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AMAZING SPIDER-MAN 
Peter Parker

If an enemy character within i 3 of this character is attacking an allied character, this character may use this 
superpower during the Modify Opponent’s Dice step of the attack. You may reroll 1 die in the attack roll.

• After this attack is resolved, this character gains g equal to the j dealt.
• p l Momentum: After this attack is resolved, choose another enemy character within i 2 of the 

target character. Place this character within i 1 of the chosen character. The chosen character suffers a 
collision as if this character were Thrown into them.

Place this character within i 3 of its current position. The next time it makes a Spider Strike this 
Turn, add two dice to the attack roll. This superpower can be used only once per Turn.

Web SWing

Witty banter

Spider Strike

• After this attack is resolved, this character may Advance 2.
• l Catch!: After this attack is resolved, you may choose an interactive terrain feature of Size 2 or less 

within i 3 of this character and destroy it. The target character suffers a collision as if the terrain feature 
were Thrown into it.

Whatever a Spider Can

Friendly neighborhood Spider-team (aFFiliation: Web WarriorS)
Once per Turn, during an allied character’s Activation, it may spend 1 g and choose an enemy
character within i 2. The chosen character gains the Slow special condition. If the chosen
character already had the Slow special condition, Place it within i 1 of its current position and 
remove the Slow special condition.

Wall CraWler

maStered Spider-SenSe

Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least one p. 
Additionally, this character may reroll any number of its defense or dodge dice.
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AMAZING SPIDER-MAN 
Peter Parker

If an enemy character within i 3 of this character is attacking an allied character, this character may use this 
superpower during the Modify Opponent’s Dice step of the attack. You may reroll 1 die in the attack roll.

• After this attack is resolved, this character gains g equal to the j dealt.
• p l Momentum: After this attack is resolved, choose another enemy character within i 2 of the 

target character. Place this character within i 1 of the chosen character. The chosen character suffers a 
collision as if this character were Thrown into them.

Place this character within i 3 of its current position. The next time it makes a Spider Strike this 
Turn, add two dice to the attack roll. This superpower can be used only once per Turn.

Web SWing

Witty banter

Spider Strike

• After this attack is resolved, this character may Advance 2.
• l Catch!: After this attack is resolved, you may choose an interactive terrain feature of Size 2 or less 

within i 3 of this character and destroy it. The target character suffers a collision as if the terrain feature 
were Thrown into it.

Whatever a Spider Can

Friendly neighborhood Spider-team (aFFiliation: Web WarriorS)
Once per Turn, during an allied character’s Activation, it may spend 1 g and choose an enemy
character within i 2. The chosen character gains the Slow special condition. If the chosen
character already had the Slow special condition, Place it within i 1 of its current position and 
remove the Slow special condition.

maStered Spider-SenSe

Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least one p. 
Additionally, this character may reroll any number of its defense or dodge dice.
Wall CraWler©
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BLACK BOLT 
Blackagar Boltagon • After this attack is resolved, this character gains g equal to the j dealt.

• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

When this character is targeted by an attack, it may use this superpower. Add 2 dice to this character’s 
defense roll against that attack.

anti-graviton Field

energy bolt

Flight, immunity [poiSon]

• After this attack is resolved, Place this character within i 1 of the target character.
• If this attack deals j and the target character is Size 4 or less, after this attack is resolved, this character 

may Throw the target character 1.

maSter punCh

king oF the inhumanS (aFFiliation: inhumanS)
During each of your turns, one allied character may spend 1 g at any time. If it does, choose an allied 
character within i 3 of it. The chosen character gains 1 g.

FoCuS poWer

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

inhuman

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

• After this attack is resolved, the target character gains the Stun special condition.
• l Stagger: After this attack is resolved, the target character gains the Stagger special condition.
• After the Range Tool is placed for this attack, destroy all Size 2 or smaller interactive terrain features it overlaps.

WhiSper
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BLACK BOLT 
Blackagar Boltagon

When another allied character within i 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.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

When this character is targeted by an attack, it may use this superpower. Add 2 dice to this character’s 
defense roll against that attack.

anti-graviton Field

a king ServeS hiS people

energy bolt

Flight, immunity [poiSon]

• After this attack is resolved, Place this character within i 1 of the target character.
• If this attack deals j and the target character is Size 4 or less, after this attack is resolved, this character 

may Throw the target character 1.

maSter punCh

king oF the inhumanS (aFFiliation: inhumanS)
During each of your turns, one allied character may spend 1 g at any time. If it does, choose an allied 
character within i 3 of it. The chosen character gains 1 g.

FoCuS poWer

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

inhuman

This character may reroll one die in its attack or defense rolls.
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BLACK CAT 
Felicia Hardy

Action: Choose an enemy character within i 1 of this character. Move 1 Asset or Civilian token the 
chosen character is holding to this character. This character is now holding that token. This character 
may not hold more tokens than the Crisis specifies.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if it dealt j, the target character gains the Bleed special condition.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank. 

