opposing characters within 4

squares of Dirk Anger can't use team abilities.

4? Unusual Weapons of Mass DestructioAdjacent friendly
characters that currently possess a special power modify their
attack values by +1.

#048 Quasar

77 Impenetrable Mental Shieldswhen a target of Mind Control
or Penetrating/Psychic Blast, Quasar modifies his defense value by
+2.

—

‘-§3Quantum Teleportation:Quasar can use Phasing/Teleport.
When he does, if he moved 5 squares or less, after actions resolve
he can make a ranged combat attack at half range as a free action.

OQuantum ConstructsQuasar can use Barrier, Defend, and
Invulnerability.

#049 Maelstrom

¢ Kinetic Energy Drain: Opposing characters that are given a
nonfree action within 8 squares of Maelstrom modify their speed
value by-2 for that action.

OKinetic Backlash:Maelstrom can use Impervious. When he
rolls a d6 for Impervious frordamage dealt by an attack, on a
result of 5 or 6, the attacker is dealt 1 unavoidable damage after
actions resolve.

%The Rest of the Universe Stops For Me (nonoptional):
Maelstrom possesses tﬁadamage symbol. Each time an
opposing character takes damdgem a ranged combat attack
made by Maelstrom, you may heal him of 1 damage and the hit
characters cannot be moved during their next turn.

#050 MODOK

7 All Head: MODOK can't use the Carry ability.

ﬁPsychic BombMODOK can use Pulse Wave. When he does,
choo® a keyword that MODOK possesses. Friendly characters
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with the chosen keyword are not affected by this use of Pulse
Wave.

#051 Scorpio

7 Master of the ZodiacScorpio begins the game with the Zodiac
Key placed on the map by an opponent into a clear squdeast
five squares from any starting area. Scorpio automatically rolls a
6 when rolling for the Zodiac Key. When Scorpio is KO'd, remove
the Zodiac Key from the game. Scorpio can use Energy
Shield/Deflection and Penetrating/Psychic Blast while the Zodiac
Key is on his character card.

‘QZodiac Key:Immobile. This object can't be destroyed. Once

per game per character, give a character occupying Zodiac Key's
square a power action and roll a d6 that can't be rerolled. On a

roll of 6, place this object on thaharacter's character card.

Modify that character's combat values by +1 and that character
can use Probability Control if it cannot already. When that
character is defeated, place this object in the square that character
last occupied. This object doestmwount towards your force.

#052 Red Skull

AS Captain America's Cloned BodyRed Skull can use Close
Combat Expert and Leadership.

ﬁDust of Death:Red Skull can use Poison. When using it,
adjacent opposing characters less than 100 points or named
Captain Amedca are dealt 2 damage instead.

3#Tactical Genius of the Reichif an opposing character within 8
squares is adjacent to 2 or more characters friendly to Red Skull,
modify the opposing character's defensely

#QS3 Baron Strucker

¥ HYDRA Sees AllEach fiiendly characters possessing the
HYDRA keyword or team ability may ignore one other friendly
character possessing the HYDRA keyword or team ability for line
of fire purposes once per round.

ﬁSatan Claw:Baron Strucker can use Blades/Claws/Fangs and
EnergyExplosion. When a character takes damage from Baron
Strucker's attack using Blades/Claws/Fangs, deal 1 damage to
each character opposing to Baron Strucker adjacent to that
character.

%Death Spore VirusBaron Strucker can use Poison. When
using it, adjacehopposing characters 100 points and greater or
named Nick Fury are dealt 2 damage instead.

#054 Baron Zemo

77 Master of the MastersWhenever a friendly character uses the
Masters of Evil team ability, roll a d6 that can't be rerolled. On a
result of 46 the team ability does not deal 1 unavoidable damage
for this action.

#0565 Kitty Pryde
"Shadowcat:Kitty Pryde can use Phasing/Teleport and Stealth.
She can use Toughness when targeted by a close combat attack.

ﬁOut of the Walls:Kitty Pryde ignores walls foadjacency
purposes when making close combat attacks.

%Massive Disruption:When Kitty Pryde moves due to her own
action, after actions resolve you may remove from the map any
objects occupying her square, an adjacent square, or being held by
an adjacent caracter.

#(_)56 Squirrel Girl

- Monkey Joe:Squirrel Girl begins the game with Monkey Joe
attached. While Monkey Joe is attached, Squirrel Girl can use
Super Senses. When Monkey Joe is KO'd, reattach him to Squirrel
Girl. When Squirrel Girl is KO'd, remove Monkey Joe from the
map.

< Run, Monkey JoeRun!: Give Squirrel Girl a power action
and remove Monkey Joe from Squirrel Girl and place him in an
adjacent square. Monkey Joe becomes a bystander token as
described on the back of this card.

e Monkey Joe:?s (Leap/CIimb);ﬁS; Ol6 (Super Senses);
341; of

#(_)57 Invisible Woman

%< Invisible Barrier: Invisible Woman begins the game without
the Invisible Barrier. If the Invisible Barrier is attached, Invisible
Woman and adjacent friendly characters can use Energy
Shield/Deflection. The Invisible Barrier remainsaghed to
Invisible Woman until she takes damage from an opponent's
attack.

ﬁShields Up!:Invisible Woman can use Barrier. When she does
so, attach the Invisible Barrier to her after actions resolve.

%You Can't See What | Inwisibld b o u t
Woman can use Force Blast, Penetrating/Psychic Blast, and
Telekinesis. If the Invisible Barrier is attached, modify her range
value by +2.

#058 Human Torch

¥ Nova Flame:Human Torch begins the game without the Nova
Flame. If the Nova Flame is attached, HumBorch can use

Poison and modifies his damage value by +1. The Nova Flame
remains attached to Human Torch until he takes damage from an
opponent's attack.

ﬁNova Blast:Give Human Torch a double power action. Human
Torch can use Pulse Wave as a free actbut the damage value
becomes 3 instead of 1 if a line of fire can be drawn to two or more
other characters. Attach the Nova Flame to him when this action
resolves.

OFiery Corona: Human Torch can use Energy Shield/Deflection.
If the Nova Flame is attachefluman Torch can also use
Toughness.

#059 Weapon X

- Breaking Out of the TankWeapon X begins the game with
the Fluid Tank attached. As long as the Fluid Tank is attached,
Weapon X can't be moved, placed, targeted, assigned an action, or
damaged, and ahe beginning of your turn, turn his dial once to
the right. As long as the Fluid Tank is attached, any opposing
character occupying an adjacent square may be given a power
action to turn his dial once to the left. When click #5 is revealed,
remove the Fld Tank. At the beginning of your turn, if you
control no other friendly characters, click Weapon X to click #5
and remove the Fluid Tank.

#(_)60 Captain America

-{ Thawing From the Ice:Captain America begins the game with
the Ice Sheath attached. As longlaes kce Sheath is attached,
Captain America can't be moved, placed, targeted, assigned an
action, or damaged, and at the beginning of your turn, turn his dial
once to the right. As long as the Ice Sheath is attached, any
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opposing character occupying an adgnt square may be given a
power action to turn his dial once to the left. When click #5 is
revealed, remove the Ice Sheath. At the beginning of your turn, if
you control no other friendly characters, click Captain America to
click #5 and remove the Ice &tth.

%Second DeflectionWhen Captain America targets a character
with a ranged combat attack, he may target an additional
character within 3 squares and line of fire from the first character,
and divide the damage between the hit characters. The second
character does not have to be within Captain America's range or
line of fire.

#0621 Capwolf

¢ King of the WerewolvesCapwolf can use Leadership. When
he does and rolls a 6, in addition to the normal effects you may
remove an action token from himself or atjegent character with
the Animal keyword.

#063 Rojhaz
77 Living in Harmony with Nature: Rojhaz can use Stealth,
ignores other character's Stealth, and ignores hindering terrain for

movement purposes.

Pid Can Track Anything: Give Rojhaz a power action and
choose an opposing character within 3 squares and line of fire.
That character can't use Stealth this turn.

#100 Nick Fury LMD

7 Life Model Decoy:Whenever a friendly character named Nick
Fury would be KO'd by an opponent's attack, instead of being
defeated, gu may turn his dial to his last negfO click and KO

this figure instead. If you do, place that Nick Fury in this square.

#_101 Red Guardian

3¢ Soviet Duo:When a friendly character named Black Widow is
adjacent to Red Guardian, they both modify their atizadkes by
+1 if not already modified by this effect.

#i102 Bob, Agent of HYDRA

l_fl'm Really Good at Hiding Behind Otherstines of fire drawn
to Bob, Agent of HYDRA are blocked if he's adjacent to a friendly
character that's either 150 points or more or nanizeadpool.

%Cowardice is my Attack! Your Accidental Death is my

Victory!: As long as Bob, Agent of HYDRA is not within 3 squares
of an opposing character, he can use Probability Control, but only
during an opponent's turn.

#103 Gabe Jones

‘%The Heart andSoul: Other friendly characters with the
Howling Commandos or S.H.I.E.L.D. keyword modify their speed
values by +1.

#_104 "Successful" Dirk Anger

- Brains! They're What's For Dinner:"Successful” Dirk Anger
can use Steal Energy, but he heals equal to thaiataf damage
taken by the opposing character instead of 1.

#105 Madame Hydra

%Psychedelic Presencéladame Hydra can use Perplex. She
can use it normally, or if she targets a friendly character with the
HYDRA keyword or possessing the Hydra team abdlftg,can
modify a combat value by +2, except damage.

#208 Red Skull

%Steve, Is That You?Red Skull can use Perplex and Shape
Change.

#_209 Sin

¢ Killer Duo: When a friendly character named Crossbones is

adjacent to Sin, they both modify their attack valuesbif not
already modified by this effect.

2011 Promo Figures

#D-001 Wonder Woman

77 Bullets and BraceletsWonder Woman can use Energy
Shield/Deflection. When Wonder Woman is the target of a ranged
attack, she can also use Super Senses.

ﬁ Lasso CaptureWhen an opposing character takes damage
from Wonder Woman's attack, that character can't break away
(even automatically) during its next turn if Wonder Woman is
adjacent to it.

3#Princess of the Amazon&Nonder Woman can use Perplex. If
she targets anotheriémdly character with the Amazon keyword
with Perplex, she can use it normally or modify any combat value
by +2 or-2 except damage.

