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BLACK PANTHER
• After this attack is resolved, this character gains  equal to the  dealt.
• Before  is dealt, if the target character is Size 3 or less, push the target character away from this character .

While an allied character is attacking, defending, or dodging, during the Modify Dice step, it may spend 
1 . If it does, it may reroll one of its dice.

King of WaKanda (affiliation: WaKanda)

Mantle of the BlacK Panther

StriKe

Kinetic BurSt

ViBraniuM arMor

• When making this attack, during the pay  cost step of the attack, this character may spend up to 3 
additional . Add one die to this attack for each  spent in this way.

•  Explosive Force: After this attack is resolved, other characters within  2 of this character are Pushed 
away from this character . Pushed characters suffer 1 .

When making attacks this turn this character may reroll any number of its attack dice.

Pounce

This character is thrown . It does not suffer  if it collides with another character or terrain feature. 
This superpower can be used only once per turn.

When defending against  or  attacks, this character adds blanks in its defense roll to its total successes.
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BLACK PANTHER
• After this attack is resolved, this character gains  equal to the  dealt.
• Before  is dealt, if the target character is Size 3 or less, push the target character away from this character .

While an allied character is attacking, defending, or dodging, during the Modify Dice step, it may spend 
1 . If it does, it may reroll one of its dice.

King of WaKanda (affiliation: WaKanda)

Mantle of the BlacK Panther

StriKe

Kinetic BurSt

ViBraniuM arMor

• When making this attack, during the pay  cost step of the attack, this character may spend up to 3 
additional . Add one die to this attack for each  spent in this way.

•  Explosive Force: After this attack is resolved, other characters within  2 of this character are Pushed 
away from this character . Pushed characters suffer 1 .

When making attacks this turn this character may reroll any number of its attack dice.

Pounce

This character is thrown . It does not suffer  if it collides with another character or terrain feature. 
This superpower can be used only once per turn.

When this character is targeted by a  or  attack, it may use this superpower. Add two dice to this 
characters defense roll against that attack.
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BULLSEYE
• After this attack is resolved, this character gains 1 . 
• 
•  Bleed: After this attack is resolved the defending character gains the Bleed special condition. 

• 
• After this attack is resolved, the target character gains the Bleed special condition. 
• Rapid Fire

Action
Hit and Run

tHRowing Knife

Pin CusHion

.

i neveR Miss

.

PaRting sHot
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BULLSEYE
• After this attack is resolved, this character gains 1 . 
• 
•  Bleed: After this attack is resolved the defending character gains the Bleed special condition. 

• 
• After this attack is resolved, the target character gains the Bleed special condition. 
• Rapid Fire

Action
Hit and Run

tHRowing Knife

Pin CusHion

.

i neveR Miss

.

PaRting sHot
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2Vibranium Shield

When this character is targeted by a  or  attack, it may use this superpower. Add two dice to this 
character’s defense roll against that attack.

CAPTAIN AMERICA 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: If the target character is Size 3 or less, before damage is dealt, it may be pushed away from 

this character .

Each turn you may reduce the 
a day unlike any Other (affiliatiOn: aVengerS)

bOdyguard

Strike

Shield thrOw

Shield Slam

• . 
• 
•  Ricochet: After this attack is resolved, this character may make an additional Shield Throw attack. This 

attack must target another character within  3 of the original target character and may be any distance 
from this character. This additional attack does not have the Ricochet special rule.

• If the target character is Size 3 or less, after this attack is resolved, it may be thrown .

When another allied character within  2 is targeted by an attack, this character may use this 
superpower. This character becomes the target of the attack regardless of range and LOS.
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2Vibranium Shield

When this character is targeted by a  or  attack, it may use this superpower. Add two dice to this 
character’s defense roll against that attack.

• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: If the target character is Size 3 or less, before damage is dealt, it may be pushed away from 

this character .

Each turn you may reduce the 
a day unlike any Other (affiliatiOn: aVengerS)

bOdyguard

Strike

Shield thrOw

Shield Slam

• . 
• 
•  Ricochet: After this attack is resolved, this character may make an additional Shield Throw attack. This 

attack must target another character within  3 of the original target character and may be any distance 
from this character. This additional attack does not have the Ricochet special rule.

• If the target character is Size 3 or less, after this attack is resolved, it may be thrown .

When another allied character within  2 is targeted by an attack, this character may use this 
superpower. This character becomes the target of the attack regardless of range and LOS.

When defending against attacks, this character adds blanks in its defense roll to its total successes.
i Can dO thiS all day

© © 

Permission granted to print or photocopy for personal use.



4

2 M

 3 43

6

2 5 0

4 4 0

3 7 3

4

3

CAPTAIN MARVEL 
• After this attack is resolved, this character gains  equal to the  dealt.

Until the start of this character’s next activation, it adds two dice to its attack and defense rolls.
Binary Form

Danvers’ special

strike

energy Blast

rocket punch

Flight, immunity [incinerate, poison]

• After this attack is resolved, this character gains 1 .
• This character may reroll any number of attack dice for this attack.

•  Stagger: After this attack is resolved, the target character gains the Stagger special condition.