Place this character within i 2 of its current position. This superpower can be used only once per Turn.
grappling hook

maSter Cat burgler

Cat ClaWS

• If this attack would deal one or more j, it deals 1 j instead.
• After this attack is resolved, the target character gains the Stagger special condition.
• l Elusive: After this attack is resolved, this character may Advance 1.

troublemaker

bad luCk

When targeting this character with attacks, enemy characters cannot modify their attack dice and they 
do not roll additional dice for p results in their attack rolls.

Stealth

Characters must be within i 3 of this character to target it with attacks.
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BLACK CAT 
Felicia Hardy

Action: Choose an enemy character within i 1 of this character. Move 1 Asset or Civilian token the 
chosen character is holding to this character. This character is now holding that token. This character 
may not hold more tokens than the Crisis specifies.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if it dealt j, the target character gains the Bleed special condition.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

Place this character within i 2 of its current position. This superpower can be used only once per Turn.
grappling hook

maSter Cat burgler

Cat ClaWS

• If this attack would deal one or more j, it deals 1 j instead.
• After this attack is resolved, the target character gains the Stagger special condition.
• l Elusive: After this attack is resolved, this character may Advance 1.

troublemaker

bad luCk

When targeting this character with attacks, enemy characters cannot modify their attack dice and they 
do not roll additional dice for p results in their attack rolls.

Stealth

Characters must be within i 3 of this character to target it with attacks.
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BLADE 
Eric Brooks

While this character is defending against a d or e 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 o results.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, the target character gains the Bleed special condition.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

• If the target character has the Bleed special condition, you may reroll any number of attack dice.
• After this attack is resolved, the target character gains the Bleed special condition.
• After this attack is resolved, this character may Advance 2.

This character immediately performs a Shake action.
halF-blood phySiology

Supernatural SenSeS

katana

night oF the dhampir

• After this attack is resolved, this character gains 1 g.
• m Pursuit: Before j is dealt, this character may Advance Toward the target character 1.
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.

throWing glaiveS

bump in the night (aFFiliation: midnight SonS)
Once per Turn, at any time during an allied character’s Activation, it may spend 1 g. If it does, Place 
that character within i 1 of its current position.

vampiriC immortality

At the end of this character’s Activation, it gains 1 g and removes 1 j from itself for each other 
character within i 2 of it that has the Bleed special condition.©
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BLADE 
Eric Brooks

While this character is defending against a d or e 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 o results.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, the target character gains the Bleed special condition.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

• If the target character has the Bleed special condition, you may reroll any number of attack dice.
• After this attack is resolved, the target character gains the Bleed special condition.
• After this attack is resolved, this character may Advance 2.

This character immediately performs a Shake action.
halF-blood phySiology

Supernatural SenSeS

katana

night oF the dhampir

• After this attack is resolved, this character gains 1 g.
• m Pursuit: Before j is dealt, this character may Advance Toward the target character 1.
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.

throWing glaiveS

bump in the night (aFFiliation: midnight SonS)
Once per Turn, at any time during an allied character’s Activation, it may spend 1 g. If it does, Place 
that character within i 1 of its current position.

vampiriC immortality

At the end of this character’s Activation, it gains 1 g and removes 1 j from itself for each other 
character within i 2 of it that has the Bleed special condition.©
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DAREDEVIL 
Matt Murdock • After this attack is resolved, this character gains g equal to the j dealt.

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

This character may perform an attack with a g cost of 0. After the attack is resolved, if the attack roll 
contains any o results, this character suffers 1 j. This superpower can be used only once per Turn.

devil oF hell’S kitChen

Strike

Wall CraWler

• This attack ignores LOS and the Stealth c superpower, and the defending character does not  
benefit from Cover.

• m Pull: After this attack is resolved, if the target character is Size 2 or less, it may be Pushed Toward  
this character 1.

baton hook

• This attack adds 1 die to each of its attack rolls for each non-Dazed enemy character within i 2 of this 
character when this attack was chosen.

• After each attack is resolved, the target character is Pushed Away from this character 1.

devil’S deliveranCe

marvel knightS (aFFiliation: deFenderS)
Once per Turn, an allied character may reroll a number of its attack dice equal to the number of enemy 
characters within i 2 of itself.

radar SenSe

When defending against d or f attacks, this character adds Blanks in its defense roll to its 
total successes.
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DAREDEVIL 
Matt Murdock • After this attack is resolved, this character gains g equal to the j dealt.

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

After an attack targeting this character is resolved, this character may use this superpower. This 
character Advances Toward the attacker 1. Then, if the attacker is within i 2, this character may 
make a Strike attack targeting it.

man Without Fear

Strike

Wall CraWler

• This attack ignores LOS and the Stealth c superpower, and the defending character does not  
benefit from Cover.

• m Pull: After this attack is resolved, if the target character is Size 2 or less, it may be Pushed Toward  
this character 1.

baton hook

• This attack adds 1 die to each of its attack rolls for each non-Dazed enemy character within i 2 of this 
character when this attack was chosen.