#M-001 Moonstone

W Intangible Attack: Moonstone ignores blocking terrain for
movement purposes.

Street Fighter

#001 Ken

ﬁShcxyureppa:Give Ken a double power action. He makes a
close combat attack modifying his damage value by +3.

#002 Ryu
ﬁShinku Hadoken:Give Ryu a double power action. He makes

a ranged combat attack modifying his damage value by +3.
#003 Blanka

¢ Block: When Blanka has no action tokens, modify his defense
value by +1.

%Lightning Cannonball: Give Blanka a double power action.
Blanka deals 1 penetrating damage to each adjacent opposing
character.

#003b Blanka

%Mirror Claw: Blanka can use Blades/Claws/Fangs

#005 Zangief
77 Block: When Zangief has no action tokens, modify his defense
value by +1.

#005b Zangief
ﬁMirror Spin: When Zangief makes any close combat attack, he

can target all adjacent opposing characters and divide the damage
among the hit targets.
#006 E. Honda

77 Block: When E. Honda has no action tokens, modify his
defense value by +1.

1547



ﬁSuper Killer Head Ram@Give E. Honda a double power
action. E. Honda makes up to three close combat attacks as free
actions.

#007 Guile

© Sonic Boom:Guile can use loapacitate. In addition to the
normal effects, a hit character is dealt 1 damage.

#008 ChunLi

ﬁSenretsukyakuGive ChunLi a double power action. She can
use Flurry as a free action, and when she does, she may use
Probability Control for each attack.

#00&% Chun-Li

4‘%Mirror Jump: ChunLi can use Leap/Climb and the Carry
ability.

#009 Cammy

UCannon Spike:When a character who didn't begin the turn
adjacent to Cammy attacks her, modify her defense value by +2. If
a character misses Cammy with one or more &ttadeal 1

damage to that character after actions resolve.

#009b Cammy

Mirror Cannon Spike: Modify Cammy's attack value by +1 for
each adjacent opposing character.

#011 Fei Long
77 Block: When Fei Long has no action tokens, modify his defense
value by +1.

ﬁShienkyaku:Fei Long can use Quake. When he does, you may
choose to have him deal 1 penetrating damage to each hit
character instead of the normal damage.

#012 T. Hawk

77 Block: When T. Hawk has no action tokens, modify his defense
value by +1.

ﬁCondor Dive:If T. Hawk is given a move action while

occupying hindering or elevated terrain, he can ignore hindering
and elevated terrain for movement purposes and may make a close
combat attack as a free action after the action resolves if he
occupies a clear grouredi square.

#Ql3 Balrog

77 Block: When Balrog has no action tokens, modify his defense
value by +1.

ﬁTurn Punch: Balrog can use Flurry. For the second attack, he
must target a different character and modifies his damage value by
+1.

#014 Vega
77 Block: When Veg has no action tokens, modify his defense
value by +1.

#016 Ken

%EX Hadoken:Give Ken a double power action. Ken makes a
ranged combat attack. After actions resolve, counter all powers
that an opposing character who took damage from this attack
possesses until your next turn.

#017 Dhalsim

%Yoga Inferno: When an opposing charactekes damage from
Dhalsim's close combat attack, after actions resolve each opposing
character adjacent to that character is dealt 1 penetrating damage.

#018 Guile

©Flash Explosion:Give Guile a power action. Move him up to 3
squares and then make a clasanbat attack with a locked
damage value of 2. A hit character receives an action token.
Damage from this attack is penetrating.

#019 M. Bison

%Nightmare BoosterGive M. Bison a double power action and
move him up to his speed value. He can use the Fllgjlity for

this action. If he moved in a straight horizontal or vertical path,
after actions resolve, deal 1 penetrating damage to each opposing
character occupying a square he moved through.

#020 Ryu
Metsu ShoryukenRyu can use Exploit Weakness.

#021Ken

ﬁTatsumaki SenpukyakuKen can use Quake. When Ken uses
Quake, after actions resolve, Ken can use the Flight ability,
automatically breaks away, and may move up to 3 squares.

#022 Akuma

Goshoryuken:Give Akuma a double power action. He can use
Flurry as a free action. If he hits at least one character, after
actions resolve he can choose a square within 6 squares and be
placed in it and then use Flurry again as a free action.

#023 Evil Ryu

%The Awakened KillerDamage dealt by Evil Ryu to characters
that share a keyword with him is penetrating damage.

#105 Guile

7Flash Kick: Give Guile a power action. Move him up to 1
square and then make a close combat attack with a locked damage
value of 1. A hit character receives an action token.

Gears Of War 2
#001 Marcus Fenix

2 Fast Reload:When Marcus Fenix rolls doubles and hits with

an attack, after the attack is resolved you can make a ranged
combat attack as a free action, modifying his damage valdg. by

\ Grenade:+2; WFrag; &smoke

#002 Dominic Santiago

%I Got Your Back:When Dominic Santiago attacks an opposing
character adjacent to another friendly character, modify his attack
value by +1.

\ Grenade:+1; é’Z,‘J?Frag

#(_)03 Augustus Cole

77 Raven GunnerAt the beginning of the game, place a
SPECIAL marker in a cl square within 10 squares of your
starting area. When Augustus Cole occupies that square, his range

value is 104747 and each target he hits with a ranged combat
attack is dealt 1 additional damage.
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ﬁThrashball Star:Augustus Cole can use Flurry. When kesu

the Throwa Grenadeability, rolls doubles and hits any opposing
character with the grenade, do not reduce the number of grenades
in the grenade pool.

N Grenade:+2; @Frag; g\*Smoke

#004 Damon Baird

pAe ScavengineerWhen Damon Baird is adjacent to an unheld
object, as a free action roll a d6; on a result e 4add a grenade
to your grenade pool and remove the object from the game.

?You Gonna Just Lay There and Bleed All DayRamon
Baird can use Support. Give DamBnird a power action; he can
move up to 4 squares and then use Support as a free action.

%Let Me Help You Help MeDamon Baird can use Perplex, but
can't target himself. When Damon Baird uses Perplex, his same
combat value is modified in the same way.

4 Grenade:+1; NSmoke

#005 Anya Stroud

3 Tactical Intel: When Anya Stroud hits an opposing character,
choose a keyword possessed by that character. Until your next
turn, all friendly characters modify their attack values by +1 when
attacking opposing charactetsat possess the chosen keyword.

OMeatshieIds and Snubshot$/odify Anya Stroud's defense

value by +2 when she is adjacent to an opposing character. When
making a ranged combat attack, she may use Probability Control
during the attack.

\ Grenade:+1; &smole

#006 Mauler
4 Grenade:+0; @Frag

#007 Locust Drone

ODrone of the Horde:Locust Drone can use Combat Reflexes
and Mastermind; when using Mastermind, the damage can be
dealt to any adjacent friendly character possessing the Locust
Horde team ability.

#QOS Kantus

77 Rewards to the FaithfulWhen a friendly character adjacent
to Kantus rolls a critical hit, add one to your grenade pool.

%Shrieking Priest:Kantus can use Perplex and Support.
! Grenade:+1; @Ink

#009 General RAAM

?Grenade ScatterWhen General RAAM is given a move action,
he can us¢he Throw a Grenade abiligs a free action after the
move action is resolved.

ﬁTroika Blasts and Clouds of KryllGeneral RAAM can use
Penetrating/Psychic Blast. Once per turn, if General RAAM has no
action tokens he can use Smoke Cloud as a free action until the
beginning of his next turn. At the end of your turn, roll a d6 for
each opposing character occupying a square containing a
hindering terrain marker placed by General RAAM, and on a
result of 56 deal the opposing character 1 damage.

o Grenade:+3; @Frag; @Ink

#010 Skorge

ﬁChainsaw Staff:Skorge can use Blades/Claws/Fangs and
Flurry. A single character can't take more than 4 damage per turn
from Skorge's attacks.

58 Grenade:+1; @Ink

HaloA

#002 Maiine

ﬁFlanking Fire: When Marine makes a ranged combat attack
targeting an opposing character that was hit by another friendly
character this turn, modify the opposing character's defense value
by-1.

# Grenade:+1; ® Flashbang

#003 ODST

%Orbital Insertion: When ODST occupies your starting area at
the beginning of your turn, he can use Phasing/Teleport this turn.
When he does, roll 2d6 and replace his speed value with his
printed speed value plus the result.

3¢And Stay Down!:ODST can use Exploit Weakness and Ranged
Combat Expert.

# Grenade:+1: @Frag; MThermite

#004 Brute
# Grenade:+3; Wrrag; ®plasma

#006 Elite

%Strafe:When Elite rolls doubles and hits with a ranged combat
attack, after the attack resolves he may automatidatbak away,
move up to 3 squares and then make a ranged combat attack as a
free action.

& Grenade:+1;: ®plasma

#007 Drone
—
~=:Ambush!: Drone can use Stealth. When Drone occupies

hindering terrain at the beginning of your turn, it can use Charge
and Running Kot this turn.

¥id Swarm Attack:Modify Drone's attack value by +1 for each
adjacent friendly character named Drone.

#008 Jackal
OSniper:JackaI can use Energy/Shield Deflection and Stealth.

%Particle Accelerator:At the beginning of your turn, roll a d6 as
afree action. On a result of 5 or 6, Jackal's line of fire ignores
walls and blocking terrain this turn.

#009 Spartan

ﬁDouble Pistol Whip:Spartan can use Flurry. After any of
Spartan's ranged combat actions resolve, if Spartan is within 3
squares of a chracter targeted during that action, place him
adjacent to that character and he can use Flurry as a free action
with a locked damage value of 1.

%SAP—HP Ammo:When a character would be dealt damage by
Spartan's ranged attack, roll a d6; on a result of Bpthe
damage dealt by the attack is penetrating damage.

& Grenade:+2;: ® Flashbang;@Frag
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#010 Spartan

ﬁScoped ShotGive Spartan a power action when he has no
action tokens; he makes a ranged combat attack modifying his
attack value by +2.

# Grenade:+2; Wrrag; ®plasma

#011 Flood Infection

ﬁSwarmFlood Infection can use Poison. Modify Flood
Infection's attack value by +1 for each friendly character adjacent
to Flood Infection or the target of his attack.