Choose an interactive terrain feature or an enemy character, both of Size 4 or less and within  2, and 
throw it . This superpower can be used only once per turn.

energy aBsorption

When this character is defending against an  attack, for each  in the defense roll they may 
change one of the attacker’s , , or  results to a blank. This character gains 1  for each die 
changed in this way.
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• After this attack is resolved, this character gains  equal to the  dealt.

Until the start of this character’s next activation, it adds two dice to its attack and defense rolls.
Binary Form

Danvers’ special

strike

energy Blast

rocket punch

Flight, immunity [incinerate, poison]

• After this attack is resolved, this character gains 1 .
• This character may reroll any number of attack dice for this attack.

•  Stagger: After this attack is resolved, the target character gains the Stagger special condition.

Choose an interactive terrain feature or an enemy character, both of Size 4 or less and within  2, and 
throw it . This superpower can be used only once per turn.

energy aBsorption

When this character is defending against an  attack, for each  in the defense roll they may 
change one of the attacker’s , , or  results to a blank. This character gains 1  for each die 
changed in this way.
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CORVUS GLAIVE

At the end of this character’s activation, if it is within  3 of an allied Proxima Midnight, this 
character may use this superpower. If the allied Proxima Midnight does not have an activated token, 
she may activate before your turn ends.

• After this attack is resolved, this character gains  equal to the  dealt.
•  Pierce: Change one of the defending character’s , , or  results to a blank.

• After this attack is resolved, this character gains 1 .

During the next Strike or Death Blow attack this turn, this character adds blanks in its attack roll to its 
total successes.

Glaive’s edGe

Husband of Proxima midniGHt

strike

atom sPlitter

Glaive of immortality

When this character would suffer  from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.

Gem bearer [reality, time]

• After this attack is resolved, this character may advance .
•   Flurry: After this attack is resolved, this character may make a Strike attack.

deatH blow

© © 

4

2 M

 3 33

6

2 5 0

4 4 0

3 7 4

3

1

CORVUS GLAIVE

At the end of this character’s activation, if it is within  3 of an allied Proxima Midnight, this 
character may use this superpower. If the allied Proxima Midnight does not have an activated token, 
she may activate before your turn ends.

• After this attack is resolved, this character gains  equal to the  dealt.
•  Pierce: Change one of the defending character’s , , or  results to a blank.

• After this attack is resolved, this character gains 1 .

• After this attack is resolved, this character may advance .
•   Flurry: After this attack is resolved, this character may make a Strike attack.

During the next Strike or Death Blow attack this turn, this character adds blanks in its attack roll to its 
total successes.

Glaive’s edGe

Husband of Proxima midniGHt

strike

atom sPlitter

deatH blow

Glaive of immortality

When this character would suffer  from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.

Gem bearer [reality, time]
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EBONY MAW 
• After this attack is resolved, this character gains 1 .
•  : After this attack is resolved, you may advance the target character .

Choose an interactive terrain feature of Size 4 or less within  3 and throw it . This superpower can 
be used only once per turn.

TelekineTic Powerhouse

Mind over MaTTer

Black Tongue

herald of dooM

flighT, geM Bearer [Mind, sPace]

• The target character does not gain  for  dealt by this attack.
•  Throw: If the target character is Size 2 or less, after this attack is resolved, it may be thrown .

When an enemy character targets this character with an attack, this character may use its  Defense 
regardless of the attack’s type, unless the attacking character pays 2 .

incrediBle Psychic PoTenTial

During the Power Phase, this character gains 2 additional .

If this character would suffer a collision, it may use this superpower. This character does not suffer 
damage from this collision. 

TelekineTic deflecTion

© © 

 6 42

6 5

2 M

4 6 0

4 8 4

3

2

EBONY MAW 
• After this attack is resolved, this character gains 1 .
•  : After this attack is resolved, you may advance the target character .

Choose an interactive terrain feature of Size 4 or less within  3 and throw it . This superpower can 
be used only once per turn.

TelekineTic Powerhouse

Mind over MaTTer

Black Tongue

herald of dooM

flighT, geM Bearer [Mind, sPace]

• The target character does not gain  for  dealt by this attack.
•  Throw: If the target character is Size 2 or less, after this attack is resolved, it may be thrown .

When an enemy character targets this character with an attack, this character may use its  Defense 
regardless of the attack’s type, unless the attacking character pays 2 .

incrediBle Psychic PoTenTial

During the Power Phase, this character gains 2 additional .

If this character would suffer a collision, it may use this superpower. This character does not suffer 
damage from this collision. 

TelekineTic deflecTion
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ENCHANTRESS 
• After each attack is resolved, this character gains 1 .
•  Sap Power: Before  is dealt, the target character loses 1  for each  in the attack roll, and this 

character gains that amount of .

Action: Choose an enemy character within  1 of this character. Move one Asset or Civilian token the 
chosen character is holding to this character. This character is now holding that token. This character 

AmorA’s Kiss

Hel HAtH No Fury. . .

spurNed AFFectioN

eNtHrAll

FligHt

•  Slow: After this attack is resolved, the target character gains the Slow special condition.
•   Stun: After this attack is resolved, the target character gains the Stun special condition.
•    Stagger: After this attack is resolved, the target character gains the Stagger special condition.