• After each attack is resolved, the target character is Pushed Away from this character 1.

devil’S deliveranCe

marvel knightS (aFFiliation: deFenderS)
Once per Turn, an allied character may reroll a number of its attack dice equal to the number of enemy 
characters within i 2 of itself.

radar SenSe

When defending against d or f attacks, this character adds Blanks in its defense roll to its  
total successes.
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DOCTOR VOODOO 
Jericho Drumm

When this character is targeted by an attack, it may use this superpower. Move the Brother Daniel 
token to this character from anywhere.

• After this attack is resolved, this character gains g equal to the j dealt. 
• l Sap Power: Before j is dealt, the target character loses 1 g for each l in the attack roll, and this 

character gains that amount of g.
• m m Spiritual Strength: After this attack is resolved, if the target character is Size 2 or less, Throw it 1. 

• l Power Burn: Before j is dealt, the target character loses 1 g for each l in the attack roll. The 
target character suffers 1 j for each g lost in this way, and does not gain g for j suffered as a 
result of Power Burn.

This character may spend any number of g to use this superpower. Choose an enemy character within 
i 3 of this character with a Threat Value equal to or lower than the amount of g spent to use this 
superpower. Move the Brother Daniel token to that character. The enemy character drops all objective 
tokens it is holding. While that character has the Brother Daniel token, it cannot hold objective tokens.

poSSeSSion

reCall Spirit

Spirit venom

StaFF oF legba

Flight, immunity [heX, inCinerate]

Spirit oF brother daniel

This character begins the game with a Brother Daniel token. While this character has the token, add 
2 dice to all of its defense and dodge rolls. Whenever this character is Dazed, or another character is 
Dazed or KO’d while it has the Brother Daniel token, move the token to this character. This character 
cannot have a Brother Daniel token except the one it begins the game with. When this character is 
removed from the battlefield, remove its Brother Daniel token from the game.
Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least one o.
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DOCTOR VOODOO 
Jericho Drumm

When this character is targeted by an attack, it may use this superpower. Move the Brother Daniel 
token to this character from anywhere.

• After this attack is resolved, this character gains g equal to the j dealt. 
• l Sap Power: Before j is dealt, the target character loses 1 g for each l in the attack roll, and this 

character gains that amount of g.
• m m Spiritual Strength: After this attack is resolved, if the target character is Size 2 or less, Throw it 1. 

• l Power Burn: Before j is dealt, the target character loses 1 g for each l in the attack roll. The 
target character suffers 1 j for each g lost in this way, and does not gain g for j suffered as a 
result of Power Burn.

This character may spend any number of g to use this superpower. Choose an enemy character within 
i 3 of this character with a Threat Value equal to or lower than the amount of g spent to use this 
superpower. Move the Brother Daniel token to that character. The enemy character drops all objective 
tokens it is holding. While that character has the Brother Daniel token, it cannot hold objective tokens.

poSSeSSion

reCall Spirit

Spirit venom

StaFF oF legba

Flight, immunity [heX, inCinerate]

Spirit oF brother daniel

This character begins the game with a Brother Daniel token. While this character has the token, add 
2 dice to all of its defense and dodge rolls. Whenever this character is Dazed, or another character is 
Dazed or KO’d while it has the Brother Daniel token, move the token to this character. This character 
cannot have a Brother Daniel token except the one it begins the game with. When this character is 
removed from the battlefield, remove its Brother Daniel token from the game.
Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least one o.
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ELEKTRA 
Elektra Natchios

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 5 defense dice. Then, if this character suffered no j from the attack, 
after the attack is resolved, the attacker suffers 2 j.

• After this attack is resolved, this character gains 1 g.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.
• After this attack is resolved, if there is not an allied Hand Ninjas character in play, Place it in play within  
i 1 of this character with an Activated token. It is part of your Squad.

When this character deals j to an enemy character with an attack, after the attack is resolved, it may 
use this superpower. Place this character within i 1 of the enemy character. This superpower can be 
used only once per Turn.

aSSaSSin’S Step

martial proWeSS

anCient throWing bladeS

• If an allied Hand Ninjas character is within i 2 of the target character, add 2 dice to the attack roll.
• The defending character does not add p results in its defense roll to its total successes and cannot add 

additional dice to its defense roll as a result of p results.
• After this attack is resolved, this character may Advance 2.

impale

out For blood

When this character deals j to an enemy character with an attack or superpower, after the attack or 
superpower is resolved, this character gains 1 g.

Stealth

Characters must be within i 3 of this character to target it with attacks.©
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ELEKTRA 
Elektra Natchios

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 5 defense dice. Then, if this character suffered no j from the attack, 
after the attack is resolved, the attacker suffers 2 j.

• After this attack is resolved, this character gains 1 g.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.
• After this attack is resolved, if there is not an allied Hand Ninjas character in play, Place it in play within  
i 1 of this character with an Activated token. It is part of your Squad.