#012 Spartan
Shred ShotWhen Spartan assigns atkt 1 damage from a

ranged combat attack to each of two targets, choose one target;
damage dealt to that target is penetrating damage.

%Grenade ChaserWWhen Spartan hits a character in the target
square with a grenade, after the attack resolves he may
immaliately make a ranged combat attack targeting the same
character as a free action.

% Grenade:+1; ® Flashbang;@Frag

#013 Master Chief
%Bandolier Piercer:When Master Chief hits a target with a

ranged combat attack, if the target possesses‘% 1symbol deal
it 1 penetrating damage after the attack resolves and the target's
force decreases their grenade pool by 1.

# Grenade:+2; Wrrag; ®plasma

#014 Grunt

?Stand TogetherModify Grunt's attack value by +1 when he is
adjacent to at least one other friendly character named Grunt.

%Quickfire: When Grunt misses with a ranged combat attack,
roll a d6 after actions resolve. On a result of 6 he may make a
ranged combat attack asfree action.

#015 Grunt

ﬁStand TogetherModify Grunt's attack value by +1 when he is
adjacent to at least one other friendly character named Grunt.

%Fuel Rod Explosion:When Grunt makes a ranged combat
attack, if the attack roll is doubles and hits addcter, after the
attack resolves deal 1 penetrating damage to the target and all
opposing characters adjacent to that character.

#016 Elite

$ Concentrated FireWhen Elite makes an attack, if the attack
roll is doubles and hits, after the attack resoltiesmay
immediately make an attack against the same target as a free
action.

%Anti-Armor Ammunition:Once per turn when Elite hits a
target with a ranged attack, roll a d6; on a result eé Athe attack
deals penetrating damage.

# Grenade:+1; ® Flashbang; ‘¥ Thermite

#017 Elite Zealot
%Field Master: Elite Zealot can use Leadership and Outwit.

% Grenade:+2; @ plasma; ¥ Thermite

#018 Master Chief

‘Efél Make My Own Luck: Master Chief can use Probability
Control, but only to reroll his own attack rolls.

& Grenade:+2: é‘:")Frag; Y Thermite

#019 Spartan

ﬁExtra GrenadesWhen using a grenade, if the attack roll is
doubles and any opposing character is hit, increase the number of
grenades in your grenade pool by 2.

%Stun Shot:When Spartan hits a character with a ranged
combat atack, after actions resolve give the target an action token
if they have zero action tokens.

% Grenade:+2; EQ@Plasma; *.li'Thermite

#020 Master Chief

Soften 'Em Up:After using the Throw a Grenade ability and
hitting one or more targets, after actions resolve Master Chief may
make a ranged combat attack targeting one of the hit characters as
a free action.

% Grenade:+2; ® Flashbang;WFrag

#021 Infected Marine

P Growth of the Gravemindinfected Marine can use Steal
Energy. Modify Infected Marine's attack value by +1 for each
opposing character within 3 squares with one or more action
tokens.

#022 Infected Elite

%Camouflaged Combat Forminfected Elite can use Charge
and Stealth.

#023 Master Chief

ﬁPlasma Burst:Master Chief can use Energy Explosion and
Penetrating/Psychic Blast; when he uses Energy Explosion and
targets a single target, the damage dealt to the target character is
penetrating damage.

& Grenade:+1: @Frag

#024 Arbiter
3 Grenade:+2; . Flashbang;@Frag

#025 Flood Carrier

ﬁCarrier of the Infection: After Flood Carrier's close combat
action resolves, roll a d6; on a result of3ldeal 1 damage to each
adjacent opposing character. On a result é6,4~lood Carrig can
use Quake as a free action.

#026 Grunt

2 Sticky GrenadeGrunt canuse the firow aGrenadeability as
a ranged combat action instead of a power action.

3¥suicidal Charge:Grunt can use Charge and Quake this turn if
you decrease the number of grenadegdur grenade pool by 1.

# Grenade:+2; ®plasma

#027 Sqgt. Johnson

%On Yer Feet!:Sgt. Johnson can use Leadership and Perplex.
When using Leadership, Sgt. Johnson treats friendly characters
within four squares that share a keyword with him as adjacent.

2 Grenade:+2: WFrag; W Thermite
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#028 Cortana

ﬁElectronic Infiltrator: Give Cortana a power action, then
make a close combat attack and compare the attack total to the
defense values of all opposing adjacent characters. For each
character hit by the attack, dedhmage equal to the number of
action tokens on the character.

%Tactical DatabaseCortana can use Outwit and Support.

#029 Brute Honor Guard

Energy StaveBrute Honor Guard can use Charge and Flurry.
After it uses Flurry and actions resolve, it can usedé Blast as a
free action and all characters hit during that action are knocked
back the number of squares equal to the d6 result.

% Grenade:+1;: ®plasma

#030 Elite Honor Guard

OGuardian Defender:Elite Honor Guard can use Toughness.
Once per turn, whenreadjacent friendly character is hit by an
opposing character's attack, after the action resolves Elite Honor
Guard may deal 2 damage to the opposing character if it is
adjacent to Elite Honor Guard.

# Grenade:+2; ® Flashbang; @ pPlasma

#031 Cloaked Elite

f Camouflaged AmbushCloaked Elite can use Stealth. Give
Cloaked Elite a double power action; he can be given a close
combat action as a free action with his attack value modified by
+1 and as if he occupied any unoccupied square of hindering
terrain within 6 squares.

% Grenace: +1; EQ-‘Plasma; ‘::l.';Thermite

#032 Brute

Autofire: When Brute hits a target with a ranged combat
attack and the attack roll is doubles, after the attack resolves he
may immediately make a ranged combat attack against the same
target as a free action. Damagealt by the second attack is
penetrating damage.

&Deployable CoverBrute can use Barrier, but can only place up
to two blocking terrain markers.

#033 Cloaked Elite

ﬁRadioactive RoundsCloaked Elite can use Energy Explosion;
when he does, damage dealthe target of the attack is
penetrating damage.

& Grenade:+2; . Flashbang;‘lf‘Thermite

#034 Master Chief

%Stay On Mission‘At the beginning of the game choose a
keyword or team ability possessed by an opposing character;
modify Master Chief's attack value by +1 when attacking
characters that possess the chosen keyword or team ability.

- Grenade:+1; @Frag; YiThermite

#035 Maste Chief

%Grenade StrafeWhen Master Chief uses Energy Explosion and
hits the target character, you may decrease the number of
grenades in your grenade pool by 1 and deal 3 damage to the
target character instead. (Other hit characters are dealt damage
normally.)

# Grenade:+2; ® Flashbang

#036 Arbiter

%Inspire to Action: Give Arbiter a free action and choose a
friendly adjacent character of a lower point value. This turn, that
character can use Charge or Running Shot.

& Grenade:+1; ® Flashbang

#037 Tartarus

ﬁGravity Hammer:Give Tartarus a double power action and
choose two for this attack: Tartarus modifies his attack value by
+2; Tartarus modifies his damage value by +1; Tartarus deals
penetrating damage; or characters targeted by Tartarus cannot
use Shape Gimge or Super Senses. Then make a close combat
attack.

#038 Master Chief

?Bring Down the HammerMaster Chief can use Charge and
Leap/Climb. While using Charge, he ignores other characters and
terrain for movement purposes except indoor blocking terrain.

#039 Cloaked Master Chief

OActive Camo ShieldingCloaked Master Chief can use Stealth
and Toughness. When Cloaked Master Chief is the target of a
ranged combat attack, he can use Super Senses.

& Grenade:+1: 6:_')Frag; M Thermite

#040 Cloaked Arbiter

ﬁ Sword of the ProphetsCloaked Arbiter can use
Blades/Claws/Fangs; when he rolls a d6 for Blades/Claws/Fangs
and the result is-B, damage dealt by the attack is penetrating
damage.

# Grenade:+2; ® Flashbang; @ plasma

#041 Prophet of Regret

OShieId of Faith: Damage dethto Prophet of Regret by ranged
attacks is reduced to 0.

%I WILL Complete My Sermon!:Prophet of Regret can use
Perplex and Probability Control.
#042 Master Chief and Cortana

VStrategic PositioningMaster Chief and Cortana can use
Running Shot and Stealth.

ﬁBattlefield Requisition:For each opposing character that
takes damage from Master Chief and Cortana's attack, choose
one: add 1 grenade to your grenade pool; or modify another
friendly characte's attack value by +1 this turn.

% Grenade:+1; ® Flashbang;WFrag

#044 Master Chief and Arbiter
77 Master Chief and Arbiter can use the Sharpshooter ability.

WBlade and BlastMaster Chief and Arbiter can use
Blades/Claws/Fangs and Energy Explosion.

# Grenade:+2; ®plasma; ‘¥ Thermite

#(_)45 Master Chief

77 Hover: Master Chief ignores hindering terrain for movement
purposes.
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3¥infrared Lock: Give Master Chief a free action. The next time
this turn an opposing character within 5 squares and line of fire
uses Shape Chga or Super Senses, you may have them reroll the
roll to use that power.

- Grenade:+1; s Flashbang;‘:l.f;Thermite

Watchmen Crimebusters Fast Forces

#002 Silk Spectre
WStay With Me, DAsloigtas SBloSpastietish
within 4 squares of a friendly ctecter named Dr. Manhattan, she

can use Perplex, but targeting only herself. As long as Silk Spectre

is within 4 squares of a friendly character named Nite Owl, she
can use Flurry.

#003 Nite Owl

[fArchie: Nite Owl can use the Carry ability, and may useit t
carry up to 4 characters that
speed value ignores negative modifiers from using the Carry
ability. When given a move action, Nite Owl may use the Flight
ability.

Superman

#002 Kryptonian Soldier

3% Minion: Krypton United: Whenever a friendly character of a
higher point value possessing either the Superman Ally team
ability or the Kryptonian keyword is within 8 squares, Kryptonian
Solider can use Willpower.

#003 Kryptonian Infiltrator

3% Minion: Krypton United:Whenever arfendly character of a
higher point value possessing either the Superman Ally team
ability or the Kryptonian keyword is within 8 squares, Kryptonian
Infiltrator can use Willpower.