Choose an interactive terrain feature of Size 2 or less within  3 and throw it . This superpower can 
be used only once per turn.
sireN’s cAll

Choose an enemy character within  3 and advance that character . This superpower can be used 
only once per turn.
AsgArdiAN

During the Power Phase, this character gains 1 additional .
eNcHANtiNg

When an enemy character targets this character with an attack, it may use its  Defense regardless of 
the attack’s type unless the attacking character pays 2 .
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ENCHANTRESS 
• After each attack is resolved, this character gains 1 .
•  Sap Power: Before  is dealt, the target character loses 1  for each  in the attack roll, and this 

character gains that amount of .

Action: Choose an enemy character within  1 of this character. Move one Asset or Civilian token the 
chosen character is holding to this character. This character is now holding that token. This character 

AmorA’s Kiss

Hel HAtH No Fury. . .

spurNed AFFectioN

eNtHrAll

FligHt

•  Slow: After this attack is resolved, the target character gains the Slow special condition.
•   Stun: After this attack is resolved, the target character gains the Stun special condition.
•    Stagger: After this attack is resolved, the target character gains the Stagger special condition.

Choose an interactive terrain feature of Size 2 or less within  3 and throw it . This superpower can 
be used only once per turn.
sireN’s cAll

Choose an enemy character within  3 and advance that character . This superpower can be used 
only once per turn.
AsgArdiAN

During the Power Phase, this character gains 1 additional .
eNcHANtiNg

When an enemy character targets this character with an attack, it may use its  Defense regardless of 
the attack’s type unless the attacking character pays 2 .
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GAMORA 
• After this attack is resolved, this character gains  equal to the  dealt.
• If this attack deals , after this attack is resolved the target character gains the Bleed special condition.

This character is thrown . It does not suffer  if it collides with another character or terrain feature. 
This superpower can be used only once per turn.

AssAssin LeAp

MArtiAL prowess

God sLAyer

CosMiC AssAssin

deAdLiest woMAn in the GALAxy

•  Pierce: Change one of the defending character’s , , or  results to a blank.
• Rapid Strike: After this attack is resolved, this character may make an additional Cosmic Assassin attack 

without paying the  cost. The additional attack must target another character within  2 of the original 
target character and may be any distance from this character. This additional attack does not have the Rapid 
Strike special rule.

When this character is targeted by an attack within  2, it may use this superpower. Instead of rolling 
 from the attack, 

after the attack is resolved, the attacker suffers 2 .

When this character makes an attack, it may change 1 die result to a  for each  in the attack roll.

steALth

Characters must be within  3 of this character to target it with attacks.
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GAMORA 
• After this attack is resolved, this character gains  equal to the  dealt.
• If this attack deals , after this attack is resolved the target character gains the Bleed special condition.

This character is thrown . It does not suffer  if it collides with another character or terrain feature. 
This superpower can be used only once per turn.

AssAssin LeAp

MArtiAL prowess

God sLAyer

CosMiC AssAssin

deAdLiest woMAn in the GALAxy

•  Pierce: Change one of the defending character’s , , or  results to a blank.
• Rapid Strike: After this attack is resolved, this character may make an additional Cosmic Assassin attack 

without paying the  cost. The additional attack must target another character within  2 of the original 
target character and may be any distance from this character. This additional attack does not have the Rapid 
Strike special rule.

When this character is targeted by an attack within  2, it may use this superpower. Instead of rolling 
 from the attack, 

after the attack is resolved, the attacker suffers 2 .

When this character makes an attack, it may change 1 die result to a  for each  in the attack roll.

steALth

Characters must be within  3 of this character to target it with attacks.
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GHOST RIDER 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Hex: After this attack is resolved, the target character gains the Hex special condition.

Advance this character . This superpower can be used only once per turn.
Hell on WHeels

Wicked’s Judgement

cHains of damnation

flames of Hell

Penance stare

immunity [Bleed, Hex, incinerate, Poison]

• If this attack deals , after this attack is resolved the target character gains the Incinerate special condition.

• Add dice to the attack roll equal to the amount of  the target character has, to a maximum of 5.
• Instead of gaining  for the  dealt by this attack, the target character loses one  for each  dealt.

After an attack made by a character within  3 of this character is resolved, if that attack targeted 
another allied character, this character may use this superpower. The attacking character suffers 1  
for each  in its attack roll.

sPirit of Vengeance

After an attack targeting another allied character is resolved, if it dealt , this character gains 1 .
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GHOST RIDER 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Hex: After this attack is resolved, the target character gains the Hex special condition.

Advance this character . This superpower can be used only once per turn.
Hell on WHeels

Wicked’s Judgement

cHains of damnation

flames of Hell

Penance stare

immunity [Bleed, Hex, incinerate, Poison]

• If this attack deals , after this attack is resolved the target character gains the Incinerate special condition.

• Add dice to the attack roll equal to the amount of  the target character has, to a maximum of 5.
• Instead of gaining  for the  dealt by this attack, the target character loses one  for each  dealt.

