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PRINTING INSTRUCTIONS

1. From Adobe® Reader® or Adobe® Acrobat® 
open the print dialog box (File>Print or 
Ctrl/Cmd+P ).

2. Click on Properties and set your Page 
Orientation to Landscape (11 x 8.5).

3. Under Print Range>Pages input the pages you 
would like to print. (See Table of Contents)

4. Under Page Handling>Page Scaling select 
Multiple pages per sheet.
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5. Under Page Handling>Pages per sheet select 
Custom and enter 2 by 2.

6. If you want a crisp black border around each 
card as a cutting guide, click the checkbox next 
to Print page border.

7. Click OK.
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Running Shot

Charge

MALFUNCTION (Earthbound/Neutralized)

Energy Explosion

Super Strength

Impervious

POINT VALUE: 154





TIRED (Earthbound/Neutralized)

BIOMYSTICAL BLAST (Force Blast)

Super Strength

BIOMYSTICAL BLAST (Energy Explosion)

DEMONHIDE (Toughness)

Regeneration

POINT VALUE: 58











Hulkling™

Kree, Skrulls, Teen, Young Avengers

Earthbound/Neutralized

WINGS (Charge)

Super Strength

Invulnerability

Toughness

Regeneration

POINT VALUE: 72





GIANT’S GRAB (Plasticity)

SHRINK (Earthbound/Neutralized)

SUDDEN GROWTH (Leap/Climb)

Super Strength

ANT-SIZED (Super Senses)

BIG FISTS (Close Combat Expert)

POINT VALUE: 50













Running Shot

LIGHTFORM (Phasing/Teleport)

Energy Explosion

FOCUSED LASER (Penetrating/Psychic Blast)

INTANGIBLE (Super Senses)

PULSED LIGHT (Ranged Combat Expert)

POINT VALUE: 91





CLAW CABLE (Leap/Climb)

AMULET BLAST (Energy Explosion)

FOCUSED DARKFORCE  
(Penetrating/Psychic Blast)

ANDROID BODY (Toughness)

BODYSWAP (Regeneration)

GLIDING DODGE (Energy Shield/Deflection)

POINT VALUE: 56



Charge

GRAPPLE (Plasticity)

Super Strength

DRAGONFLAME (Penetrating/Psychic Blast)

Impervious

Invulnerability

POINT VALUE: 130





Running Shot

COVERT OPS (Stealth)

ASSASSIN (Penetrating/Psychic Blast)

BATTLESUIT (Invulnerability)

ARMOR (Toughness)

TRAITOR (Mastermind)

POINT VALUE: 118







Quicksilver™

Brotherhood of Mutants, Mutant, Ultimates

Hypersonic Speed

Charge

Energy Shield/Deflection

Super Senses

POINT VALUE: 63





PHOTONIC CONVERSION (Phasing/Teleport)

Flurry

SYSTEMS OFFLINE (Earthbound/Neutralized)

BROADCAST NIGHTMARE (Quake)

PHOTONIC FORM (Super Senses)

COMBAT PROGRAMMING (Combat Reflexes)

POINT VALUE: 98
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OUTWIT

Cosmic Cube The Red Skull can use Outwit, Perplex, and 
Probability Control. When this power is used, roll one d6 (after 
the action resolves, when applicable). On a result of 1-3 deal 1 
unavoidable damage to Red Skull.

Stealth

COSMIC BLAST (Penetrating/Psychic Blast)

DUST OF DEATH (Poison)

COSMIC PROTECTION (Invulnerability)

Toughness

Mastermind

POINT VALUE: 123

REAL NAME: Johann Schmidt™
FIRST APPEARANCE: Tales of Suspense # 66 (1965)
BACKGROUND: The Red Skull is an evil mastermind born 
of the Third Reich in World War II. He has cheated death ever since 
to remain a perpetual thorn in the side of his nemesis, Captain 
America™. Over the decades, several of his plans—and at least 
one of his escapes from death—have involved the powers of the 
reality-altering Cosmic Cube.
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Running Shot

SWORDSMAN (Flurry)

SPATIAL FOLDS (Phasing/Teleport)

Blades/Claws/Fangs

MOONSTONE (Penetrating/Psychic Blast)

Mastermind

POINT VALUE: 95









Charge

NORMAL SIZE (Earthbound/Neutralized)

Super Strength

Toughness

Genius Giant-Man can use Perplex, but he can target only himself 
or a friendly character within 4 squares, and he can modify a combat 
value only by +2 with each use.