When this character deals j to an enemy character with an attack, after the attack is resolved, it may 
use this superpower. Place this character within i 1 of the enemy character. This superpower can be 
used only once per Turn.

aSSaSSin’S Step

martial proWeSS

anCient throWing bladeS

• If an allied Hand Ninjas character is within i 2 of the target character, add 2 dice to the attack roll.
• The defending character does not add p results in its defense roll to its total successes and cannot add 

additional dice to its defense roll as a result of p results.
• After this attack is resolved, this character may Advance 2.

impale

out For blood

When this character deals j to an enemy character with an attack or superpower, after the attack or 
superpower is resolved, this character gains 1 g.

Stealth

Characters must be within i 3 of this character to target it with attacks.©
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HELA, QUEEN OF HEL
Hela

If this character has three Captured Soul tokens, when it would be KO’d, you may use this superpower. 
Remove all j and Captured Soul tokens from this character. It is not KO’d.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.

• After this attack is resolved, If this attack deals j, this character gains one Captured Soul token.

Discard one or more Captured Soul tokens. During the next Hel-Forged Blade or Rain of Hel attack 
made by this character this Turn, add one die to its attack roll for each Captured Soul token that was 
discarded. If a Captured Soul token was discarded, after the attack is resolved, the target character 
gains the Bleed special condition. This superpower can be used only once per Turn.

army oF hel

Queen oF hel

hel-Forged blade

Claim Soul

• If the target character has the Bleed special condition, it does not count l results as successes when 
defending against this attack.

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

rain oF hel

aSgardian

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

goddeSS oF death

When another character is Dazed or KO’d, this character gains a Captured Soul token. This character 
may have a maximum of three Captured Soul tokens at any time.©
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HELA, QUEEN OF HEL
Hela

Choose an enemy character within i 3. Advance this character Toward the chosen character 1. Then, 
if this character is within i 1 of the chosen character, roll 4 dice. For each p and l in the result, 
the chosen character suffers 1 j. For each j suffered this way, this character may remove 1 j. This 
superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.

• After this attack is resolved, If this attack deals j, this character gains one Captured Soul token.

Discard one or more Captured Soul tokens. During the next Hel-Forged Blade or Rain of Hel attack 
made by this character this Turn, add one die to its attack roll for each Captured Soul token that was 
discarded. If a Captured Soul token was discarded, after the attack is resolved, the target character 
gains the Bleed special condition. This superpower can be used only once per Turn.

army oF hel

death’S embraCe

hel-Forged blade

Claim Soul

• If the target character has the Bleed special condition, it does not count l results as successes when 
defending against this attack.

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

rain oF hel

aSgardian

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

goddeSS oF death

When another character is Dazed or KO’d, this character gains a Captured Soul token. This character 
may have a maximum of three Captured Soul tokens at any time.©
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MALEKITH THE ACCURSED 
Malekith

After this character rolls attack, defense, or dodge dice but before the Resolve Criticals step, it may 
spend any amount of g to use this superpower. For each 1 g spent, choose one o to treat as a p 
for the remainder of the roll.

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

• After each attack is resolved, this character gains 1 g.
• l Poison: After each attack is resolved, the target character gains the Poison special condition.

Action: This character immediately makes a move action followed by a Blade of Midnight attack 
action. If this attack deals j and the target character is Size 3 or less, after the attack is resolved, this 
character may Throw the target character 1. This superpower can be used only once per Turn.

FeroCity

Cloak oF ShadoWS

blade oF midnight

blood boil

Flight, immunity [heX, Stun]

• After this attack is resolved, Place this character within i 1 of the target character.
• l Dark Curse: After this attack is resolved, for each l in the attack roll the defending character gains 

one of the following special conditions: Bleed, Hex, Shock, Slow, or Stun.

butCher oF thorS

the dark CounCil (aFFiliation: Cabal)
When this character or an allied character Dazes or KO’s an enemy character, choose another non-Dazed 
allied character. After the effect is resolved, the chosen character may remove 1 j, may gain 1 g, and 
may Advance 1. A character can be affected by this Leadership ability only once per Round.

ConQueror oF the ten realmS

During the Power Phase, this character gains 1 additional g.
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MALEKITH THE ACCURSED 
Malekith

After this character rolls attack, defense, or dodge dice but before the Resolve Criticals step, it may 
spend any amount of g to use this superpower. For each 1 g spent, choose one o to treat as a p 
for the remainder of the roll.

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

• After each attack is resolved, this character gains 1 g.
• l Poison: After each attack is resolved, the target character gains the Poison special condition.

Action: This character immediately makes a move action followed by a Blade of Midnight attack 
action. If this attack deals j and the target character is Size 3 or less, after the attack is resolved, this 
character may Throw the target character 1. This superpower can be used only once per Turn.

FeroCity

Cloak oF ShadoWS

blade oF midnight

blood boil

Flight, immunity [heX, Stun]

• After this attack is resolved, Place this character within i 1 of the target character.
• l Dark Curse: After this attack is resolved, for each l in the attack roll the defending character gains 

one of the following special conditions: Bleed, Hex, Shock, Slow, or Stun.

butCher oF thorS

the dark CounCil (aFFiliation: Cabal)
When this character or an allied character Dazes or KO’s an enemy character, choose another non-Dazed 
allied character. After the effect is resolved, the chosen character may remove 1 j, may gain 1 g, and 
may Advance 1. A character can be affected by this Leadership ability only once per Round.