After an attack made by a character within  3 of this character is resolved, if that attack targeted 
another allied character, this character may use this superpower. The attacking character suffers 1  
for each  in its attack roll.

sPirit of Vengeance

After an attack targeting another allied character is resolved, if it dealt , this character gains 1 .
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GREEN GOBLIN

Action: This character immediately makes an attack action followed by a move action. This superpower 
can be used only once per turn.

• After this attack is resolved, this character gains  equal to the  dealt.
• Before choosing a target, this character chooses whether this attack’s type is  or .
•  Bag of Tricks: Before damage is dealt, the enemy character gains one of the following special 

conditions: Bleed, Poison, or Incinerate.

• Before choosing a target, this character chooses whether this attack’s type is  or .
• If this attack deals , after this attack is resolved the target character gains the Poison and Incinerate 

special conditions.

Once per turn, while an allied character is attacking, during the Modify Opponent’s Dice step, it may 
reroll 1 opposing defense die.

OscOrp WeapOnry (affiliatiOn: spider-fOes)

Hit and run

pumpkin BOmBs

nigHt Of tHe gOBlin

arcH nemesis (peter parker)
When attacking Peter Parker, this character may modify or reroll  results and may reroll any number 
of attack dice. At the start of this character’s activation, if there is a non-Dazed enemy Peter Parker 
within Peter 
Parker, if possible.

When an enemy character ends an advance or is placed within  4 of this character, this character 
may use this superpower. Choose an interactive terrain feature of Size 3 or less within  2 of the 
enemy character that was advanced or placed. Destroy that terrain feature. The enemy character suffers 
a collision as if the terrain feature had collided with it.

trick Or treat

fligHt© © 
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GREEN GOBLIN

This character is Thrown . It does not suffer damage if it collides with another character or terrain 
feature. This superpower may be used only once per turn.

• After this attack is resolved, this character gains  equal to the  dealt.
• Before choosing a target, this character chooses whether this attack’s type is  or .
•  Bag of Tricks: Before damage is dealt, the enemy character gains one of the following special 

conditions: Bleed, Poison, or Incinerate.

• Before choosing a target, this character chooses whether this attack’s type is  or .
• If this attack deals , after this attack is resolved the target character gains the Poison and Incinerate 

special conditions.

Once per turn, while an allied character is attacking, during the Modify Opponent’s Dice step, it may 
reroll 1 opposing defense die.

OscOrp WeapOnry (affiliatiOn: spider-fOes)

glider ram

pumpkin BOmBs

nigHt Of tHe gOBlin

arcH nemesis (peter parker)
When attacking Peter Parker, this character may modify or reroll  results and may reroll any number 
of attack dice. At the start of this character’s activation, if there is a non-Dazed enemy Peter Parker 
within Peter 
Parker, if possible.

fligHt

unstaBle psycHe
This character cannot interact with or hold objective tokens. During the Power Phase, roll 5 dice. For 
each , , and  rolled, this character gains 1 .
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GROOT 
• After this attack is resolved, this character gains  equal to the  dealt.

Remove three  from this character. This superpower may be used only once per turn.
Living Plant

Tangling Vines

Strike

I Am Groot!
• Before damage is dealt, this character may throw the target character .
• After this attack is resolved, the target character gains the Stagger special condition.

Choose an enemy character within  3. It gains the Root special condition.
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GROOT 
• After this attack is resolved, this character gains  equal to the  dealt.

Remove three  from this character. This superpower may be used only once per turn.
Living Plant

Tangling Vines

Strike

I Am Groot!
• Before damage is dealt, this character may throw the target character .
• After this attack is resolved, the target character gains the Stagger special condition.

Choose an enemy character within  3. It gains the Root special condition.
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HULK 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: Before damage is dealt, this character may push the target character away .

Place this character within  2 of its current location. This superpower can be used only once per turn.
Gamma Leap

StronGeSt one there IS

StrIke

thunder CLap

huLk SmaSh!

ImmunIty [poISon, Stun]

•  Stagger: After this attack is resolved, the target character gains the Stagger special condition.
•  Throw: Before damage is dealt, this character may throw the target character .

Choose an interactive terrain feature or an enemy character, both of Size 4 or less and within  2, and 
throw it . This superpower can be used only once per turn.

Inner raGe

During the Power Phase, this character gains 2 additional .

you Won’t LIke me When I’m anGry

Add one die to this character’s attack rolls for every 4 
its stat card to the Injured side, it is KO’d instead.

4huLk not puny Banner

While this character is defending against a  or  attack, during the Modify Dice step of the attack it 
may use this superpower. This character may reroll any number of its defense dice, including  results.
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HULK 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: Before damage is dealt, this character may push the target character away .

Place this character within  2 of its current location. This superpower can be used only once per turn.
Gamma Leap

StronGeSt one there IS

StrIke

thunder CLap

huLk SmaSh!

ImmunIty [poISon, Stun]

•  Stagger: After this attack is resolved, the target character gains the Stagger special condition.
•  Throw: Before damage is dealt, this character may throw the target character .

Choose an interactive terrain feature or an enemy character, both of Size 4 or less and within  2, and 
throw it . This superpower can be used only once per turn.