#004 Intergang Underboss

%Minion: The Religion of Crime:Whenever a friendly
character named Bruno Mannheim is within 8 squares, Intergang
Underboss can use Toughness.

#005 Seven Deadly Brothers

74 7 Deadly BrothersModify this character's attack value by +1
whenever you control 4 or more characters named "Seven Deadly
Brothers." hstead, modify this character's combat values by +1
whenever you control 7 or more characters named "Seven Deadly
Brothers."

#007 Star Boy

3¢ Mass IncreaseOpposing characters within 4 squares of Star
Boy can't be given actions to use Charge, Running 8hot,

Hypersonic Speed and halve their speed values when given a move

action.

#008 Brainiac 5

OForce Field Belt:Brainiac 5 can use Invulnerability. Give
Brainiac 5 a free action and choose an adjacent character with the
Legion of SupeHeroes keyword. Thaharacter can use

Toughness until your next turn as long as it is adjacent to Brainiac
5.

%Twelfth-LeveI Intellect: Brainiac 5 can use Outwit. Once
during your turn Brainiac 5 can use Perplex or Probability
Control.

#009 Lois Lane, Superwoman

—
‘-.%Sneaking Arownd the Fortress:Lois Lane, Superwoman can
use Stealth and possesses Earthbound/Neutralized.

#011 Gangbuster
¢ Bust the GangsAt the beginning of the game, choose a team
ability. Modify Gangbuster's attack value by +1 for each KO'd

opposing character possessing that team ability.

#(_)12 Livewire

Jo T.ll? Prevent the ShortWhen there are no squares of water terrain

within 8 squares of Lewire, modify her damage value by +1.

#(_)13 Maxwell Lord

¢ Erased Myself From Your MindsLines of fire drawn to
Maxwell Lord by opposing characters are blocked unless he's
taken damage from an opponent's attack this game.

#014 Mercy Graves : . .
1T e a kReyword with him. N i
3 Minion: Protectthé Boss:Whenever a friendly character
named Lex Luthor is within 8 squares, modify Mercy Graves'
attack and speed values by +1 and she can use Defend.
#015 Lex Luthor

3% Last Perfect Cocktail Was a Sup&erum:When turning the
dial, if this click is reveled due to damage taken from an
opponent's attack, stop turning the dial.

#017 Superboy

77 Reign of the Supermenif a friendly character named
Superman has been KO'd this game, modify Superboy's combat
values by +1 for the rest of the game.

#018 Steel

- Reign of the Supermenlf a friendly character named

t e

Superman has been KO'd this game, modify Steel's combat values

by +1 for the rest of the game.

4% Hammer Down:When Steel attacks a character with two
action tokens, you may choose to modify either his attalcie by
+2 or his damage value by +1.

#020 Bruno Mannheim

?Charismatic Criminal: Bruno Mannheim can use Mind
Control, but only targeting characters of 50 points or less.

%Three Stories TallBruno Mannheim possessﬁs

#021 Human Target

77 The Human Target:Friendly characters adjacent to Human
Target may use Shape Change if they cannot already. If a friendly

adjacent character makes a successful Shape Change roll, Human

Target becomes a target of that attack, even if he is otherwise an
illegal target.

#022Sun Boy
Radiant SpectrumSun Boy can use Penetrating/Psychic Blast

and Pulse Wave.

#023 Earth Man

Absorbancy:Give Earth Man a free action and choose a
standard Attack power that an adjacent character can use. Until
your next turn, he can use that power

%No Place to Hide, Alien!:Opposing characters with the
Cosmic keyword can't be given power actions to use standard
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Speed powers. Those characters modify their defense valt@s by
when attacked by Earth Man.
#024 Invisible Kid

¢ Full Invisibility: Invisible Kid can use Stealth. Any line of fire
drawn to Invisible Kid is blocked if he has no action tokens.

tv.)gShared Invisibility: Give Invisible Kid a free action and
choose an adjacent character with the Legion of Stfeoes
keyword. That character can uSéealth until your next turn as
long as it is adjacent to Invisible Kid.

#025 MatterEater Lad

37 Matter, Eaten:Give MatterEater Lad a free action and
destroy an adjacent wall, adjacent square of blocking terrain, or
remove an object in his square or an adjacent square from the
game.

#027 Parasite

3%Power Drain: Parasite can use Outwit, but must also be within
5 squares of the target. If he counters a standard power except
Outwit, he can use that standard power and replaces his range
value with the targeted character's printed range value until your
next turn.

#028 Manchester Black

77 Killing is the Only Option:Whenan opposing character is

KO'd, you may remove an action token from Manchester Black. If
the KO'd character was 100 or more points, heal Manchester
Black of 1 damage.

ﬁRuthless TelekineticManchester Black can use
Penetrating/Psychic Blast and Telekinesis.

#029 Silver Banshee
3¥wail of the BansheeSilver Banshee can use Incapacitate as if
she possesse‘%'s‘ﬁ;' ‘%' When she uses it, after actions resolve deal

damage to each hit character equal to the number of action tokens
on them.

#030 Hope Taya

%Minion: Kill the Boss's EnemieswWhenever a friendly
character named Lex Luthor is within 8 squares, modify Hope
Taya's attack and speed values by +1.

#031 Non

37 Lobotomized StrongmaniNon can use Super Strength. In
addition to the normal effects, when using an objectrduain
attack, increase the damage dealt by 1.

#032 Project: Superman

3{ Learning to See the LightProject: Superman possesses a
range value equal to his click number.

#033 Eradicator

34 Reign of the Supermenif a friendly character named
Superman has been Kithis game, modify Eradicator's combat
values by +1 for the rest of the game.

OKryptonian Clone, Computer MindEradicator can use Super
Senses and Toughness.

#034 Cyborg Superman

77 Mental Backup:Give Cyborg Superman a free action and
remove an object éid or not) within 6 squares from the map. Roll
a d6 and heal Cyborg Superman equal to half of that d6 roll.

%Total Machine Control:Give Cyborg Superman a free action
to use Telekinesis, but only to move an object or attack with an
object.

#035 Magog

¢ Excessive ForceOnce per turn, wheMagog KO's an
opposing character, after actions resolve Magog may take one
action as a free action.

%A Teacher and Healer, In The Endvlagog can use Support.
When he does, the targeted character's defense value becomes
Magog's unmodified defense value. Before any attack roll, Magog
may replace his defense value with the unmodified defense value of
an adjacent friendly character.

#(_)36 Composite Superman

77 Don't Belong: If he begins on his yellow 80 point line,
Composite Superman's team abilities are Uncopyable.

#037 Libra

~( Prophetic Manipulation: At the end of your turn, as a free
action you may choose an opposing character and a friendly
character, both within 8 squaseof Libra. When that opposing
character attacks that friendly character before your next turn, you
may have that attack roll be rerolled once per turn.

ﬁUniting Leader:If Libra is the highest point friendly character
on the map, modify his attack valug+l.
#038 Princess Projectra

lllusionary Wall: Princess Projectra can use Barrier as if she
possessed a range value of 4.

%Full lllusions: Give Princess Projectra a free action and

choose an adjacent character with the Legion of Super Heroes
keyword. That character can use Super Senses until your next turn
as long as it is adjacent to Princess Projectra.

#039 Wildfire

O Free Energy Form:Wildfire can use Poison and Pulse Wave.
¥ wild Energy Absorption:After one of Wildfire's ranged

combat actions resolve, heal him of 1 damage for each opposing
character that took damage during that action.

#Q40 Maxwell Lord

7 Checkmate Is a Law Unto ItselCharacters with the
Checkmate keyword can use the Police team ability as long as they
are adjacent to Maxwell Lord.

ﬁControl Superman:Maxwell Lord can use Mind Control, but
you may assign a hit target two actions as free actions instead of
one. One of the wvmust be a move action.

#041 Starman

\".%Map of the Multiverse:Starman can use Phasing/Teleport.
Opposing characters adjacent to Starman modify their attack
values by1 if he used Phasing/Teleport during your previous turn.

#042 Lobo
77 Blah Healing Factor Bah: At the beginning of your turn, as a
free action you may heal Lobo of 1 damage.

4? Lazy DAWG:Lobo can use Flurry. Before the second attack,
roll a d6. His damage value becomes the result minus 1 and is
locked.
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%Hook, Line, and MassacreGive Lobo a poweaction, and
choose an opposing character within 5 squares and line of fire,
and roll a d6. If the d6 result is higher than the number of squares
to that character, you may place that character in a square
adjacent to Lobo. On any result, you may thenaraklose

combat attack.

#043 Doomsday

77 Relentless, Unstoppabl®oomsday uses Battle Fury and can't
be placed by Telekinesis.

?Steady Course to Metropoli®oomsday can use Charge.
When using Charge, he ignores other characters and terrain for
movement pyoses except walls and indoor blocking terrain.

%Final Confrontation: If an opponent controls only one
character, you may give Doomsday a power action. Place
Doomsday next to that character and make a close combat attack
as a free action.

#044 Ursa

77 X-Ray Vision: Ursa ignores hindering terrain for line of fire
purposes when making attacks.

='E@Kryptonian Black OpsUrsa can use Running Shot and
Stealth.

ﬁLight Sensitive:lf Ursa occupies hindering terrain, modify her
attack value by +1.

#045 Wonder Woman

77 Mera's Helmet:Wonder Woman can't be the target of
Incapacitate, Mind Control, or Penetrating/Psychic Blast.
Opposing characters possessing ‘:F or 7 speed symbol
possess Battle Fury.

ﬁDivide and ConquerOpposing characters within 8 squares
that are not adjaent to another opposing character modify their
defense values by when targeted by a close combat attack.
Friendly characters within 8 squares that are adjacent to another
friendly character modify their attack values by +1 when making
close combat attks.

#046 The BatMan

Il Show You Young Punks How It's DoneThe BatMan
modifies his attack value by +1 when he's attacking a character
whose current click number is lower than The-B&tn's current
click number.

ﬁThe House Always Windmmediately befre The BatMan

makes an attack roll, you may choose a humber between 1 and 6. If
the attack hits and the chosen number is on one die, modify his
damage value by +1. If the attack hits and chosen number is on
both dice, instead modify his damage value Byand after

actions resolve, heal The Bitan of 2 damage.

