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BATMOBILE
Batman Family, Gotham City, Vehicle

THEFT-DETERRENT SYSTEMS (Flurry)

Look Out! It’s Batman! Batmobile can use Charge and the 
Ram ability. When it uses the Ram ability, modify the attack value of 
up to three hit characters by -1 until the beginning of your next turn.

Bat-Tracer Batmobile modifies its attack value by +1 for each 
time the targeted character has taken damage from an attack this 
turn.

ARMORED BODY (Toughness)

ARMOR PLATING (Energy Shield/Deflection)

AUTOPILOT: 64     
PILOTED:    119

REINFORCED FRAME (Combat Reflexes)

HOLOCHROMATIC CAMOUFLAGE (Shape Change)

Targeted EMP Batmobile can use Outwit, but can only target 
characters with the Armor, Robot or Vehicle keyword. 

PILOT ABILITIES

Familiar Controls
Prerequisites:  or Batman Family keyword.
When Batmobile replaces its combat values with the combat values of its pilot, 
modify any replaced combat value by +1

Batcomputer Link
Prerequisites: Alfred Pennyworth, Batman, Red Robin, Robin, or Nightwing
Batmobile can use any standard damage power possessed by its pilot.
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VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.
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BATWING
Batman Family, Gotham City, Vehicle

MODIFIED INTERCEPTOR (Running Shot)

Rooftop Scanners Modify Batwing’s attack value by 
+1 when targeting characters that can use the Flight ability and 
characters occupying elevated terrain.

CROWD CONTROL ORDINANCE (Energy Explosion)

EVASIVE MANUEVERS (Super Senses)

CLOUD COVER (Energy Shield/Deflection)

KINETIC DEFENSE ARMOR (Toughness)

AUTOPILOT: 72     
PILOTED:    144

TACTICAL STRIKE (Ranged Combat Expert) PILOT ABILITIES

Airdrop
Prerequisites:  or 
When Batplane uses the Carry ability, it can place carried characters in any 
square it moves through during the move.

Overwatch 
Prerequisites: Alfred Pennyworth, Batman, Lady Blackhawk, Metamorpho, 
Nightwing or Red Robin
When an opposing character 6 or fewer squares from the Batplane deals 
damage to it or any other friendly character, mark the opposing character with 
an Overwatch token if it isn’t already marked; until the end of your next turn, 
any friendly character attacking a character marked with an Overwatch token 
modifies their attack value by +1.
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VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.
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INVISIBLE JET
Amazon, Justice League, Justice Society, Vehicle

AUTOPILOT: Difficult to Spot Invisible Jet modifies its 
defense value by -1 against ranged combat attacks for each opposing 
character adjacent to it.

PILOTED: Invisible Any character that is 5 or more squares from 
Invisible Jet can’t draw a line of fire to it.

SUPERSONIC (Phasing/Teleport)

INVISIBLE ASSAULT (Pulse Wave)

I CAN’T SEE IT IN MY SIGHTS! 
(Energy Shield/Deflection)

Taking Cover Beneath The Wings Friendly characters 
adjacent to Invisible Jet can use Super Senses but only succeed on a 
roll of 6; when they use this Super Senses and roll a 1 or 2, after the 
attack resolves deal Invisible Jet 1 unavoidable damage.

AUTOPILOT: 50     
PILOTED:    106

MORPHING CRYSTAL (Regeneration)

INVISIBLE (Shape Change)

PILOT ABILITY
Amazon keyword Purple Ray 

Rejuvenation When Invisible Jet carries 
a character, after actions resolve, one carried 
character who has no action tokens may be 
given a non-free action this turn. If you do, 
give that character a second action token after 
the action resolves.

and/or

Character Names:
Artemis
Donna Troy
Queen Hippolyta
Troia
Wonder Girl 
Wonder Woman

Extended Dome After the resolution 
of a move action taken by Invisible Jet, it 
can immediately use Barrier as a free action 
placing 6 blocking terrain markers instead 
of 4. When it does, 2 of the blocking terrain 
markers must be adjacent to Invisible Jet but 
not to each other.

PILOT ABILITIES

Purple Ray Rejuvenation
Prerequisites: Amazon keyword, , or 
When Invisible Jet carries a character, after actions resolve, one carried 
character who has no action tokens may be given a non-free action this turn. If 
you do, give that character a second action token after the action resolves.

Extended Dome 
Prerequisites: Artemis, Donna Troy, Queen Hippolyta, Troia, Wonder Girl or 
Wonder Woman
After the resolution of a move action taken by Invisible Jet, it can immediately 
use Barrier as a free action placing 6 blocking terrain markers instead of 4. 
When it does, 2 of the blocking terrain markers must be adjacent to Invisible 
Jet but not to each other.
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VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.
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GCPD CRUISER
Gotham City, Police, Vehicle

SUSPECT IN CUSTODY (Incapacitate)

BULLET PROOF ARMOR (Toughness)

PRIDE OF THE MOTOR POOL (Willpower)

BIG IRON’S IN THE TRUNK, BOYS (Enhancement)

Tactical Response GCPD Cruiser can use Perplex, but can 
only target adjacent characters.