Inner raGe

During the Power Phase, this character gains 2 additional .

you Won’t LIke me When I’m anGry

Add one die to this character’s attack rolls for every 4 
its stat card to the Injured side, it is KO’d instead.

4huLk not puny Banner

While this character is defending against a  or  attack, during the Modify Dice step of the attack it 
may use this superpower. This character may reroll any number of its defense dice, including  results.
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IRON MAN
• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: Before damage is dealt, this character pushes the target character away .

During the next attack action made by this character this turn, add two dice to its attack rolls.
Friday ai

invincible iron Man

repulsor blast

HoMing rockets

FligHt

• 
•  Explosive: Before damage is dealt, other enemy characters within  2 of the target character suffer 1 .

When this character would suffer , reduce the amount suffered by 1, to a minimum of 1.
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• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: Before damage is dealt, this character pushes the target character away .

During the next attack action made by this character this turn, add two dice to its attack rolls.
Friday ai

invincible iron Man

repulsor blast

HoMing rockets

FligHt

• 
•  Explosive: Before damage is dealt, other enemy characters within  2 of the target character suffer 1 .

When this character would suffer , reduce the amount suffered by 1, to a minimum of 1.

B5 6 4

• 
unibeaM
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KINGPIN 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Stun: After this attack is resolved, the target character gains the Stun special condition.
•  Push: If the target character is Size 3 or less, before  is dealt it may be pushed away from this character .

Once per turn at any time during an allied characters activation it may spend 2  to use this 
Leadership Ability. Move one Asset or Civilian token being held by the active character to another 
allied character within  3. A character cannot hold more tokens than allowed by the crisis due to 
this Leadership Ability.
Additionally, each Healthy allied character contesting an objective token counts as two Healthy 
characters when determining who is securing the objective token.

IllIcIt Network (AffIlIAtIoN: crImINAl SyNdIcAte)

Street-level NegotIAtIoNS

HeAdbutt

cANe lASer

HAIl to tHe kINg

SolId frAme

• 

• Before  is dealt, if the target character is Size 3 or less, this character may throw the target character . 
• After this attack is resolved, the target character gains the Stagger special condition.

Choose an interactive terrain feature or an enemy character, both of Size 3 or less and within  2, and 
throw it . This superpower can be used only once per turn.

INteNSe PHySIcAl coNdItIoNINg

If this character would suffer , it may use this superpower. Reduce the amount of  suffered by 1.

This character does not suffer damage from collisions with other characters.© © 
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• After this attack is resolved, this character gains  equal to the  dealt.
•  Stun: After this attack is resolved, the target character gains the Stun special condition.
•  Push: If the target character is Size 3 or less, before  is dealt it may be pushed away from this character .

Once per turn at any time during an allied characters activation it may spend 2  to use this 
Leadership Ability. Move one Asset or Civilian token being held by the active character to another 
allied character within  3. A character cannot hold more tokens than allowed by the crisis due to 
this Leadership Ability.
Additionally, each Healthy allied character contesting an objective token counts as two Healthy 
characters when determining who is securing the objective token.

IllIcIt Network (AffIlIAtIoN: crImINAl SyNdIcAte)

Street-level NegotIAtIoNS

HeAdbutt

cANe lASer

HAIl to tHe kINg

SolId frAme

• 

• Before  is dealt, if the target character is Size 3 or less, this character may throw the target character . 
• After this attack is resolved, the target character gains the Stagger special condition.

Choose an interactive terrain feature or an enemy character, both of Size 3 or less and within  2, and 
throw it . This superpower can be used only once per turn.

INteNSe PHySIcAl coNdItIoNINg

If this character would suffer , it may use this superpower. Reduce the amount of  suffered by 1.

This character does not suffer damage from collisions with other characters.© © 
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MEDUSA 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: If the target character is Size 3 or less, before damage is dealt, this character may push the 

target character .
•   Flurry: After this attack is resolved, this character may make a Braid Bash attack. This additional attack 

does not have the Flurry special rule.

Choose an enemy character of Size 3 or less and within  3 and throw it . This superpower can be 
used only once per turn.

Hair Flip

royal Decree

BraiD BasH

split enDs

inHuman

• Before damage is dealt, if the target character is Size 3 or less, place the target character within  1 of 
this character.

•  Bleed: After each attack is resolved, the target character gains the Bleed special condition.

Choose another allied character within  2 of this character. Place this character within  1 of the 
chosen character or place the chosen character within  1 of this character. A character may be placed 
by this superpower only once per turn. 

This character may reroll one die in its attack or defense rolls.
living stranDs

When advancing or climbing, enemy characters cannot place the movement tool overlapping this 
character’s base. Enemy characters cannot modify or change attack dice when targeting this character 
with attacks.
immunity [poison]© © 
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MEDUSA 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Push: If the target character is Size 3 or less, before damage is dealt, this character may push the 

target character .
•   Flurry: After this attack is resolved, this character may make a Braid Bash attack. This additional attack 

does not have the Flurry special rule.

Choose an enemy character of Size 3 or less and within  3 and throw it . This superpower can be 
used only once per turn.