Perplex

POINT VALUE: 82











MOLECULAR DISRUPTION  
(Penetrating/Psychic Blast)

BREAKDOWN (Pulse Wave)

MOLD MATTER (Barrier)

Molecular Destruction Once during Molecule Man’s 
turn as a free action, Molecule Man can choose one of the 
following options: (1) Remove any target object (including an 
object held by a character) from the game. (2) Destroy a target 
square of blocking terrain. (3) Destroy a portion of a target wall 
bordering a single square. For all options, the target must be 6 
or fewer squares from Molecule Man and he must have a clear 
line of fire to the target.

POINT VALUE: 113









Group Teleportation Wiccan can use Phasing/Teleport. 
When he uses this power, he can use the Carry ability to carry up 
to three friendly characters. If more than one character is carried, 
after the action is resolved deal 1 unavoidable damage to Wiccan.

Phasing/Teleport

LIGHTNING (Energy Explosion)

MYSTIC SHIELD (Energy Shield/Deflection)

Enhancement

SPELLCASTER (Probability Control)

POINT VALUE: 54
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Leadership

Charge

Press the Attack Once per turn, if Citizen V KOs an opposing 
character with a close combat attack, he may immediately move 
up to his full speed value and make one close combat attack as a 
free action.

Flurry

Blades/Claws/Fangs

Combat Reflexes

Toughness

POINT VALUE: 58

REAL NAME: Helmut Zemo™/John Watkins III™
FIRST APPEARANCE: Incredible Hulk # 449 (Zemo as Citizen 
V—1997), Thunderbolts # 45 (Watkins—2000)
BACKGROUND: The mantle of Citizen V has passed through the 
decades from hero to hero—until it was taken by the villainous Baron 
Zemo™, who wore it as his disguise when he was the leader of the 
Thunderbolts™. But it was soon reclaimed by John Watkins III, grandson of 
the original Citizen V, who also took over his grandfather’s role as leader of 
the group of international freedom fighters known as the V Battalion™.
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Supersonic Speed Quicksilver can use Hypersonic Speed.

Flurry

Charge

JUST A BLUR (Super Senses)

Combat Reflexes

POINT VALUE: 49







MENTO-INTENSIFIER RING (Mind Control)

Left Hand of the Mandarin The Mandarin can use 
Energy Explosion, Incapacitate, and Mind Control.

DISINTEGRATION BEAM RING 
(Penetrating/Psychic Blast)

Right Hand of the Mandarin The Mandarin can use 
Barrier, Force Blast, Quake, Smoke Cloud, and Telekinesis.

MATTER REARRANGER RING (Barrier

Willpower

POINT VALUE: 156



SENTINEL OF THE SPACEWAYS  
(Hypersonic Speed)

Cosmic Speed Silver Surfer can use Hypersonic Speed, but 
can make only ranged combat attacks when using the power.

Running Shot

LIGHTSPEED (Phasing/Teleport)

Energy Explosion

COSMIC BLAST (Psychic Blast)

POINT VALUE: 231







Phasing/Teleport

Hypersonic Speed

COSMIC BLAST (Penetrating/Psychic Blast)

Pulse Wave

ENERGY BEING (Super Senses)

Regeneration

POINT VALUE: 171
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POINT VALUE: 600/1,200/1,800

DISINTEGRATION (Exploit Weakness)

REAL NAME: Galan™

FIRST APPEARANCE: Fantastic Four # 48 (1966)
BACKGROUND: Galactus is the lone survivor of the universe 
that existed before the current Marvel™ universe, reborn in the Big 
Bang as a being of enormous cosmic power. Assisted by his heralds, 
Galactus is driven by an insatiable hunger to seek out and consume 
entire planets. The Eater of Worlds cares little for any sentient beings 
lost in his feeding, as he continues on his never-ending journey that 
may lead to the end of this universe and perhaps beyond.