ConQueror oF the ten realmS

During the Power Phase, this character gains 1 additional g.
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RONAN THE ACCUSER 
Ronan the Accuser

If an enemy effect would cause this character to be Dazed or KO’d, it may use this superpower. It is not 
Dazed or KO’d. After the effect is resolved, this character advances 1, makes one attack targeting the 
enemy character that caused the effect, and is then Dazed or KO’d.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Throw: Before j is dealt, if the target character is Size 4 or less, this character may Throw the target 

character Away 1.

• l Push: Before j is dealt, if the target character is Size 4 or less, it may be Pushed Away from 
this character 1.

• After this attack is resolved, if j was dealt, the target character gains the Shock special condition.

When this character or an allied character within i 3 of this character is damaged by an enemy 
effect, after the effect is resolved, you may use this superpower. The character that caused the effect 
gains the Judgment special condition.

Judgment

the aCCuSer

Strike

univerSal Weapon

• After this attack is resolved, if j was dealt, the target character gains the Stun and Stagger  
special conditions.

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

kree JuStiCe

gem bearer [poWer], immunity [poiSon]©
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RONAN THE ACCUSER 
Ronan the Accuser

If an enemy effect would cause this character to be Dazed or KO’d, it may use this superpower. It is not 
Dazed or KO’d. After the effect is resolved, this character advances 1, makes one attack targeting the 
enemy character that caused the effect, and is then Dazed or KO’d.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Throw: Before j is dealt, if the target character is Size 4 or less, this character may Throw the target 

character Away 1.

• l Push: Before j is dealt, if the target character is Size 4 or less, it may be Pushed Away from 
this character 1.

• After this attack is resolved, if j was dealt, the target character gains the Shock special condition.

When this character or an allied character within i 3 of this character is damaged by an enemy 
effect, after the effect is resolved, you may use this superpower. The character that caused the effect 
gains the Judgment special condition.

Judgment

the aCCuSer

Strike

univerSal Weapon

• After this attack is resolved, if j was dealt, the target character gains the Stun and Stagger  
special conditions.

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

kree JuStiCe

gem bearer [poWer], immunity [poiSon]©
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TASKMASTER 
Anthony Masters • After this attack is resolved, this character gains g equal to the j dealt.

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

After an attack targeting this character is resolved, this character may use this superpower. If the 
attacker is within i 3, roll 4 dice. Deal 1 j to the attacker for each p and each l rolled. If the 
attacker has already targeted this character with an attack this turn, roll 6 dice instead of 4.

photographiC reFleXeS

SWord Strike

• After this attack is resolved, this character gains 1 g.
• This attack ignores LOS, and the defending character does not benefit from Cover.
• l Ricochet: After this attack is resolved, this character may make an additional Shield Throw attack. This 

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

Shield throW

• Add dice to the attack roll equal to the target’s d Defense.
• The target character cannot modify or reroll dice in the defense roll during this attack.

mnemoniC teChniQue

intuitive pattern reCognition

If an enemy character targets this character with an attack and has already targeted this character with 
an attack this turn, add 2 dice to the defense roll.

martial artiSt

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

rogue agent

One character with Rogue Agent counts as an affiliated character during Squad building.©
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TASKMASTER 
Anthony Masters • After this attack is resolved, this character gains g equal to the j dealt.

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

After an attack targeting this character is resolved, this character may use this superpower. If the 
attacker is within i 3, roll 4 dice. Deal 1 j to the attacker for each p and each l rolled. If the 
attacker has already targeted this character with an attack this turn, roll 6 dice instead of 4.

photographiC reFleXeS

SWord Strike

• After this attack is resolved, this character gains 1 g.
• This attack ignores LOS, and the defending character does not benefit from Cover.
• l Ricochet: After this attack is resolved, this character may make an additional Shield Throw attack. This 

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

Shield throW

• Add dice to the attack roll equal to the target’s d Defense.
• The target character cannot modify or reroll dice in the defense roll during this attack.

mnemoniC teChniQue

intuitive pattern reCognition

If an enemy character targets this character with an attack and has already targeted this character with 
an attack this turn, add 2 dice to the defense roll.

martial artiSt

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

rogue agent

One character with Rogue Agent counts as an affiliated character during Squad building.©
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THANOS, THE MAD TITAN 
Thanos

When another allied character within i 4 of this character targets an enemy character with an attack, 
this character may use this superpower. If the attacking character is Healthy, it adds 2 dice to its attack 
roll. If the attacking character is Injured, it adds 4 dice to its attack roll. This superpower may be used 
only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Throw: Before j is dealt, this character may Throw the target character Away 1.

• When creating the dice pool for this attack, this character may spend up to 3 g. Add 1 die to this attack 
roll for each g spent in this way.