Hair Flip

royal Decree

BraiD BasH

split enDs

inHuman

• Before damage is dealt, if the target character is Size 3 or less, place the target character within  1 of 
this character.

•  Bleed: After each attack is resolved, the target character gains the Bleed special condition.

Choose another allied character within  2 of this character. Place this character within  1 of the 
chosen character or place the chosen character within  1 of this character. A character may be placed 
by this superpower only once per turn. 

This character may reroll one die in its attack or defense rolls.
living stranDs

When advancing or climbing, enemy characters cannot place the movement tool overlapping this 
character’s base. Enemy characters cannot modify or change attack dice when targeting this character 
with attacks.
immunity [poison]© © 
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• After this attack is resolved, this character gains  equal to the  dealt.
•  Sap Power: Before damage is dealt, the target character loses 1  for each  in the attack roll, and this 

character gains that amount of .

Choose an enemy character within  3. Advance that character . This superpower can be used only 
once per turn.

Bow to the will of M.o.D.o.K.!

iMBecile! All the worlD is A weApon to M.o.D.o.K.!

psionic BlAst

DooMsDAy chAir

psionic force fielD

• Whirling Blades: After this attack is resolved, this character may make an additional Doomsday Chair 
attack without paying the  cost. The additional attack must target another character within  2 of the 
original target character. The additional attack does not have the Whirling Blades special rule.

•  Bleed: After this attack is resolved, the target character gains the Bleed special condition.

Choose an interactive terrain feature of Size 3 or less within  3 and throw it . This superpower can 
be used only once per turn.

XpeA-BrAin! M.o.D.o.K.’s Genius is infinite!
While this character is attacking or defending, during the Modify Dice step of the attack, it may spend 
any amount of  to use this superpower. For each 1  spent, this character may reroll one of its attack 
or defense dice. This superpower can be used only once per turn.

When defending against an attack, this character changes  results in the attack roll to blanks.© © 
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• After this attack is resolved, this character gains  equal to the  dealt.
•  Sap Power: Before damage is dealt, the target character loses 1  for each  in the attack roll, and this 

character gains that amount of .

Choose an enemy character within  3. Advance that character . This superpower can be used only 
once per turn.

Bow to the will of M.o.D.o.K.!

iMBecile! All the worlD is A weApon to M.o.D.o.K.!

psionic BlAst

DooMsDAy chAir

• Whirling Blades: After this attack is resolved, this character may make an additional Doomsday Chair 
attack without paying the  cost. The additional attack must target another character within  2 of the 
original target character. The additional attack does not have the Whirling Blades special rule.

•  Bleed: After this attack is resolved, the target character gains the Bleed special condition.

Choose an interactive terrain feature of Size 3 or less within  3 and throw it . This superpower can 
be used only once per turn.

M.O.D.O.K. 

XpeA-BrAin! M.o.D.o.K.’s Genius is infinite!
While this character is attacking or defending, during the Modify Dice step of the attack, it may spend 
any amount of  to use this superpower. For each 1  spent, this character may reroll one of its attack 
or defense dice. This superpower can be used only once per turn.
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OKOYE

This character may reroll one die in its defense rolls. 

• After this attack is resolved, this character gains  equal to the  dealt.

•  Pierce: Change one of the defending character’s , , or  results to a blank. 
•  Flurry: After this attack is resolved, this character may make a Strike attack. 

When another allied character within  2 of this character is targeted by an attack, this character may 
use this superpower. This character becomes the target of the attack regardless of range and LOS. 

Bodyguard

general of the dora Milaje

Strike

ViBraniuM Spear BlaSt

ViBraniuM Spear thruSt

Martial artiSt

When this character is defending against a  or  attack targeting it from within  2, this character 
adds blanks in its defense roll to its total successes.

© MARVEL © AMG     
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OKOYE

This character may reroll one die in its defense rolls. 

• After this attack is resolved, this character gains  equal to the  dealt.

•  Pierce: Change one of the defending character’s , , or  results to a blank. 
•  Flurry: After this attack is resolved, this character may make a Strike attack. 

When another allied character within  2 of this character is targeted by an attack, this character may 
use this superpower. This character becomes the target of the attack regardless of range and LOS. 

Bodyguard

general of the dora Milaje

Strike

ViBraniuM Spear BlaSt

ViBraniuM Spear thruSt

Martial artiSt

When this character is defending against a  or  attack targeting it from within  2, this character 
adds blanks in its defense roll to its total successes.
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PROXIMA MIDNIGHT 
Proxima Midnight

At the end of this character’s activation, if it is within i 3 of an allied Corvus Glaive, this character 
may use this superpower. If the allied Corvus Glaive does not have an activated token, he may 
activate before your turn ends.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Pierce: Change one of the defending character’s p, l, or n results to a blank.

• After this attack is resolved, place this character within i 1 of the target.
• l Poison: After this attack is resolved, the target character gains the Poison special condition.

• If this attack deals j, after this attack is resolved the target character gains the Bleed, Poison, and Stun 
special conditions.

When this character is targeted by an attack within i 2, it may use this superpower. Instead of rolling 
dice equal to its Defense, it rolls five defense dice. If this character suffers no j from the attack, after 
the attack is resolved, the attacker suffers 2 j.