#(_)47 Flash

3¢ Sudden StopAfter an action resolves in which Flash moved
due to his own action, you may place a hindering terrain marker in
an adjacent square of clear terrain and an opposing character
occupying that square may be knocked back from Flash 1 square.

ﬁTime Jump:GiveFlash a power action if he began the game
on your force, and remove him from the map after resolving that
action. Then, athe beginning of your turn, you may place Flash
(with no action tokens) anywhere on the map if you control

another character. Ithere are no other friendly characters on the
mapwhile he is removed from the map, he is KO'd. He can't use
this power again until he's taken damage from an opponent's
attack.

#Q48 Aguaman

7< Invade the SurfaceAfter an action resolves in which
Aquaman movesug to his own action, you may give any number

of other friendly characters possessi:ﬁ or v a free action
to move up to three squares if they currently occupy water terrain.

{ Flood the Land in RevengeWhen Aquaman is KO'd, all
grounded terrain becomes squares of water terrain for the rest of
the game instead of squares of clear, hindering, or blocking
terrain, even though this character is not on the map.

ﬁUnderground GeyserGive Aquaman a double pomaction

and choose any square of clear terrain within a range of 8 and line
of fire. Place a special terrain marker in the chosen square and it
becomes water terrain for the rest of the game. Deal a character
occupying that square 3 damage, and then ehetracter

occupying an adjacent square is knocked back from the chosen
square 3 squares.

OAII Must Be SubmergedAquaman can use Toughness and
Willpower.

#049 Queen of Fables

A Imprisoned in Something OrdinaryWhen the Queen of
Fables is hit by a characterattack using a standard object, deal
her 1 unavoidable damage after actions resolve.

%I'm the Hero of this Tale:Queen of Fables can use Willpower.
When she attacks an opposing character, she may replace her
attack and damage values with the printeceitand damage
values of her target +1.

ﬁ Rewrite the StoryQueen of Fables can use Perplex and
Probability Control.

#050 Imperiex

7 Planetary DestructionAfter choosing starting areagou may
place 3 "DRILL" special terrain markers on the map outside of
starting areas. At the beginning of your turn, as a free action you
may deal 1 penetrating damage to each character occupying a
square containing one of these markers. At the end of your turn, as
a free action you may place each of these markers intoaequ
adjacent to its current square that doesn't contain another

"DRILL" special terrain marker. When Imperiex is KO'd, remove
these markers from the map.

?Summon the HollowersGive Imperiex a double power action.
You may place any of Imperiex's "DRILL'esfal terrain markers
in different squares adjacent to Imperiex.

ﬁEntropy Unleashedimperiex can use Energy Explosion as if
he has? ¥ @7 Incapacitate as if he he‘gv;‘gv’, and Pulse Wave.

#051 Swamp Thing

77 Out of the GreenBefore being given a move or closentiat
action, you may place Swamp Thing in any square of printed
hindering terrain within 4 squares.

ﬁHalIucinatory Toxins: Swamp Thing can use Poison. When he
does, a character that takes damage and has zero action tokens is
given an action token.
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%Nature's Assault:Give Swamp Thing a free action and choose
any number of characters occupying a square of printed hindering
terrain within 4 squares. Deal 1 damage to the chosen characters.

#052 Darkseid

W Stony Lord of ApokolipsEach time penetrating damage
woud be dealt to Darkseid, he may ignore 1 of that penetrating
damage. If he does so, he can't transfer the damage.

(%Boom Tube InvasionDarkseid can use Phasing/Teleport.
When he does, he can use the Carry ability to carry up to 3
characters regardless dfi¢ir speed symbols. One character of 125
points or less that shares a keyword with Darkseid and was
carried by him this turn may be given a Aee action.

#053 Zod

77 Defend New Krypton My WayAdjacent friendly characters
and other friendly characters thpossess the Phantom Zone
keyword modify their attack values by +1.

“=Kneel Before Zod!:Give Zod a power action. The controller
of each opposing character within 2 squares with 0 or 1 action
tokens can choose to give that character an action token. Each
opposing character within 2 squares that was not given an action
token is dealt 2 penetrating damage.

%The Most Dangerous Kryptonian Alivef an opposing

character possesses the Superman Ally team ability, friendly
characters can't use the Superman Enesayt ability; instead if

there are two or more friendly characters possessing the Superman
Enemy team ability on the map, they can each use Outwit
normally.

#054 Black Adam

37 World War lll: Friendly characters named Osiris modify their
attack values by +1 they are not on their starting click. Friendly
characters named Isis modify their defense values by +1 if they are
not on their starting click.

:-SHeII is Here!: Black Adam can use Charge. He can use it
normally, or he can be given a double power actionge Charge
with a locked speed value of 10 if he doesn't use the Carry ability
or Super Strength.

ﬁLightning Regeneration:Black Adam can use Regeneration. If
he uses it and heals, after actions resolve deal 1 penetrating
damage to each opposing character within 2 squares.

ODefender of KhandagBlack Adam can use Impervious, but if

he would be dealt 4 or more damage, he redubat damage by 3
instead of 2. His powers and abilities can't be countered except for
his Outwit.

#055 Superman

77 A Piece of My ShipSuperman can use Super Strength. When
Superman uses an object in an attack, he deals penetrating
damage. When you plageur force on the map at the beginning of
the game, Superman begins holding a standard heavy object. (This
doesn't count against your object limit.)

#056 Superman

7 The Apocalypse Dawns With M&Vhen a character takes
damage from Superman's attack, thatreleéer modifies its
defense value byl and damage dealt to that character is
increased by 1 until the end of the turn.

#057 Superman

¢ Superman Returned!Once per game, when Superman would
be KO'd, instead heal him to click #6 and modify his combat values
by +1 for the rest of the game. When this happens, he counts as

KO'd for traits named "Reign of the Supermen".

%Kryptonian Knowledge CrystalsSuperman can use Perplex,
but only to target himself.

#058 Kal

77 Blacksmith's ApprenticeAdjacent friendly chareters that
possess the Armor keyword modify their defense values by +1.

ﬁThere‘s No One Else Who Can End Thiff:Kal is the only
character on your forceemaining on the mapnodify his combat
values by +1.

OStarmetaI Armor:Kal can use Impervious. Once per game,

after Kal is dealt damage but before he takes it, you may instead
give him an action token and ignore that damage. This power can't
be countered.

#100 Superman Robot

3¥Minion: Follow or Rebel:Whenever a friendly chacter with

a higher point value and possessing the Superman Ally or
Superman Enemy team ability is within 8 squares, Superman Robot
can use that team ability.

#_101 Commander El

7 Defend New Krypton My WayAdjacent friendly characters
possessing the Krypt@m keyword or the Superman Ally team
ability modify their defense values by +1.

#102 Manhunter Grandmaster

77 Leader of the ManhuntersAfter Manhunter Grandmaster
resolves a noifree action, you may give any number of other
friendly characters with the Robkeyword a free action to move 1
square. If those characters are also named Manhunter, they may
move 3 squares instead.

&B ut | Wa n Atthe lmegirfbingeofyour turn, Manhunter
Grandmaster uses Regeneration as a free action, but can't
otherwise usé through this power.

#103 BizarroGirl

ﬁRock—Breath: Bizarro-Girl can use Incapacitate. When she
does, a hit character's speed powers are countered until your next
turn.

%Me Am So Scaredtf Bizarro-Girl didn't take any damage
since your last turn, shean use Willpower.

#104 Zibarro

?Escape From the Underversédjacent friendly characters
that can use the Flight ability modify their speed values by +2
when they are given a move action.

#105 Superman Beyond

Phantom Zone ProjectorGive Superman Beyondpawer
action and make a close or ranged combat attack that deals no
damage. If it hits, you may place the hit character in any starting
area used this game and then deal that character 1 penetrating
damage.
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Superman Battle for Smallville Fast Forces

#001Superman

W Champion of the Oppresse&uperman can use Defend, but
only characters 100 points or less can replace their defense values
through this use of Defend.

ﬁArctic Breath: Superman can use Incapacitate. When he uses it
and hits, he may also give ant@an token to each opposing
character adjacent to the hit target.

%For Tomorrow: Superman can use Super Strength and
Willpower.

#002 Supergirl
ﬁNo Holding Back: Supergirl can use Penetrating/Psychic
Blast and the Sharpshooter ability.

#004 Lex Luthor

OEverything Superman Is Notlex Luthor can use Mastermind.
He can use it to transfer damage to characters of 150 points or
less if both can use the same team ability.

#006 Bizarro

3-{ Bizarro World: Bizarro's attack rolls of 2 or 3 are critical hits.
Bizarro's dtack rolls of 11 or 12 are critical misses.

Lord of the Ring&

#001 Frodo

¥ Heart of the Fellowship:Give Frodo an epic action and

choose up to one adjacent friendly character per 100 points of the
game's build total. Until your next turn, the chosen clotes can

use Willpower.

ORing-bearer:When Frodo is hit by an attack, before damage is
dealt you may declare he evaded that attack. If you do, after
actions resolve, deal Frodo 1 unavoidable damage.

#002 Sam

ODon't You Lose Him, Samwise Gamgee&am can se Defend.
When a friendly character would replace its defense value with

Sam's, you may first choose to replace Sam's defense value with his

value +1,+2, or +3. If you do, after actions resolve, roll a d6 and
on a result of 13 deal Sam unavoidable damaggual to the
increase.

#003 Aragorn

® Through the Wild: Give Aragorn an epic action and all
friendly characters can use Leap/Climb until your next tamd at
the end of your turn, one friendly character per 100 points of the
game's build total may be gim a move action as a free action if
they have not been moved or placed this turn.

ﬁProtector:Any opposing character who damages a friendly
character adjacent to Aragorn with a close combat attack is dealt
1 damage after actions resolve.

#004 Legolas

®Flank: Give Legolas an epic action when he occupies a square
on an edge of the map. Legolas may use Phasing/Teleport to move
as if he has a locked speed value of 12, but only through squares
on the edge of the map. He can use the Carry ability and may
carry one character per 100 points of the game's build total.

@Rapid Shot:Modify the attack value of Legolas by +2 when he
makes a ranged combat attack. Modify the damage value of
Legolas by +1 for each character he targets with a ranged combat
attack beyondhe first; each hit target must be assigned at least 1
damage.