• l Titan’s Will: After this attack is resolved, this character Pushes the target character Away 1. The 
pushed character gains the Slow special condition.

death’S deCree

Strike

CoSmiC blaSt

gem bearer [mind, poWer, reality, Soul, SpaCe, time], immunity [Stun]

death’S agenda (aFFiliation: blaCk order)
During the Modify Dice step of an attack, an allied character may suffer up to 3 j. For each j 
suffered, it may reroll one of its attack dice. (If an attacking character becomes Dazed or KO’d during 
the attack, the attack ends immediately.)

being oF immeaSurable poWer

When this character would suffer j from an enemy effect, reduce the amount suffered by 1.
Additionally, this character may have two Infinity Gems rather than the normally allowed one and may 
use the a or b superpowers of Infinity Gems without paying the Power Cost.
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THANOS, THE MAD TITAN 
Thanos

When another allied character within i 4 of this character targets an enemy character with an attack, 
this character may use this superpower. If the attacking character is Healthy, it adds 2 dice to its attack 
roll. If the attacking character is Injured, it adds 4 dice to its attack roll. This superpower may be used 
only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Throw: Before j is dealt, this character may Throw the target character Away 1.

• When creating the dice pool for this attack, this character may spend up to 3 g. Add 1 die to this attack 
roll for each g spent in this way.

• l Titan’s Will: After this attack is resolved, this character Pushes the target character Away 1. The 
pushed character gains the Slow special condition.

Choose another character within i 4 of this character. Place the chosen character within i 2 of its 
current position. This superpower can be used only once per Turn.

CoSmiC portal

death’S deCree

Strike

CoSmiC blaSt

gem bearer [mind, poWer, reality, Soul, SpaCe, time], immunity [Stun]

death’S agenda (aFFiliation: blaCk order)
When an enemy character is KO’d, this character’s controlling player scores 1 VP.

being oF immeaSurable poWer

When this character would suffer j from an enemy effect, reduce the amount suffered by 1.
Additionally, this character may have two Infinity Gems rather than the normally allowed one and may 
use the a or b superpowers of Infinity Gems without paying the Power Cost.
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THOR, PRINCE OF ASGARD
Thor Odinson

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

• After this attack is resolved, this character gains g equal to the j dealt.
• l Throw: Before j is dealt, if the target character is Size 4 or less, this character may Throw it Away 1.

Action: This character immediately makes a move action followed by a Strike attack action. If this 
attack action deals j, the target character gains the Stagger special condition. This superpower can 
be used only once per Turn.

For aSgard!

StrongeSt avenger

Strike

aSgardian

• After this attack is resolved, the target character gains the Shock special condition.
hammer throW

• After each attack is resolved, the target character gains the Shock special condition.
god oF thunder

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

Flight, immunity [ShoCk, Stun]

prinCe oF aSgard (aFFiliation: aSgard)
At the start of each of your turns, one allied character may spend 1 g. If they do, remove 1 j or  
1 special condition from that character. Each allied character may use this Leadership once per Round.
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THOR, PRINCE OF ASGARD
Thor Odinson

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

• After this attack is resolved, this character gains g equal to the j dealt.
• l Throw: Before j is dealt, if the target character is Size 4 or less, this character may Throw it Away 1.

Action: This character immediately makes a move action followed by a Strike attack action. If this 
attack action deals j, the target character gains the Stagger special condition. This superpower can 
be used only once per Turn.

For aSgard!

StrongeSt avenger

Strike

aSgardian

• After this attack is resolved, the target character gains the Shock special condition.
hammer throW

• After each attack is resolved, the target character gains the Shock special condition.
god oF thunder

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

Flight, immunity [ShoCk, Stun]

prinCe oF aSgard (aFFiliation: aSgard)
At the start of each of your turns, one allied character may spend 1 g. If they do, remove 1 j or  
1 special condition from that character. Each allied character may use this Leadership once per Round.
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WINTER SOLDIER 
James “Bucky” Barnes

If an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character 
may use this superpower. This character makes an Assault Rifle attack against the enemy character 
that caused the effect.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.
• l Rapid Fire: After this attack is resolved, this character may make one additional Assault Rifle attack. 

The additional attack must target the original target character. The additional attack does not have the 
Rapid Fire special rule.

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

hydra taCtiCS

got your baCk

aSSault riFle

• After this attack is resolved, if the target character is Size 3 or less, the target character is Pushed Away from 
this character 1. Then immediately make an Assault Rifle attack targeting that character.

red Fury

SpetSnaz training

This character may reroll one die when either attacking or being attacked by a character that is within i 1.

rogue agent

One character with Rogue Agent counts as an affiliated character during Squad building.
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WINTER SOLDIER 
James “Bucky” Barnes

If an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character 
may use this superpower. This character makes an Assault Rifle attack against the enemy character 
that caused the effect.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.
• l Rapid Fire: After this attack is resolved, this character may make one additional Assault Rifle attack. 

The additional attack must target the original target character. The additional attack does not have the 
Rapid Fire special rule.