Martial Prowess

wife of Corvus Glaive

strike

sPear throw

QuantuM starburst

invulnerability

When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.

© MARVEL © AMG    david Kegg
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At the end of this character’s activation, if it is within i 3 of an allied Corvus Glaive, this character 
may use this superpower. If the allied Corvus Glaive does not have an activated token, he may 
activate before your turn ends.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Pierce: Change one of the defending character’s p, l, or n results to a blank.

• After this attack is resolved, place this character within i 1 of the target.
• l Poison: After this attack is resolved, the target character gains the Poison special condition.

• If this attack deals j, after this attack is resolved the target character gains the Bleed, Poison, and Stun 
special conditions.

When this character is targeted by an attack within i 2, it may use this superpower. Instead of rolling 
dice equal to its Defense, it rolls five defense dice. If this character suffers no j from the attack, after 
the attack is resolved, the attacker suffers 2 j.

Martial Prowess

wife of Corvus Glaive

strike

sPear throw

QuantuM starburst

invulnerability

When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.

PROXIMA MIDNIGHT 
Proxima Midnight
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ROCKET RACCOON 
• After this attack is resolved, this character gains  equal to the  dealt.

When an enemy character ends a movement within  3 of this character, this character may use this 
superpower. Roll 4 dice. The enemy character suffers 1  for each  and  rolled.

BooBy Traps

personal Bodyguard

plasma rifle

Hadron enforcer

nimBle

•  Vortex: Before  is dealt, other enemy characters within  2 of the target character suffer 1  and are 
pushed toward the target character .

When this character is the target of an attack and an allied Groot is within  2 of this character, this 
character may use this superpower. The allied Groot becomes the target of the attack regardless of 
range and LOS.

This character does not suffer damage from collisions.

small sTaTure
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ROCKET RACCOON 
• After this attack is resolved, this character gains  equal to the  dealt.

When an enemy character ends a movement within  3 of this character, this character may use this 
superpower. Roll 4 dice. The enemy character suffers 1  for each  and  rolled.

BooBy Traps

personal Bodyguard

plasma rifle

Hadron enforcer

nimBle

•  Vortex: Before  is dealt, other enemy characters within  2 of the target character suffer 1  and are 
pushed toward the target character .

When this character is the target of an attack and an allied Groot is within  2 of this character, this 
character may use this superpower. The allied Groot becomes the target of the attack regardless of 
range and LOS.

This character does not suffer damage from collisions.

small sTaTure
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SHURI 
• After this attack is resolved, this character gains 1 .
• If this attack would deal one or more  it deals 1  instead.
• After this attack is resolved, if the target character is Size 3 or less, push the target character away .

When this character is attacking, it may use this superpower during the Calculate Success step of the 
attack. If it does, it may choose to count  results instead of  results as successes.

Super GeniuS

upGradeS

panther GauntletS

Sonic cruSh

head of Wakanda r&d

• After this attack is resolved the target character gains the Stun Special Condition.
•  Stagger: After this attack is resolved the target character gains the Stagger Special Condition.

While another allied character within  4 is attacking or defending, during the Modify Dice step of 
the attack, this character may spend up to 3  to use this superpower. For each  spent the allied 
attacking or defending character may reroll one of their attack or defense dice.

Whenever this character rolls dice, after the effect is resolved it gains 1  if it rolled at least one .

© MARVEL © AMG     
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SHURI 
• After this attack is resolved, this character gains 1 .
• If this attack would deal one or more  it deals 1  instead.
• After this attack is resolved, if the target character is Size 3 or less, push the target character away .

When this character is attacking, it may use this superpower during the Calculate Success step of the 
attack. If it does, it may choose to count  results instead of  results as successes.

Super GeniuS

upGradeS

panther GauntletS

Sonic cruSh

head of Wakanda r&d

• After this attack is resolved the target character gains the Stun Special Condition.
•  Stagger: After this attack is resolved the target character gains the Stagger Special Condition.

While another allied character within  4 is attacking or defending, during the Modify Dice step of 
the attack, this character may spend up to 3  to use this superpower. For each  spent the allied 
attacking or defending character may reroll one of their attack or defense dice.

Whenever this character rolls dice, after the effect is resolved it gains 1  if it rolled at least one .
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STAR-LORD
• After this attack is resolved, this character gains  equal to the  dealt.

During the Power Phase, choose up to three allied characters. Give each chosen character a Winging 
It token. While a character with a Winging It token is attacking, defending, or dodging, it may spend 
a Winging It token during the Modify Dice step to reroll up to 2 of its dice. At the end of the round, 
remove all Winging It tokens from characters. 

Winging it (AffiliAtion: guArdiAns of the gAlAxy)

element gun

full Auto

Plucky Attitude

•  Elemental Blast: After this attack is resolved, for each  in the attack roll the defending character gains 
one of the following special conditions: Bleed, Shock, Slow, or Stun.

