
Phoenix Rules
The following rules apply to the big fi gure version of Phoenix™, which is mounted on a 3” base (MarvelTM HeroClix®: Armor Wars fi gure #221). 

Level Point Clicks from Starting
 Value Position

V  Veteran 800 0
E  Experienced 600 3
R  Rookie 400 6

Point Value
Phoenix has three different point values, each 
representing a different power level in the game and 
each beginning the game on a different click.

Before the game begins, decide on a point value for 
Phoenix and rotate its combat dial the indicated number 
of clicks from the starting position.

Special Rules
Big fi gures

• are not affected by Force Blast, Incapacitate, Mind 
Control, Plasticity, Poison, Psychic Blast, Shape 
Change, Steal Energy, Support, or any team ability 
that duplicates those powers;

• cannot be moved by Telekinesis, but may be the 
target of a Telekinesis attack;

• are not affected by knockback;
• do not need to roll to break away, though 

characters adjacent to big fi gures roll for break 
away per the standard rules;

• may be attacked by grounded, elevated, or soaring 
characters using close or ranged combat attacks, 
and they are adjacent to characters in adjacent 
squares regardless of elevation; and

• cannot be carried or captured.

Actions and Pushing
Phoenix may be given only one action per turn. 

Phoenix may be pushed each turn; it will continue to 
be dealt pushing damage. If you do not give Phoenix 
an action on your turn, remove all action tokens from 
Phoenix at the end of that turn.

Moving
Phoenix must begin the game with its base completely in 
its player’s starting area. Its base occupies 4 squares on 
the battle map (2 squares by 2 squares).

Phoenix moves per the standard fl ying rules; it cannot 
move through indoor blocking terrain. Phoenix ignores 
the effects of hindering terrain and elevated terrain on 
movement, though it cannot end a move action with its 
base both on and off of elevated terrain or blocking terrain.
When moving Phoenix, choose any square adjacent 



Phoenix and 
characters on elevated 
terrain may make 
ranged combat attacks 
against each other as 
if they were on the 
same level. Soaring 
characters and 
Phoenix do not halve 
their range values 
when making ranged 
combat attacks against 
each other.

Powers and Abilities
Phoenix has the Multiattack power.

Multiattack (optional) Give this character a 
power action. It may use two free actions against up to 
two targets per action. These free actions may consist 
of power actions, close combat actions, and ranged 
combat actions, though free actions gained from this 
power cannot be used to activate this power. Make an 
attack roll for each attack, if any. Any damage dealt 
from one of these attacks is reduced by 1, minimum 
1 damage. 

Multiattack cannot be countered or lost.

©2005 WizKids, Inc. All rights reserved. HeroClix and WizKids are trademarks of WizKids, 
Inc. Patent pending.
Marvel and all related characters and the distinctive likenesses thereof are trademarks of 
Marvel Characters, Inc., and are used with permission. ©2005 Marvel Characters, Inc. 
www.marvel.com

to Phoenix to begin 
counting movement. 
Phoenix must end 
its movement so 
that its base rests on 
one of the squares 
within its movement 
range. If Phoenix 
moves over, or stops 
its movement on, 
an object token, the 
object is destroyed; 
replace it with a rubble token.

Attacking
Phoenix may be adjacent to a maximum of 12 squares. 
It may attack and be attacked through any of them. 
Phoenix can make a ranged combat attack against any 
character in range, even if such a character is in an 
adjacent square. 
   
Because Phoenix is a 
big figure (a character 
with the  damage 
symbol), lines of fire 
drawn to and from 
it are not blocked by 
standard characters 
(characters with the 

 damage symbol), 
but they are blocked 
by giant characters 
(characters with the  
damage symbol). Big 
figures that are on the 
same elevation block 
line of fire to each other. Blocking terrain blocks line of 
fire to Phoenix per the standard rules.    

Phoenix may attack any two of these three 
targets using a single close combat action, 
making an attack roll against each target.

This is 
Phoenix’s close 
combat area. 

Close Combat

Ranged Combat

Ranged Combat

Standard 
characters do 
not block line 
of fire to or 

from Phoenix. 
All of these 

figures 
may attack 

Phoenix.

Soaring
(ranged combat)

Elevated Terrain
(ranged combat)

Grounded
(close combat or 
ranged combat)
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