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

hydra taCtiCS

got your baCk

aSSault riFle

• After this attack is resolved, if the target character is Size 3 or less, the target character is Pushed Away from 
this character 1. Then immediately make an Assault Rifle attack targeting that character.

red Fury

SpetSnaz training

This character may reroll one die when either attacking or being attacked by a character that is within i 1.

rogue agent

One character with Rogue Agent counts as an affiliated character during Squad building.
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WONG 
Wong

Action: This character gains 1 g.

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

Choose another allied character within i 3 of this character. It gains 1 g. A character can be affected 
by this superpower only once per Round.

FaithFul aSSiStant

meditate

Strike

Action: This character or an allied character within i 3 of this character removes up to 2 j or one 
special condition. A character can be affected by this superpower only once per Round.

the viShanti’S bleSSing

Servant to the SorCerer Supreme

While within i 3 of an allied Stephen Vincent Strange, this character adds 1 die to its defense rolls.
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WONG 
Wong

Action: This character gains 1 g.

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

Choose another allied character within i 3 of this character. It gains 1 g. A character can be affected 
by this superpower only once per Round.

FaithFul aSSiStant

meditate

Strike

Action: This character or an allied character within i 3 of this character removes up to 2 j or one 
special condition. A character can be affected by this superpower only once per Round.

the viShanti’S bleSSing

Servant to the SorCerer Supreme

While within i 3 of an allied Stephen Vincent Strange, this character adds 1 die to its defense rolls.
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CABLE 
Nathan Summers

This character may spend 1 to 4 g to use this superpower. Choose an interactive terrain feature 
within i 3 with a Size equal to or less than the g spent to use this superpower. Throw the chosen 
terrain feature 2. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• If the target character is within i 3, this character may reroll up to 2 dice in the attack roll. 
• l Incinerate: After this attack is resolved, the target character gains the Incinerate special condition.

• For each attack that deals j, after the attack is resolved, remove 1 j from this character.

Place this character within i 2 of its current position. This superpower can be used only once per Turn.
body Slide by one

omegal level threat

plaSma riFle

aSkani’Son

immunity [poiSon]

WetWorkS (aFFiliation: X-ForCe)
Each allied character may reroll 1 die in their attack rolls once per Turn, including o results. If they do and 
the enemy Character is within i 3, the enemy character does not benefit from Cover during the attack.

teChno-organiC viruS SuppreSSion

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

When this character or an allied character within i 3 of this character is targeted by an attack, this 
character may use this superpower. Add 2 dice to the target character’s defense roll against this attack.

telekinetiC Shield
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2b

CABLE 
Nathan Summers

This character may spend 1 to 4 g to use this superpower. Choose an interactive terrain feature 
within i 3 with a Size equal to or less than the g spent to use this superpower. Throw the chosen 
terrain feature 2. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• If the target character is within i 3, this character may reroll up to 2 dice in the attack roll. 
• l Incinerate: After this attack is resolved, the target character gains the Incinerate special condition.

• For each attack that deals j, after the attack is resolved, remove 1 j from this character.

Place this character within i 2 of its current position. This superpower can be used only once per Turn.
body Slide by one

omegal level threat

plaSma riFle

aSkani’Son

immunity [poiSon]

WetWorkS (aFFiliation: X-ForCe)
Each allied character may reroll 1 die in their attack rolls once per Turn, including o results. If they do and 
the enemy Character is within i 3, the enemy character does not benefit from Cover during the attack.

teChno-organiC viruS SuppreSSion

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

When this character or an allied character within i 3 of this character is targeted by an attack, this 
character may use this superpower. Add 2 dice to the target character’s defense roll against this attack.

telekinetiC Shield
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COLOSSUS 
Piotr Rasputin

When an enemy character within i 2 of this character targets another allied character with an attack, 
this character may use this superpower. This character becomes the target of the attack regardles of 
Range and LOS.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Concussive Force: After this attack is resolved, the target character loses 1 g. 

Choose an interactive terrain feature of Size 3 or less within i 2 and Throw it 2. This superpower 
can be used only once per Turn.

playing CatCh

big brother

Strike

immunity [bleed]

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

X-Slam

organiC Steel

When this character would suffer j from an enemy effect, reduce the amount suffered by 1 to a 
minimum of 1.
Additionally, this character cannot be Pushed by enemy effects.

bozhe moi

When defending against d or f attacks, this character adds Blanks in its defense roll to its  
total successes.
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COLOSSUS 
Piotr Rasputin

When an enemy character within i 2 of this character targets another allied character with an attack, 
this character may use this superpower. This character becomes the target of the attack regardles of 
Range and LOS.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Concussive Force: After this attack is resolved, the target character loses 1 g. 