Galactus™,  
Eater of Worlds™

Cosmic

TIMER DIAL: 

Galactus™, 
Eater of Worlds™

Cosmic

AttAck (YElloW)
WrAth of thE dEvourEr (Pulse Wave)

AttAck (orAnGE)
cosmic blAst (Energy Explosion)

AttAck (bluE)
AWAY, GnAt! (Psychic Blast)

dEfEnsE (broWn)
You ArE bEnEAth thE AttEntion 
of  GAlActus (Impervious)

dEfEnsE (GrAY)
forcE fiEld (Invulnerable)

dEfEnsE (orAnGE)

Armor of GAlActus (Toughness)

point vAluE:
600/1,200/1,800

dAmAGE (limE)

disintEGrAtion (Exploit Weakness)

timEr diAl:  Ultimate Nullifier™

                          (See special Galactus rules.)

                           Cosmic Engines
                          (See special Galactus rules.)

rEAl nAmE: GalanTM

first AppEArAncE: Fantastic Four #48(1966)
bioGrAphY: Galactus is the lone survivor of the universe 
that existed before the current MarvelTM universe, reborn in the 
Big Bang as a being of enormous cosmic power. Assisted by his 
heralds, Galactus is driven by an insatiable hunger to seek out 
and consume entire planets. The Eater of Worlds cares little for 
any sentient beings lost in his feeding, as he continues on his 
never-ending journey that may lead to the end of this universe 
and perhaps beyond.
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GALACTUS,
EATER of WoRLDS

RULES

The rules in this document describe how to 
play the Galactus, Eater of Worlds character 
in two ways: as part of a special scenario and 
as part of a force.

CoUnTDoWn To DESTRUCTion: 
ThE GALACTUS SCEnARio

When Galactus arrives at a world, its heroes 
and villains must band together to fight 
him—or watch their world die.

In this scenario, Galactus is a cosmically 
powerful character not meant to be part 
of any player’s force. Instead, Galactus is 
a menace that must be turned away using 
these scenario rules. If players do not defeat 
Galactus before 20 rounds have passed, 
Galactus destroys the world and all players 
lose the scenario.

Galactus is subject to all heroClix® rules, 
except as noted in these scenario rules.

ThE DiALS
Galactus has four dials: three combat dials 
(the “Starving” dial has 20 clicks and the 
“Hungry” and “Mighty” dials each have 12 
clicks) and one timer dial. 

Combat Dials
You do not have to use all of Galactus’ combat 
dials in this scenario. The number of combat 
dials players choose to use determines 
Galactus’ point value and power level in the 
scenario. If you are not using a combat dial in 
a game, click that dial until only KO symbols 
appear. If you are using a combat dial in the 
game, click that dial until the vertical green 
starting line appears. Each combat dial is 
labeled with one of Galactus’ power level 
titles, as indicated in Table 1.

Table 1: Galactus Power Levels
Point Value Power Level number of Dials
600 Starving One(Starving only)
1,200 Hungry Two(Starving and Hungry only)
1,800 Mighty Three (Starving, Hungry, 
  and Mighty)

Starving Galactus (600 Points)
The 600-point Galactus uses only the 
Starving combat dial. Starving Galactus is 
best-suited for one player with a build total 
of 600 points, two players with build totals 
of 300 points each, or three players with 
build totals of 200 points each.

hungry Galactus (1,200 Points)
The 1,200-point Galactus uses the Starving 
and Hungry combat dials. Hungry Galactus is 
best-suited for two players with build totals 
of 600 points each, three players with build 
totals of 400 points each, or four players 
with build totals of 300 points each.

Mighty Galactus (1,800 Points)
The 1,800-point Galactus uses all three 
combat dials. Mighty Galactus is best-suited 
for two players with build totals of 900 

points each or three players with build totals 
of 600 points each.

All build totals are only suggestions. 
The build total can be split among players 
in any way, provided that each player’s build 
total is a multiple of 100.

During a battle, Galactus uses only one 
combat dial at a time. Begin the scenario 
with the dial that shares the name with the 
power level at which Galactus is being played. 
When a dial is KOd, go to the next lowest dial 
(from Mighty to Hungry to Starving).