#005 Gimli

®Hold Your Ground!: Give Gimli an epic action. Until your
next turn, Gimili and up to 1 other friendly character per 200
points of the game's build total (each of whom must be atjace
Gimli and/or at least one other chosen character) modify their
defense values by +2 and may choose to ignore knockback.

%Let Them Come!When a single opposing character takes 3 or
more total damage during Gimli's action, after actions resolve you
may place an action token on that character.

#006 Ringwraith

UYou Cannot Kill Them:Ringwraith can use Invulnerability.
Modify the defense values of adjacent characters with the Nazgul
keyword by the number of action tokens on Ringwraith.

#007 Gorbag
$fore Captain: Gorbag can use Enhancement and Leadership.

#008 Shagrat
%Uruk-Hai Captain: Friendly characters adjacent to Shagrat
and making a close combat attack can modify their attack values

by +1 if not already modified by +1 or more.

%Powerful Blow: When Shgrat hits an opposing character,

after actions resolve he may use Force Blast against the same
target as a free action, but can't knock back a character more than
3 squares.

#009 Ugluk
%Instructions from the EyeUgluk can use Perplex, but he can
only target other friendly characters.

#011 Merry

77 Took-Friend: When Merry begins your turn adjacent to a
friendly character named Pippin, modify both of their speed values
by +1 until the end of the turn if not already modified by this effect.

?I Know a Shortcutt Merry can use Leap/Climb and the Carry
ability; when he uses the Carry ability, he may carry up to three
characters with a combined point value of 100 points or less.

ﬁBarrow Blade:Merry can use Blades/Claws/Fangs; when he
does, instead replace his dageavalue with half of that d6 roll,
rounded up.

#012 Pippin

PA¢ BrandybuckFriend: When Pippin is adjacent to a friendly
character named Merry, modify both of their defense values by +1
if not already modified by this effect.

%Fool of a Took!: Pippin can usétealth. Give him a power
action and choose up to two adjacent friendly characters and roll
a d6; on a result of 1, place an action token on the chosen
characters, and on a result ofé4 the chosen characters can use
Stealth until your next turn.

ﬁBarrow Blade: Pippin can use Blades/Claws/Fangs; when he
does, instead replace his damage value with half of that d6 roll.
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#013 Boromir

® Horn of Gondor: Give Boromir an epic action. Up to one other
friendly character per 100 points of the game's build total that
shares a keyword with Boromir and is within 10 squares may be
placed adjacent to Boromir or another character just placed by
this effect. Placed characters may not be given an action until your
next turn.

ﬁNumenorean BloodBoromir can use Super Strengbut can
only hold light objects.

%Dark Premonitions:Boromir can use Probability Control.
After an action resolves during which Boromir used Probability
Control, roll a d6; on a result of-B deal Boromir 1 unavoidable
damage.

#014 Faramir

:; Ranger Captain:Faramir can use Enhancement, Running
Shot, and Stealth.

OHe's Not Dead!:Faramir can use Toughness. When turning the
dial, if this click is revealed due to damage taken from an
opponent's attack, stop turning the dial and give Faramir an action
token thadoesn't deal pushing damage.

#015 Gollum
4‘?MINE!: Gollum can use Exploit Weakness and Plasticity.

%Smeagol:GolIum can use Enhancement, Perplex, and Support.
When he uses any of these powers roll 2d6 at the end of your turn,
and on a result of 6 or lessaeGollum 1 unavoidable damage.

#016 Black Rider

fWraiths on Wings:Black Rider can use Phasing/Teleport,
Stealth, and the Carry ability. When he uses the Carry ability, he
can carry up to two characters if they each share a keyword with
him or up to fourcharacters if they all have the Nazgul keyword.

#017 Eowyn

7 Fearless ChargeWhen Eowyn uses Charge, she ignores the
effects of characters on movement and can use the Carry ability to
carry a lower point value character.

%White Lady of RohanEowyn can use Perplex and Support, but
only to target characters with one or more action tokens.

#018 Gandalf the Grey

¥ You Shall Not Pass!Give Gandalf the Grey an epic action

and place up to 1 SPECIAL marker per 50 points of the game's
build total in guares of either the row or column that Gandalf
occupies. The first marker must be placed adjacent to Gandalf, the
second adjacent to the first, etc. Until your next turn, any opposing
character that would move out of or through the marked squares
must fist make an attack roll of their printed attack value against
Gandalf the Grey's printed defense value. If the attack roll is
unsuccessful, movement stops. (Character may continue with the
rest of their action if able.) These markers remain until the
begiming of your next turn.

%Servant of the Secret FireGandalf the Grey can use Outwit
and Perplex. Gandalf the Grey can use Outwit a second time
during your turn, but must be given a power action instead of a
free action to use it.

#019 Saruman

® An Army Wotthy of Mordor: Give Saruman an epic action and
choose up to 1 character per 200 points of the game's build total. If
that character's attack roll this turn is 9 or higher, the damage
dealt by that character is penetrating damage.

ﬁEmbrace Your OwrDestruction!: Saruman can use Poison
and Pulse Wave.

%Palantir: Saruman can use Outwit and Probability Control.

#020 Servant of Sauron

Pid Fallen Into Darkness:Servant of Sauron can use
Blades/Claws/Fangs. When he does, on a resuk2o6i the d6

roll, until the end of the turn any attack that hits made by friendly
characters with the Nazgul keyword (including this one) is a
critical hit.

#021 Mouth of Sauron

?Dark Words: Mouth of Sauron can use Mind Control. When he
does and hits, roll a d6 after actionssolve; on a result of-6,
deal 1 damage to the target of his Mind Control.

%Demoralize:Mouth of Sauron can use Perplex and Probability
Control. When he uses Perplex he can modify combat values only
by -2 and he does not need line of fire to the tarfjitte target is
within 5 squares.

#022 Merry and Pippin

®Wwe'll All Have One of These "Pints":Give Merry and Pippin

an epic action; once this turn when Merry and Pippin are healed

of at least 1 damage you may also heal 1 damage on an all friendly
charactes adjacent to them.

wHeal Our Heart and Drown Our WoeMerry and Pippin can
use Quake; when they do the attack deals no damage and you may
place an action token on each hit opposing character.

#023 Frodo and Sam

77 Let Us Be Rid of It Once and For All'All damage dealt to
Frodo and Sam is reduced by the number of action tokens on them.

:—%I Can't Carry It For You, But | Can Carry You!:Frodo and
Sam can use Leap/Climb, Stealth, and the Carry ability.
#024 Mr. Underhill

7We Stay Together, We Stay Off the RoaMr. Underhill can
use Phasing/Teleport, Stealth, and the Carry ability.

OWe Must Not Be SeenlFriendly characters adjacent to Mr.
Underhill can use Super Senses; when they roll a d6 for this Super
Senses, on a result of2IMr. Underhill is dealt 1 unavdable

damage.

#101 Nazqul

%Icy Touch: Nazgul can use Exploit Weakness. Give Nazgul a
power action; whenever a friendly character with the Nazgul
keyword damages an opposing character this turn, place an action
token on the opposing character.

#_102 One othe Nine

77 Nine Kings of Men, Doomed to Never Digvhenever this
character or another friendly character with the Nazgul keyword is
KO'd, heal 1 damage on all friendly characters with the Nazgul
keyword.

1557



#201 Ringbearer
7 The Burden of RingbearersAll friendly characters with the
Ringbearer keyword who are adjacent to Ringbearer at the

beginning of your turn can use Willpower until your next turn.

?Nothing But a Trail of Footprints:When Ringbearer is given
a move action, he breaks away automatically and ignores the
effects of characters on movement.

#202 Strider

¥ eaving DecoysGive Strider an epic action; for each 200
points of the build total, choose up to one friendly charawgsit

to an opposing character, place the friendly character in an
unoccupied square adjacent to Strider but not adjacent to any
opposing character, and place a hindering terrain marker in the
square formerly occupied by the friendly character.

%Sword Trainng: Strider can use Perplex, but he can only
modify the combat values of other friendly characters.

#203 Esquire of Rohan

¥ Scatter the FoeGive Esquire of Rohan an epic action. Choose
a stack of opposing horde tokens, remove up to one horde token
from itfor each 200 points of the build total, and place it in its
owner's starting area.

ﬁBarrow Blade:Esquire of Rohan can use Blades/Claws/Fangs;
when he does, instead replace his damage value with half of the d6
roll.

#204 Guard of the Citadel

He's Alive!: Guard of the Citadel can use Defend. When he or
a friendly adjacent character uses Support, replace their attack
value with their printed value +1.

#205 Captain Lurtz

7 On the Trail: At the beginning of the game, choose an
opposing character. After Captalrurtz resolves a move action, he
may immediately use Charge as a free action if he can use it to
attack the chosen character and does so. If Captain Lurtz KO's the
chosen character, he may choose a new opposing character.

#206 Olog Hai

?Trample: For moverent purposes, Olog Hai ignores
characters possessiri?. Once per turn, when Olog Hai moves

through a square occupied by an opposing character, roll a d6; on
a result of 46, deal the character 1 unavoidable damage.

#207 WitchKing of Angmar

¥ Chosen PreyGive WitchKing of Angmar an epic action and
choose an opposing character. Modify that character's defense
value by-2 until your next turn.

?Rider in Black: Witch-King of Angmar can use Charge and
Stealth.

%Morgul Blade: Witch-King of Angmar can use Mindo@trol as

if he had a range of 8. Each time an opposing character takes
damage from his attack, place a blade token on this card. When he
uses Mind Control, before his attack roll he may remove any
number of blade tokens to modify his attack value by #&doh
removed token.

#208 Sauron

77 The Free Lands Will Fall:When Sauron attacks a stack of
horde tokens and deals damage, roll a d6; on a resulby8u

may remove one additional token, and on a result®fbu may
remove two additional tokens.

® Frozen with Fear:Give Sauron an epic action and choose up
to one opposing character for each 200 points of the build total.
Until your next turn, the chosen characters cannot be given move
actions or power actions unless there are no other opposing
charaders.

?The Shadow Across the Lan@®auron can use
Phasing/Teleport. When he does, after actions resolve he may
make a close combat attack modifying his attack valu.by

ﬁOne Ring to Rule Them AllSauron can use Pulse Wave as if
he had a range value @D. When he uses Pulse Wave and hits, you
may give the hit character an action token instead of dealing
damage.