AUTOPILOT: 52 
PILOTED:      68

PILOT ABILITIES

Clear the Streets
Prerequisites: Gotham City keyword or 
Once per turn, when GCPD Cruiser passes through a square occupied by an 
opposing character, immediately place that character in a square within 3 
squares and line of fire of its current square and deal it 1 penetrating damage, 
then complete GCPD Cruiser’s movement.

Cuffed to the Bumper
Prerequisites: Any character with “GCPD” or “Gordon” in its name.
GCPD Cruiser can use Plasticity; characters that can automatically break away 
or ignore characters for movement purposes do not automatically break away 
or ignore GCPD Cruiser for movement purposes.
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VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.

V004

© 2012 WIZKIDS/NECA, LLC. © 2012 WIZKIDS/NECA, LLC.



TM & © DC Comics.         (s12)

MILITARY TANK
Soldier, Vehicle

Wallbreaker  

Bringing in the Big Guns Military Tank can use the 
Ram ability.

ROLLING THUNDER (Energy Explosion)

ARMORED (Toughness)

FIRE SUPPORT (Enhancement)

ARMOR PIERCING SHELL (Ranged Combat Expert)

AUTOPILOT: 38     
PILOTED:      75

PILOT ABILITIES

Ranging In 
Prerequisites: Soldier keyword
Adjacent friendly characters may modify their range value by +1, +2, or +3; when a 
character modifies its range value in this way and actions resolve, roll a d6 and if the 
result is equal to or less than the amount modified, deal Military Tank 1 unavoidable 
damage.

Let’s Take This Tin Can for a Ride
Prerequisites: Sgt. Rock or “Easy Company” in name
Military Tank can use Willpower. When Military Tank replaces its combat values with 
the combat values of its pilot, modify any replaced combat value by +1 and when 
the next non-free action resolves, the pilot may eject from the vehicle instead of 
being dealt 1 unavoidable damage.
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VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.
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HAUNTED TANK
Soldier, Vehicle

Unstoppable  

Autopilot:Piloted By General J.E.B. Stuart The 
Haunted Tank is not dealt the 1 unavoidable damage after resolving 
an action with an attack.

Piloted: Nice Shot, Gus! Direct Hit! When the Haunted Tank 
uses Energy Explosion, damage dealt to the target of the attack is 
penetrating damage.

CLANKETY-CLANKETY-CLANKETY! Haunted Tank 
can use Running Shot and the Ram ability.

KEEP MOVING FORWARD (Charge)

OPEN UP WITH THE BROWNING, RAWLINS! 
(Energy Explosion)

AUTOPILOT: 90     
PILOTED:    136

ARCH, LET LOOSE WITH THAT M6! 
(Penetrating/Psychic Blast)

Stuka Patrol! Take Cover! Friendly characters adjacent to 
Haunted Tank can use Toughness; when they are dealt damage, roll a 
d6 and on a result of 1 deal Haunted Tank 1 damage.

SLOPED FRONTAL HULL ARMOR (Invulnerability)

ARMY STRONG (Willpower)

M3 STUART (Toughness)

HIGH-EXPLOSIVE ANTI-TANK SHELL 
(Ranged Combat Expert)

PILOT ABILITIES

General Stuart’s Counsel
Prerequisites: Soldier keyword
Haunted Tank can use Outwit. Give Haunted Tank a power action and place a hinder-
ing terrain marker 6 or fewer squares from the Haunted Tank; all friendly characters 
occupying or adjacent to the marker modify their attack value by +1; remove the 
hindering terrain from the battlefield at the beginning of your next turn.

“Jigsaw Tank” Mechanics
Prerequisites: Warrior keyword
Haunted Tank can use Support, but it can only target characters with the Vehicle 
keyword; when it does, modify either the result of the attack roll or the amount 
healed by +1 for each object adjacent to it. When its printed damage value is 1, 
Haunted Tank can use Regeneration.
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VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.
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THE BUG
Justice League, Justice League International, Vehicle

LET’S SEE IF I CAN SQUEEZE SOME SPEED OUT 
OF HER (Hypersonic Speed)

RAM THEM! (Charge)

ELECTRIC DISCHARGE (Energy Explosion)

PROTOTYPE TRACTOR BEAM (Telekinesis)

YOU THINK I’D GIVE THE BUG LEGS THAT 
COULDN’T KICK? (Quake)

ELECTIFIED HULL (Poison)

AUTOPILOT: 99     
PILOTED:    139

Hazardous Environment Support Give The Bug a 
move action and after actions resolve, if The Bug carried at least 
one friendly character, The Bug can use Support as a free action, 
modifying the result of the attack roll by +1 for each character 
carried.