Damage does not carry over from one 
combat dial to another. In a battle against 
Hungry Galactus, for example, if there is 
one click left on the Hungry combat dial, 
and Galactus is dealt 3 damage, the “extra” 
2 damage is not applied to the Starving 
combat dial.

Timer Dial
The timer dial shows numbers 20 through 
1, and it is used to “count down” the rounds 
remaining until the end of the scenario, 
as well as indicate various effects during 
rounds. At the end of a round, after all 
players have taken a turn, click the timer dial 
counterclockwise once. When the timer dial 
is clicked past the position numbered “1”—
and the green section becomes visible—the 
game is over: Galactus has eaten the world 
and everyone else loses.

Challenge Levels
The timer dial has three challenge levels, 
and each challenge level is marked by a 
colored line to the left of the slot: yellow, 
blue, or red. When you play this scenario 
for the first time, begin the game on the 
yellow position, which gives you 20 rounds 
to win. Beginning the game on the blue 
position gives you 15 rounds to win, and the 
red position gives you 10 rounds to win. You 
can combine challenge levels with different 
Galactus point values to create a variety 
of game options. (If you’re ready for an 
even greater challenge, you can play at any 
challenge level using the Cosmic Engines 
mechanic, described later in these rules.)

When one of Galactus’ combat dials 
is KOd, the player whose character KOd it 
rolls one d6 and subtracts 2 from the result 
(minimum result 1), and then clicks the timer 
dial clockwise a number of times equal to the 
result. On a turn during which the timer dial 
is clicked clockwise, it is not also clicked once 
counterclockwise that round. Do not click the 
timer dial clockwise beyond the colored line 
at which the game began.

The Ultimate nullifier™

The Ultimate Nullifier is both part of 
Galactus and a powerful weapon that 
can be used against him—one of the few 

things truly feared by the Eater of Worlds. 
In the Countdown to Destruction scenario, 
characters are given a chance to wield the 
Ultimate Nullifier to damage Galactus, but 
only if they are willing to risk being destroyed 
by its power.

Using the Ultimate nullifier. When the 
timer dial is clicked at the end of a round, 
if the  symbol that appears is the same 
color as the challenge level of the scenario 
(yellow, blue, or red), at the beginning of the 
next round choose one character (agreed 
upon by all players) opposing to Galactus to 
be given a power action to use the Ultimate 
Nullifier. That character’s controller rolls 
2d6. If the result is 8–12, deal Galactus 1 
penetrating damage for each 100 points (or 
fraction thereof) of the chosen character’s 
point value. If the result is 7 or less, the 
character is immediately removed from 
the game, destroyed by the cosmic energy 
backlash from an unsuccessful attempt to 
use the Ultimate Nullifier.

Cosmic Engines: The Devices of Galactus
Galactus remembers those who have 
bested him, and though most mortals 
are still unworthy of his direct attention 
he comes prepared when he returns to a 
planet. Galactus often assembles strange 
and terrible machinery as he prepares to 
consume a planet, machinery that can be 
as powerful and threatening to the planet’s 
inhabitants as the Eater of Worlds himself. 

If you’ve defeated Galactus before, the 
Cosmic Engines are an option that can be 
added to the scenario at any challenge level 
to make it even more challenging. If you and 
your allies can defeat Galactus at the red 
challenge level when Galactus brings the 
Cosmic Engines to the battlefield, you are 
truly a worthy defender of your planet.

Before the beginning of the scenario, 
all players should agree whether the Cosmic 
Engines option will be used. If the Cosmic 
Engines are being used, follow all of the rules 
in this section.

Placing SPECiAL markers. When Galactus 
knocks out an opposing character or causes 
a character to be defeated or knocked out, 
place a SpECIAl marker in the square the 
character occupied before being removed 
from the battlefield. The next time an 
opposing character is defeated or knocked 
out, move the same SpECIAl marker to the 
square occupied by that character. During 
the scenario, a SpECIAl marker should 
always occupy the square where the last 
opposing character was defeated. 

Creating the Cosmic Engines. When the 
 symbol appears on Galactus’ timer dial, 

replace the SpECIAl marker (if any) with a 
Cosmic Engine token, signifying the creation 
of a Cosmic Engine.