%Ring of Power:Unless this power is countered, Sauron's other
powers and abilities cannot be countered. Sauron can use Exploit
Weakness, Outtyiand Perplex.

#H001 Orcs
W=g
%Horde: Swarm:When stacked, give Orcs a power action and

as a free action you may unstack any number of Orcs tokens and
move each up S squares.

#H002 Uruk-Hai
M-y

%Horde: Fearsome Attack\When stacked and Urtitai hits a
character with a close combat attack, after actions resolve you

may place an action token on up@ adjacent opposing
characters (these tokens do not deal pushing damage.)

#H003 Warg Riders
W=y

3¥Horde: Fang and Blade:When stacked and Warg Riders use
Blades/Claws/Fangs, they deal a minimun@fdamage.

#H004 Riders of Rohan
WM-¢

?Horde: Battlefield Mobility: When stacked, Riders of Rohan
may use the Carry ability to carry up {8 characters.

#HO0O05 Ithilien Rangers
W=y

3% Horde: Ambush: When stacked, Ithilien Rangers replace their
speed value with )

#H006 Haldir's Archers
W=y

%Horde: Unmatched RangeWhen stacked, Haldir's Archers
replace their range value with g9,

#H007 Eagle
-3

\‘-.%Horde: Rescue Flight:When stacked, Eagteplaces their
speed value with 8®. When@, Eagles may use the Carry

1558



ability to begin carrying a character in any square they move
through.

#H008 Ent
M=s

%Horde: Break the Dam!:When stacked, any close combat

attack made by Ent destroys up@ squares of adjacent blocking
terrain after actions resolve.

#H009 Dead Man of Dunharrow
M=y

3% Horde: Ghostly ChargeWhen stacked, Dead Man of

Dunharrow can use Charge. Whé® and they use Charge,
damage dealt by the close combat attack is penetrating glama

#H010 Mamakil
M=4

?Horde: Trample: When stacked, Mamakil ignores the effects of

hindering terrain and characters on movement. W@nafter
actions resolve, deal 1 damage to each opposing character
occupying a square Mdmakil moved through.

#H011 Orc Cadapult
M-=3

%Horde: FIRE!: When stacked, Orc Catapult replaces their

range value with 84S). When® and orc Catapult uses Energy
Explosion, damage dealt to the character in the target square is
penetrating.

#H012 Mountain Troll
M=3

3¥Horde: SMASH!: When stacked and attacking with an object,

modify Mountain Troll's attack value b)@. When@,
Mountain Trolls treat light objects as heavy objects when attacking
with an object.

The Incredible Hulk

#QOl Hulk
77 Strongest One Therds Hulk can use Supetr8ngth.

ﬁPuny Humans Stand No Chancé&Vhen a character 75 points
or less would deal damage to Hulk with an attack or targets Hulk
with Outwit, roll a d6. On a roll of 4, Hulk ignores damage dealt
by that attack or Hulk ignores that use of Outwit.

#002 Buce Banner

7 Alter Ego:Hulk: Give Bruce Banner a power action that deals
no pushing damage and replace this character \‘3‘#001 Hulk,
.A.#043 Hulk, or(’@#OZ? Hulk on its orange starting line.
Existing actions tokens on this character and action tokenif®r t

action are applied to the replacement. This power can't be
countered.

ﬁBomb ScienceBruce Banner can use Energy Explosion.
Bruce Banner and adjacent friendly characters deal 1 additional
damage to the targets of their attacks while using Energy
Exploson, if not already modified by this effect.

#003 A.I.M. Agent

ﬁMinion: When You Get Thrown Out of Grad School.When
a friendly character with the A.l.M. keyword and a higher point
value is within 8 squares, A.l.M. Agent can use Energy Explosion.

#004 Hulkbuster Soldier

ﬁHigh-Energy Vision and High OrdnanceWhen attacking a
character with a printed damage value of 4 or more, Hulkbuster
Soldier modifies his attack value by +1 and damage dealt by this
attack may not be reduced below 1.

#005 Humanoid

%Minion: Which One Just Punched MeAVhen a friendly
character named Leader or The Leader is within 8 squares,
Humanoid can use Shape Change and Willpower.

#007 SheHulk

py Breaking The Fourth Wall:When Shédulk makes an attack,
after actions resolve you may tley one square of blocking
terrain or one wall that is adjacent to a targeted character.

#(_308 John Jameson

¢ Married(!?) Duo: When a friendly character named SHelk
is adjacent to John Jameson, they both modify their attack values
by +1 if not already mdified by this effect.

?Alter Ego:Man-Wolf: Give John Jameson a power action that
deals no pushing damage and replace this character‘i‘:#OOg
Man-Wolf on its orange starting line. Existing actions tokens on
this character and action tokens for this actiare applied to the
replacement. This power can't be countered.

#009 ManWolf

Pid Stargod, Briefly:Man-Wolf can use Penetrating/Psychic Blast
as if he had a range value of 6 and possesses the Power Cosmic
team ability.

#QlO Punisher

- Weapon SwagPunisher: Give Punisher a ranged combat
action. After that action resolves, replace him with any character
with this trait but a different collector's number on the same click
number. Existing action tokens and action tokens for that action
are applied to the reptzement.

#011 Punisher

7 Weapon SwagPunisher: Give Punisher a ranged combat
action. After that action resolves, replace him with any character
with this trait but a different collector's number on the same click
number. Existing action tokens and action tokens for that action
are applied to the reptzement.

#012 Thundra

7 Prove Femizons Are Your Superiorgt the beginning of the
game, choose an opposing character that has the highest point
value among all opposing characters. Thundra modifies her attack
and damage values by +1 when attacking that abtar.

#013 Abomination

TF Rampaging AssaultAbomination can use Charge and
Flurry.

#014 The Leader

- Humanoid Regrowth ChambeiVhen a friendly character
whose name includes "Humanoid" is KO'd, you may roll a d6 that
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can't be rerolled. On a roll of 5 or §lace a character with the
same name and point value on click #2 in your starting area.

%I Can't Stop Your Brute Strength, But My Mind is Far
Superior: The Leader can use Outwit. Once per turn, if he uses it
to counter a power or ability that isn't a deenpower, he can
immediately use it again to counter another power or ability that
isn't a defense power.

#015 Skaar

77 Parental Duo:When a friendly character named Hulk or
Caiera is adjacent to Skaar, they all modify their attack values by
+1 if not alread/ modified by this effect.

7 Power of the OldstrongWhen Skaar is adjacent to a square of
blocking terrain, if he possesses Invulnerability, he can use
Impervious instead, and if he possesses Toughness, he can use
Invulnerability instead.

#016 Lyra

3 Meditative Femizon Trancelf Lyra has no action tokens when
she makes an attack, she can use Probability Control during that
attack.

#017 A.l.M. Renegade

ﬁA.I.M. Must Be Purified: A.l.M. Renegade modifies his attack
and damage values by +1 when attacking a ebter that
possesses a keyword or team ability that A.l.M. Renegade also
possesses.

#018 A.l.Marine

:FAIter Ego:A.l.Marine Hulk: Give A.l.Marine a power action
that deals no pushing damage and replace this character®th
#100 A.l.Marine Hulk on its orang&arting line. Existing actions
tokens on this character and action tokens for this action are
applied to the replacement. This power can't be countered.

#019 Black Tarantula

Many Arms of the Black TarantulaGive Black Tarantula a
double power action. e him a close combat action as a free
action and he may use Blades/Claws/Fangs. After that action
resolves, he may automatically break away and move up to 2
squares and then may make a ranged combat attack.

#020 White Tiger

27 Demonic ResurrectionOnce pe game, when White Tiger

would be KO'd, you may instead heal her to click #3. If you do, at
the beginning of each of your turns while she is on the map, deal 1

unavoidable damage to another friendly character.

#021 Daredeuvil

{1 Can Hear Your HeartbeatDaredevil ignores Shape Change
and Stealth.

ONO, Behind You:Daredevil can use Super Senses. Whenever he

successfully uses Super Senses to evade an attack, deal an adjacent

opposing character 1 damage.

#022 Matt Murdock

[_fAIter Ego: Daredevil: Give Matt Murddca power action that
deals no pushing damage and replace this character‘i‘:ﬁOZl
Daredeuvil, .i‘#031 Daredeuvil, or‘i‘#lOS Daredevil on its

orange starting line. Existing actions tokens on this character and
action tokens for this action are applied to tleplacement. This
power can't be countered.

3¥Sue for Libel: Matt Murdock can use Outwit. He can use it
normally, or he can use it targeting a character of 75 points or less
within 6 squares if he uses it to counter Outwit, Perplex, or Stealth.
(This does norequire line of fire.)

#(_)23 Punisher

7{ Weapon SwagPunisher: Give Punisher a ranged combat
action. After that action resolves, replace him with any character
with this trait but a different collector's number on the same click
number. Existing action tokens and action tokens for that action
are applied to the reptzement.

#024 Jigsaw

-{ Each Scar is a Remindedigsaw can't be healed. Each time
Jigsaw takes damage, place a number of scar tokens on this card
equal to the damage taken. Before Jigsaw makes an attack roll,
you may remove any number of scar tokens andsehooe:

modify his attack value by +1 for each scar token removed or

modify his damage value by +1 for every two scar tokens removed.

#025 Rick Jones

fAlter Ego:I've Led an Interesting Life:Give Rick Jones a
power action that deals no pushing damage mplace this
character with‘i‘#040 ABomb,@#OSl Captain Marvel 0\)

#027 GenisVell on its orange starting line. Existing actions tokens
on this character and action tokens for this action are applied to
the replacement. This power can't be countered.

#026Hercules

ﬁAre You Worthy of 'The Gift'?:Hercules modifies his attack
value by-1 when attacking a character with a lower point value,
lower printed attack value, and lower printed damage value. When
Hercules attacks a character that does not meet allafe

conditions, modify his attack value by +1 instead.

%Coward, Come Closeercules can use Willpower. Modify
Hercules' defense value by +1 against ranged attacks.

#027 Amadeus Cho

W Unlikely Duo: When a friendly character named Hercules is
adjacent to Anadeus Cho, they both modify their attack values by
+1 if not already modified by this effect.