When attacking, if this character rolled no , it may reroll all of its current attack dice. When 
defending, if this character rolled no , it may reroll all of its current defense dice.

flight, gem BeArer [PoWer]

hit And run

Action: This character immediately makes an attack action followed by a move action. This superpower 
can be used only once per turn.
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STAR-LORD
• After this attack is resolved, this character gains  equal to the  dealt.

During the Power Phase, choose up to three allied characters. Give each chosen character a Winging 
It token. While a character with a Winging It token is attacking, defending, or dodging, it may spend 
a Winging It token during the Modify Dice step to reroll up to 2 of its dice. At the end of the round, 
remove all Winging It tokens from characters. 

Winging it (AffiliAtion: guArdiAns of the gAlAxy)

element gun

full Auto

Plucky Attitude

•  Elemental Blast: After this attack is resolved, for each  in the attack roll the defending character gains 
one of the following special conditions: Bleed, Shock, Slow, or Stun.

When attacking, if this character rolled no , it may reroll all of its current attack dice. When 
defending, if this character rolled no , it may reroll all of its current defense dice.

flight, gem BeArer [PoWer]

hit And run

Action: This character immediately makes an attack action followed by a move action. This superpower 
can be used only once per turn.
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ULTRON 
• After this attack is resolved, this character gains 1 .

Choose an interactive terrain feature of Size 4 or less within  3 and throw it . This superpower can 
be used only once per turn.

Kinetic Field Generator

StriKe

enerGy BlaSt

Metallic Fury

• After this attack is resolved, this character gains  equal to the  dealt.
•  Incinerate: After this attack is resolved the target character gains the Incinerate special condition.

• Before choosing a target, this character may choose whether this attack’s type is  or .
•  Bleed: After this attack is resolved, the target character gains the Bleed special condition.

FliGht, iMMunity [Bleed, PoiSon]

analyze and annihilate

all Will Be Metal

While attacking, this character may reroll one of its attack dice for each  in the opposing defense roll.

When defending against  attacks, count each  result in the defense roll as two successes.

© MARVEL © AMG   
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ULTRON 
• After this attack is resolved, this character gains 1 .

Choose an interactive terrain feature of Size 4 or less within  3 and throw it . This superpower can 
be used only once per turn.

Kinetic Field Generator

StriKe

enerGy BlaSt

Metallic Fury

• After this attack is resolved, this character gains  equal to the  dealt.
•  Incinerate: After this attack is resolved the target character gains the Incinerate special condition.

• Before choosing a target, this character may choose whether this attack’s type is  or .
•  Bleed: After this attack is resolved, the target character gains the Bleed special condition.

FliGht, iMMunity [Bleed, PoiSon]

analyze and annihilate

all Will Be Metal

While attacking, this character may reroll one of its attack dice for each  in the opposing defense roll.

When defending against  attacks, count each  result in the defense roll as two successes.
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VALKYRIE

Action: This character immediately makes a move action followed by an attack action. This superpower 
can be used only once per turn.

• After this attack is resolved, this character gains  equal to the  dealt.

• After this attack is resolved, the target character gains the Bleed special condition.
•   Flurry: After this attack is resolved, this character may make a Strike attack.

Choose an interactive terrain feature or an enemy character, both of Size 2 or less and within  2, and 
throw it . This superpower can be used only once per turn.

AsgArdiAn Might

ChArge

strike

drAgon FAng

AsgArdiAn

During the next attack made by this character this turn, it may change one die to a  for each  or  
in its attack roll.

WArrior oF Legend

During the Power Phase, this character gains 1 additional .

© MARVEL © AMG    
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Action: This character immediately makes a move action followed by an attack action. This superpower 
can be used only once per turn.

• After this attack is resolved, this character gains  equal to the  dealt.

• After this attack is resolved, the target character gains the Bleed special condition.
•   Flurry: After this attack is resolved, this character may make a Strike attack.

Choose an interactive terrain feature or an enemy character, both of Size 2 or less and within  2, and 
throw it . This superpower can be used only once per turn.

AsgArdiAn Might

ChArge

strike

drAgon FAng

AsgArdiAn

During the next attack made by this character this turn, it may change one die to a  for each  or  
in its attack roll.

WArrior oF Legend

During the Power Phase, this character gains 1 additional .

VALKYRIE
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WINTER SOLDIER 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Bleed: After this attack is resolved, the target character gains the Bleed special condition.
•  Rapid Fire

Fire special rule.

Choose another allied character within  2 of this character. Place this character within  1 of the 
chosen character.

Hydra TacTics

GoT your Back

assaulT rifle

red fury

roGue aGenT

• After this attack is resolved the target character is pushed away from this character 

If an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character 

that caused the effect.

speTznaz TraininG

within  1.© © 
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WINTER SOLDIER 
• After this attack is resolved, this character gains  equal to the  dealt.
•  Bleed: After this attack is resolved, the target character gains the Bleed special condition.
•  Rapid Fire

Fire special rule.

Choose another allied character within  2 of this character. Place this character within  1 of the 
chosen character.

Hydra TacTics

GoT your Back

assaulT rifle

red fury

roGue aGenT

• After this attack is resolved the target character is pushed away from this character 

If an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character 

that caused the effect.

speTznaz TraininG

within  1.© © 
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