  Ultimate Nullifier
(See special Galactus rules.)

 

Galactus™, 
Eater of Worlds™

Cosmic

AttAck (YElloW)
WrAth of thE dEvourEr (Pulse Wave)

AttAck (orAnGE)
cosmic blAst (Energy Explosion)

AttAck (bluE)
AWAY, GnAt! (Psychic Blast)

dEfEnsE (broWn)
You ArE bEnEAth thE AttEntion 
of  GAlActus (Impervious)

dEfEnsE (GrAY)
forcE fiEld (Invulnerable)

dEfEnsE (orAnGE)

Armor of GAlActus (Toughness)

point vAluE:
600/1,200/1,800

dAmAGE (limE)

disintEGrAtion (Exploit Weakness)

timEr diAl:  Ultimate Nullifier™

                          (See special Galactus rules.)

                           Cosmic Engines
                          (See special Galactus rules.)

rEAl nAmE: GalanTM

first AppEArAncE: Fantastic Four #48(1966)
bioGrAphY: Galactus is the lone survivor of the universe 
that existed before the current MarvelTM universe, reborn in the 
Big Bang as a being of enormous cosmic power. Assisted by his 
heralds, Galactus is driven by an insatiable hunger to seek out 
and consume entire planets. The Eater of Worlds cares little for 
any sentient beings lost in his feeding, as he continues on his 
never-ending journey that may lead to the end of this universe 
and perhaps beyond.
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GALACTUS,
EATER of WoRLDS

RULES

The rules in this document describe how to 
play the Galactus, Eater of Worlds character 
in two ways: as part of a special scenario and 
as part of a force.

CoUnTDoWn To DESTRUCTion: 
ThE GALACTUS SCEnARio

When Galactus arrives at a world, its heroes 
and villains must band together to fight 
him—or watch their world die.

In this scenario, Galactus is a cosmically 
powerful character not meant to be part 
of any player’s force. Instead, Galactus is 
a menace that must be turned away using 
these scenario rules. If players do not defeat 
Galactus before 20 rounds have passed, 
Galactus destroys the world and all players 
lose the scenario.

Galactus is subject to all heroClix® rules, 
except as noted in these scenario rules.

ThE DiALS
Galactus has four dials: three combat dials 
(the “Starving” dial has 20 clicks and the 
“Hungry” and “Mighty” dials each have 12 
clicks) and one timer dial. 

Combat Dials
You do not have to use all of Galactus’ combat 
dials in this scenario. The number of combat 
dials players choose to use determines 
Galactus’ point value and power level in the 
scenario. If you are not using a combat dial in 
a game, click that dial until only KO symbols 
appear. If you are using a combat dial in the 
game, click that dial until the vertical green 
starting line appears. Each combat dial is 
labeled with one of Galactus’ power level 
titles, as indicated in Table 1.

Table 1: Galactus Power Levels
Point Value Power Level number of Dials
600 Starving One(Starving only)
1,200 Hungry Two(Starving and Hungry only)
1,800 Mighty Three (Starving, Hungry, 
  and Mighty)

Starving Galactus (600 Points)
The 600-point Galactus uses only the 
Starving combat dial. Starving Galactus is 
best-suited for one player with a build total 
of 600 points, two players with build totals 
of 300 points each, or three players with 
build totals of 200 points each.

hungry Galactus (1,200 Points)
The 1,200-point Galactus uses the Starving 
and Hungry combat dials. Hungry Galactus is 
best-suited for two players with build totals 
of 600 points each, three players with build 
totals of 400 points each, or four players 
with build totals of 300 points each.

Mighty Galactus (1,800 Points)
The 1,800-point Galactus uses all three 
combat dials. Mighty Galactus is best-suited 
for two players with build totals of 900 

points each or three players with build totals 
of 600 points each.

All build totals are only suggestions. 
The build total can be split among players 
in any way, provided that each player’s build 
total is a multiple of 100.

During a battle, Galactus uses only one 
combat dial at a time. Begin the scenario 
with the dial that shares the name with the 
power level at which Galactus is being played. 
When a dial is KOd, go to the next lowest dial 
(from Mighty to Hungry to Starving).