ﬁTime to Calculate TrajectoryAmadeus Cho can use
Penetrating/Psychic Blast. When he does, modify his attack and
range values by +2 and his damage value becdiveed is locked.

%7th Smartest in the WorldAmadeus Cho can use Outwit. If no
friendly character has a power or ability countered, he can also
use Probability Control.

#028 Red Hulk

W No, I'm Clearly the Strongest One There IRed Hulk can use
Super Strength.

?Trouble Coming Your WayRed Hulk can use Leap/Climb. If
he moves 6 squares or less due to his own action, after that action
resolves he can make a close combat attack as a free action.

ﬁHotter and Hotter:Red Hulk can wsPoison. When he does,

he deals 2 damage to adjacent opposing characters and 1 damage
to nonadjacent opposing characters within 2 squares and line of
fire.
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#029 General Thunderbolt Ross
%Alter Ego:Red Hulk: Give General Thunderbolt Ross a power
action that deals no pushing damage and replace this character

with ‘A‘#OZS Red Hulk on its orange starting line. Existing
actions tokens on this character and action tokens for this action
are applied to the replacement. This power can't be countered.

4‘%The Hulkbuste: Friendly adjacent characters of 75 points or
less modify their attack values by +1 when attacking a character
that can use Super Strength. If any friendly character attacks a
character named Hulk, that friendly character modifies its damage
value by +1.

#030 Doc Samson

7 Deprogramming:Give Doc Samson a power action and
choose another friendly character within 4 squares and line of fire.
That character can't be affected by Outwit or Perplex until your
next turn.

(%Psychological TrickeryDoc Samson can uséind Control.
When he does so, he modifies his attack value by +1, and after
actions resolve he can use Outwit and Perplex targeting a
character he hit with this use of Mind Control.

#031 Daredevil

ﬁRuthless Justice for CriminalsFriendly characters witfThe
Hand keyword modify their attack values by +1 when attacking
characters of a lower point value than themselves.

%Matt, You Don't Want to Do ThisDaredevil can use Exploit
Weakness, Leadership, and Shape Change.

#032 Shanna

PA¢ Savage DuoWhen a friendl character named KZar is
adjacent to Shanna, they both modify their attack values by +1 if
not already modified by this effect.

%Queen of the Savage Lan&hanna modifies her attack value
by +2 when attacking a character that's occupying printed
hindering terrain. Shanna modifies her damage value by +1 while
occupying printed hindering terrain.

#033 Tiger Shark

77 The Scent of BloodWhen a character takes nage from

Tiger Shark’s attack, you may mark that character. At the end of
your turn, if Tiger Shark is within 3 squares of a character marked
in this way but not adjacent, you may place him adjacent to that
character.

’FBIood in the Water:Tiger Shark camuse Charge. If Tiger
Shark begins or ends a move action occupying water terrain, he
can be given a close combat action as a free action after actions
resolve.

#034 ManBeast

77 Master ImpersonatorMan-Beast can use Shape Change. If an
opposing character haseen KO'd by MaBeast this game, this
Shape Change succeeds on a roll-& 4

?Emotional Corruption: When a character takes damage from
Man-Beast's attack, after actions resolve MBeast can use Mind
Control targeting that character as a free action.

#(_)35 Wolverine

¢ My First Non-X Team:Modify Wolverine's attack value by +1
if other friendly characters on the map possess 3 or more different
team symbols among them.

?Lunge: When Wolverine is given a close combat action,
immediately before making the atkaze may automatically break
away and may move up to 2 squares.

#036 Joe Fixit

1% Incoming!: Joe Fixit can use Leap/Climb. After he uses it for a
move action, he can use Quake as a free action.

%Stunning Throw: When Joe Fixit throws an object in a ranged
combat attack, after actions resolve give a hit character an action
token.

#037 Ghost Rider

%Penance StareGhost Rider deals penetrating damage to
opposing characters that have damaged a friendly character since
your last turn.

#038 SpideiMan

%Surprise! I'm Under You!: SpiderMan can use Leap/Climb.
When SpideMan makes a close combat attack targeting a
character on a higher elevation, modify Spidéan's attack and
damage values by +1.

%Distracting Banter:If an opposing character attacked Spider
Man and nissed, modify that character's defense valuelhyntil
that character's next turn.

#(_)39 Caiera

7 Imperial Bodyguard:At the beginning of the game, choose a
friendly character. When that character is adjacent to Caiera, that
character's defense value becs118.

ﬁBlade of my People, Power of SakaaPaiera can use
Blades/Claws/Fangs and Super Strength. When she uses
Blades/Claws/Fangs while holding an object, add 1 to the d6 roll,
then remove that object from the game.

#040 ABomb

PA¢ Camouflage:When ABomb & adjacent to a wall or blocking
terrain, any line of fire drawn to him for a ranged combat attack is
blocked.

#042 Black Bolt

‘O silent ScreamBlack Bolt can use Pulse Wave. He can use it
normally, or you can give him a double power action to use it as a
free action and the damage dealt becomes his printed damage
value instead of 1.

3¥she Speaks for MeBlack Bolt can use Leadership. He can use

it normally, or if he's adjacent to a friendly character named
Medusa and succeeds at his Leadership roll, he metgad

remove an action token from each adjacent character that shares a
keyword with him and add that many actions to your action total
this turn.

#043 Hulk

aLimitIess RageHulk can use Toughness. Hulk ignores all
damage dealt to him unless it is dealtdn attack and the attack
roll is doubles, but not a critical miss. Friendly characters cannot
use Probability Control during an attack that targets Hulk. This
power can't be countered or ignored.
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3¥Peace of the OutbackBefore Hulk makes a close combat
attack, you may choose to modify his attack and damage values by
-1. If you do, Hulk's target can't use defense powers for that attack.

#044 Red King

¢ Gigantic Reach:When this character is given an action that
includes aclose combat attack, all squares within a range of 3 and
line of fire are considered adjacent.

ﬁSwat:AII damage dealt by Red King causes knock back. When
the knock back path of a character knocked back in this way is
stopped by another character, dealbaharacters 2 knock back
damage.

#045 Cosmic Hulk

%Weakend UniVision: Cosmic Hulk's line of fire is blocked only
by blocking terrain and walls. Cosmic Hulk ignores the hindering
terrain defense modifier when attacking.

#Q46 Winter Hulk

3-( Shield SmashWhen Winter Hulk makes a close combat
attack, if his attack total is at least 4 greater than his target's
defense value, the hit character can't make a close or ranged
combat attack during its next turn.

ﬁPuny Shield:Winter Hulk modifes his defense valuetiy
against ranged combat attacks.

%Revert:Captain America:Give Winter Hulk a free action and
replace him with a figure on a click number as listed below.
Existing actions tokens on this character are applied to the
replacement, which can't be given artiaw this turn. If the
replacement is KO'd, this character's point value is scored instead.

SET/# NAME CLICK #
#001 Captain America Current- 1
@w#002 | Captain America Current- 2

#047 Hulklops

77 Beam SmashWhen Hulklops makes a close combat attack, if
his attack total is at least 4 greater than his target's defense value,
after actions resolve he can use Penetrating/Psychic Blast
targeting the hit character as a free action.

@Eyes on the Back of My HeadHulklops can use Pulse Wave.
When he does, he ignores elevation when drawing lines of fire.

%Revert:Cyclops:Give Hulklops a free action and replace him
with a figure on a click number as listed below. Existing actions
tokens on this character are appliezlthe replacement, which
can't be given an action this turn. If the replacement is KO'd, this
character's point value is scored instead.

SET/# NAME CLICK #

® 008 | Cyclops Current- 1

@#002 Cyclops Current- 3
#(_)48 Icehulk

¢ Ice Smash:When Icehulk makes a close combat attack, if his
attack total is at least 4 greater than his target's defense value,
give the hit character up to 2 action tokens after actions resolve.

ﬁFreezing Hit: Icehulk can use Poison. When Icehulk hits a
character hat also took damage from Icehulk's Poison this turn,

after actions resolve counter that character's speed powers until
your next turn.

%Revert:lceman: Give Icehulk a free action and replace him
with a figure on a click number as listed below. Existintoas
tokens on this character are applied to the replacement, which
can't be given an action this turn. If the replacement is KO'd, this
character's point value is scored instead.

SET/# NAME CLICK #
@038 | Iceman Current- 1
@#006 Iceman Current- 3

#(_)49 Hulkmariner

77 Sea SmashWhen Hulkmariner makes a close combat attack,

if his attack total is at least 4 greater than his target's defense
value, the hit character gains Earthbound/Neutralized this game as
long as Hulkmariner is on the map.

ﬁFlotsamand JetsamHulkmariner can use Super Strength.
Give Hulkmariner a free action if he occupies water terrain and
isn't holding an object. Give Hulkmariner a standard light object
from outside the game.

%Revert:Namor: Give Hulkmariner a free action and reyoe

him with a figure on a click number as listed below. Existing
actions tokens on this character are applied to the replacement,
which can't be given an action this turn. If the replacement is
KO'd, this character's point value is scored instead.

SET/H# NAME CLICK #
@#009 Namor Current
@#203 Namor Current- 1

#050 Mighty Thorr

¢ Thunder SmashWhen Mighty Thorr makes a close combat
attack, if his attack total is at least 4 greater than his target's
defense value, after actions resolve he can use Quake as a free
action.

ﬁChain Lightning: Mighty Thorr can use Energy Explosion as
if he possesse'g?Ie?.

%Revert:Thor: Give Mighty Thorr a free action and replace him
with a figure on a click number as listed below. Existing actions
tokens on this character are applied to the replacement, which
can't be given an action this turn. If the replacement isdk@is
character's point value is scored instead.

SET/# NAME CLICK #
Au038 Thor Current- 2
®#002 | Thor Current- 1
(®x005 | Thor Current

#051 Wolverage

77 Blood SmashWhen Wolverage makes a close combat attack,
if his attack total is at least 4 greater than his target's defense
value, after actions resolve heal Wolverage of 2 damage.

ﬁBig Claws:Wolverage can use Blades/Claws/Fangs and
Flurry. When Wolverage is givencéose combat action, squares
within a range of 2 and line of fire may be considered adjacent.
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