SEGMENTED CERAMIC HULL (Toughness)

KORD INDUSTRIES SHIELDING (Impervious)

Keep It Together... Immediately after the resolution of 
a move action, you may heal one of The Bug’s other dials of 1 
damage.

MAGMA SHIELDING (Invulnerability)

Skywire When The Bug uses the Carry ability friendly characters 
occupying or adjacent to squares moved through by the Bug can also 
be carried, even if not adjacent to it at the beginning of its move.

THE BEST TRICK YET (Perplex)

PILOT ABILITIES

Beetle Built Some Nice Tricks into This Thing
Prerequisites:  or Scientist keyword
The Bug can use all powers and abilities indicated on the Hazardous Environ-
ment dial. When The Bug would take damage, you may click the Hazardous 
Environment dial instead. The Bug is only wrecked when its Piloted dial is 
knocked out.

I Know How to Keep this Baby Flying 
Prerequisites: Blue Beetle or Booster Gold
The Bug can use all powers and abilities indicated on the Hazardous Environ-
ment dial and the Beetle dial. When The Bug would take damage, you may 
click either the Hazardous Environment dial or The Beetle dial instead. The Bug 
is only wrecked when its Piloted dial is knocked out.

DC COMICS
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POINT VALUE:



VEHICLES 
A vehicle is a HeroClix character marked with the  defense symbol. Vehicles 
can be played in one of two modes, Autopilot and Piloted, each with its own 
point value.You must choose which mode the vehicle will be played in when 
building your force. A vehicle can use the Carry ability, but does not modify 
its speed value from it and can carry up to the maximum number of friendly 
characters indicated on the vehicle’s base next to the  symbol. When using 
the Carry ability, vehicles ignore the combat symbols of friendly characters. 
Vehicles can use    . Vehicles can make ranged combat attacks 
against opposing characters to whom it can draw a line of fire, even when it is 
adjacent to an opposing character. A vehicle can’t be dealt damage through the 
Mastermind power.

AUTOPILOTED VEHICLES When a vehicle in Autopilot mode is 
given an action, after actions resolve, if the vehicle made an attack during that 
action, deal it 1 unavoidable damage.

PILOTED VEHICLES A friendly character adjacent to a vehicle in 
Piloted mode can be given a free action to become the vehicle’s pilot (unless 
the character is a vehicle or can use Battle Fury). A vehicle in Piloted mode 
may only have one pilot at a time. A character who becomes a vehicle’s pilot 
is removed from the battlefield and placed on the vehicle’s character card; all 
of a pilot’s powers and abilities are ignored, unless a game effect specifies it 
activates when the character is a pilot. When a character becomes its pilot, the 
vehicle may not be given an action until your next turn. A vehicle may have 
additional traits called Pilot Abilities. When a pilot matches any prerequisite 
listed for a pilot ability, the vehicle possesses that trait.

A vehicle’s pilot can eject from the vehicle and return to the battlefield by giving 
the vehicle a free action, as long as the character did not become the vehicle’s 
pilot during the same turn. When a pilot ejects, place the character in a square 
adjacent to the vehicle (or the closest unoccupied square it can legally occupy); 
the character may not be given a non-free action this turn and it may not be 
given an action to become this vehicle’s pilot this turn. 

The time between a character becoming a pilot and being ejected is called a 
trip. During a game, different characters may take a trip in a given vehicle. 
The same character might take multiple trips with a vehicle. Once per trip, the 
vehicle may be given a free action to replace its combat values with any or all 
of the combat values of its pilot. When you do, the pilot is dealt 1 unavoidable 
damage at the beginning of your next turn even if it is no longer the pilot of 
that vehicle. If the pilot can now use Battle Fury, it immediately ejects.

When a vehicle in Piloted mode does not have a pilot and is given a non-free 
action, after actions resolve, deal it 1 unavoidable damage.

WRECKED VEHICLES When a vehicle is knocked out it is wrecked. A 
wrecked vehicle is defeated but its figure remains on the battlefield; all of its 
powers, abilities, and values are ignored and it is considered an ultra-heavy 
object until the end of the game. If a vehicle has a pilot when it is wrecked, the 
pilot immediately ejects into a square of its controller’s choosing and is dealt 1 
unavoidable damage.

RAM Some vehicles have the Ram combat ability:

Give this character a move action; it may only move along a straight horizontal 
or vertical path and it can’t change its orientation. After actions resolve, make 
a close combat attack as a free action that targets all opposing characters 
that were moved through. Each hit character is dealt this character’s damage 
value and deal this character 1 unavoidable damage for each 100 points of 
characters dealt damage during the movement.

V007
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