Damage does not carry over from one 
combat dial to another. In a battle against 
Hungry Galactus, for example, if there is 
one click left on the Hungry combat dial, 
and Galactus is dealt 3 damage, the “extra” 
2 damage is not applied to the Starving 
combat dial.

Timer Dial
The timer dial shows numbers 20 through 
1, and it is used to “count down” the rounds 
remaining until the end of the scenario, 
as well as indicate various effects during 
rounds. At the end of a round, after all 
players have taken a turn, click the timer dial 
counterclockwise once. When the timer dial 
is clicked past the position numbered “1”—
and the green section becomes visible—the 
game is over: Galactus has eaten the world 
and everyone else loses.

Challenge Levels
The timer dial has three challenge levels, 
and each challenge level is marked by a 
colored line to the left of the slot: yellow, 
blue, or red. When you play this scenario 
for the first time, begin the game on the 
yellow position, which gives you 20 rounds 
to win. Beginning the game on the blue 
position gives you 15 rounds to win, and the 
red position gives you 10 rounds to win. You 
can combine challenge levels with different 
Galactus point values to create a variety 
of game options. (If you’re ready for an 
even greater challenge, you can play at any 
challenge level using the Cosmic Engines 
mechanic, described later in these rules.)

When one of Galactus’ combat dials 
is KOd, the player whose character KOd it 
rolls one d6 and subtracts 2 from the result 
(minimum result 1), and then clicks the timer 
dial clockwise a number of times equal to the 
result. On a turn during which the timer dial 
is clicked clockwise, it is not also clicked once 
counterclockwise that round. Do not click the 
timer dial clockwise beyond the colored line 
at which the game began.

The Ultimate nullifier™

The Ultimate Nullifier is both part of 
Galactus and a powerful weapon that 
can be used against him—one of the few 

things truly feared by the Eater of Worlds. 
In the Countdown to Destruction scenario, 
characters are given a chance to wield the 
Ultimate Nullifier to damage Galactus, but 
only if they are willing to risk being destroyed 
by its power.

Using the Ultimate nullifier. When the 
timer dial is clicked at the end of a round, 
if the  symbol that appears is the same 
color as the challenge level of the scenario 
(yellow, blue, or red), at the beginning of the 
next round choose one character (agreed 
upon by all players) opposing to Galactus to 
be given a power action to use the Ultimate 
Nullifier. That character’s controller rolls 
2d6. If the result is 8–12, deal Galactus 1 
penetrating damage for each 100 points (or 
fraction thereof) of the chosen character’s 
point value. If the result is 7 or less, the 
character is immediately removed from 
the game, destroyed by the cosmic energy 
backlash from an unsuccessful attempt to 
use the Ultimate Nullifier.

Cosmic Engines: The Devices of Galactus
Galactus remembers those who have 
bested him, and though most mortals 
are still unworthy of his direct attention 
he comes prepared when he returns to a 
planet. Galactus often assembles strange 
and terrible machinery as he prepares to 
consume a planet, machinery that can be 
as powerful and threatening to the planet’s 
inhabitants as the Eater of Worlds himself. 

If you’ve defeated Galactus before, the 
Cosmic Engines are an option that can be 
added to the scenario at any challenge level 
to make it even more challenging. If you and 
your allies can defeat Galactus at the red 
challenge level when Galactus brings the 
Cosmic Engines to the battlefield, you are 
truly a worthy defender of your planet.

Before the beginning of the scenario, 
all players should agree whether the Cosmic 
Engines option will be used. If the Cosmic 
Engines are being used, follow all of the rules 
in this section.

Placing SPECiAL markers. When Galactus 
knocks out an opposing character or causes 
a character to be defeated or knocked out, 
place a SpECIAl marker in the square the 
character occupied before being removed 
from the battlefield. The next time an 
opposing character is defeated or knocked 
out, move the same SpECIAl marker to the 
square occupied by that character. During 
the scenario, a SpECIAl marker should 
always occupy the square where the last 
opposing character was defeated. 

Creating the Cosmic Engines. When the 
 symbol appears on Galactus’ timer dial, 

replace the SpECIAl marker (if any) with a 
Cosmic Engine token, signifying the creation 
of a Cosmic Engine.

  Cosmic Engines
(See special Galactus rules.)
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AWAY, GNAT! (Psychic Blast)

WRATH OF THE DEVOURER (Pulse Wave)

COSMIC BLAST (Energy Explosion)

YOU ARE BENEATH THE ATTENTION  
OF GALACTUS (Impervious)

FORCE FIELD (Invulnerable)

ARMOR OF GALACTUS (Toughness)
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DEFENDER (Defend)

ALTER EGO: The Silver Surfer™
FIRST APPEARANCE: Fantastic Four # 48 (1966)
BACKGROUND: When the Silver Surfer rebelled against Galactus™ to 
prevent his master from consuming the Earth, the Eater of Worlds™ exiled 
the Surfer to Earth, barring him from the stars with an invisible barrier 
surrounding the planet. The Surfer made many enemies on Earth, including 
Dr. Doom™, who once even succeeded in stripping away the Power Cosmic™ 
that powered the Surfer. Yet the Surfer also allied himself with several 
of Earth’s heroes to form the Defenders™, until Galactus’ barrier finally 
collapsed and the Surfer was once again free to roam the stars.

SENTINEL OF THE SKYWAYS  
(Hypersonic Speed)

Running Shot

Charge

Energy Explosion

SILVER SKIN (Invulnerability)

Toughness

Sentinel of the 
Skyways™

Defenders, Herald

POINT VALUE: 120
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LORD OF THE WAR-MEN (Leadership)

RUTHLESS (Exploit Weakness)

ALTER EGO: Terrax™ the Tamer
FIRST APPEARANCE: Fantastic Four # 211 (1979)
BACKGROUND: Before he was summoned to Galactus™ and 
transformed into the herald known as Terrax the Tamer, Tyros of Lanlak 
was the undisputed warlord of the planet Lanlak. The robotic War-Men 
of Tyros rode the land, enforcing his commands and punishing any who 
resisted. Those brought before Tyros quickly discovered that the warlord 
had considerable power of his own, with strength enough to casually 
destroy most foes—until he met the Fantastic Four™.

WARLORD’S RAGE (Flurry)

TERRAN POWER (Energy Explosion)

TERRAN POWER (Super Strength)

Invulnerability

Toughness

Combat Reflexes

Tyros™ of Lanlak
Ruler, Warrior

POINT VALUE: 86
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POINT VALUE: 

NOVA CORPS TRAINING (Combat Reflexes)

NOVA CORPS TRAINING (Close Combat Expert)

ALTER EGO: Firelord™

FIRST APPEARANCE: Thor # 225 (1974)
BACKGROUND: Before he became the herald of Galactus ™, 
Firelord was a mortal named Pyreus Kril and a member of the interstellar 
military protectorate known as the Nova Corps™. While serving aboard 
the exploration vessel Way-Opener , Kril became friends with its captain, 
Gabriel Lan™. When Lan was abducted by Galactus, Kril pursued the Eater 
of Worlds™ across the stars to discover the fate of his friend.

Charge

Flurry

DENARIAN (Hypersonic Speed)

NOVA FORCE (Super Strength)

NOVA FORCE (Invulnerability)

Toughness

Pyreus Kril™

Nova Corps

POINT VALUE: 96
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POINT VALUE: 

ALTER EGO: Stardust™
FIRST APPEARANCE: Stormbreaker # 1 (2005)
BACKGROUND: Lambda-Zero was once one of the Ethereal, a 
sentient race of pure energy beings nearly wiped out by the attack of 
the Annihilation Wave while Lambda explored the universe as Stardust, 
a herald of Galactus™. When Galactus chose the Silver Surfer™ to be his 
herald following the events of Annihilation Day, Lambda offered up the 
few remaining Ethereals to the all-consuming hunger of the Eater of 
Worlds™ in order to win back his favor.

ETHEREAL (Phasing/Teleport)

ENERGY PULSE (Pulse Wave)

Energy Explosion

ETHEREAL (Super Senses)

Energy Shield/Deflection

Lambda-Zero™

POINT VALUE: 75
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