Choose an interactive terrain feature of Size 3 or less within i 2 and Throw it 2. This superpower 
can be used only once per Turn.

playing CatCh

big brother

Strike

immunity [bleed]

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

X-Slam

When this character is targeted by a d or f attack, it may use this superpower. Add 2 dice to this 
character’s defense roll against that attack. 

bozhe moi

organiC Steel

When this character would suffer j from an enemy effect, reduce the amount suffered by 1 to a 
minimum of 1.
Additionally, this character cannot be Pushed by enemy effects.
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CYCLOPS 
Scott Summers

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 g equal to the j dealt. 
• l Push: If the target character is Size 3 or less, before j is dealt, this character may Push the target 

character Away 1. 
• l m Speed of Sight: After this attack is resolved, this character may make an additional Optic Blast 

attack. This additional attack may not target the original target character, and does not have the Speed of 
Sight special rule.

• l Suppression: After each attack is resolved, the target character loses 1 g for each l in the attack roll.

Choose another allied character within i 4. That character Advances 1. A character can be made to 
Advance by this superpower only once per Turn.

Field leader

hit and run

optiC blaSt

optiC devaStation

X-men blue (aFFiliation: unCanny X-men)
When an allied character deals j to an enemy character with an attack, another allied character 
within i 5 of the attacking character may gain 1 g after the attack is resolved.  A character may 
gain only 1 g as a result of this Leadership ability per Turn.

When this character is targeted by an attack and the attacker is not within i 2 of this character, 
this character may use this superpower. Instead of rolling dice equal to its Defense, it rolls 5 
defense dice. Then, if this character suffers no j from the attack, after the attack is resolved, the 
attacker suffers 2 j.

QuiCk draW
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CYCLOPS 
Scott Summers

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 g equal to the j dealt. 
• l Push: If the target character is Size 3 or less, before j is dealt, this character may Push the target 

character Away 1. 
• l m Speed of Sight: After this attack is resolved, this character may make an additional Optic Blast 

attack. This additional attack may not target the original target character, and does not have the Speed of 
Sight special rule.

• l Suppression: After each attack is resolved, the target character loses 1 g for each l in the attack roll.

Choose another allied character within i 4. That character Advances 1. A character can be made to 
Advance by this superpower only once per Turn.

Field leader

hit and run

optiC blaSt

optiC devaStation

X-men blue (aFFiliation: unCanny X-men)
When an allied character deals j to an enemy character with an attack, another allied character 
within i 5 of the attacking character may gain 1 g after the attack is resolved.  A character may 
gain only 1 g as a result of this Leadership ability per Turn.

When this character is targeted by an attack and the attacker is not within i 2 of this character, 
this character may use this superpower. Instead of rolling dice equal to its Defense, it rolls 5 
defense dice. Then, if this character suffers no j from the attack, after the attack is resolved, the 
attacker suffers 2 j.

QuiCk draW
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DEADPOOL 
Wade Wilson

Place this character within i 2 of its current position. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l l Stab, Stab: After this attack is resolved, this character may make another Stab attack. The additional 

attack must target the original target character. The additional attack does not have the Stab, Stab special rule.

Choose an enemy character within i 3 of this character. It loses 2 g. A character may be affected by 
this superpower only once per Round.

merC With a mouth

you Can’t Spell legendary Without leg day

Stab

healing FaCtor [2]

• After this attack is resolved, this character gains 1 g.
• l m Bang, Bang: After this attack is resolved, this character may make another Bang attack. The 

additional attack must target the original target character. The additional attack does not have the Bang, 
Bang special rule.

bang

• l Dance Party: After this attack is resolved, this character may Advance 1. After this Advance, each other 
character within i 2 of this character suffers 1 j. This character gains 1 g for each j dealt in this way.

maXimum eFFort

all right, noW it’S SeriouS...
This character always counts as Healthy instead of Injured for the purposes of contesting objectives. 
Additionally, this character may reroll 1 die in its attack and defense rolls.

uniCornS, rainboWS, and Sugar plumS danCing through my head

This character cannot be Pushed or Advanced by effects from e attacks or enemy superpowers.
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DEADPOOL 
Wade Wilson

Place this character within i 2 of its current position. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l l Stab, Stab: After this attack is resolved, this character may make another Stab attack. The additional 

attack must target the original target character. The additional attack does not have the Stab, Stab special rule.

Choose an enemy character within i 3 of this character. It loses 2 g. A character may be affected by 
this superpower only once per Round.

merC With a mouth

you Can’t Spell legendary Without leg day

Stab

healing FaCtor [2]

• After this attack is resolved, this character gains 1 g.
• l m Bang, Bang: After this attack is resolved, this character may make another Bang attack. The 

additional attack must target the original target character. The additional attack does not have the Bang, 
Bang special rule.

bang

• After this attack is resolved, if this attack deals j, the target character gains the Bleed and Slow 
special conditions.

duodenum poke

i knoW karate

This character may reroll 1 die in its attack and defense rolls.

uniCornS, rainboWS, and Sugar plumS danCing through my head

This character cannot be Pushed or Advanced by effects from e attacks or enemy superpowers.
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JEAN GREY 
Jean Grey

When this character or an allied character within i 4 of it would be Advanced, Placed, or Pushed by 
the effects of an enemy e attack or enemy superpower, this character may use this superpower. The 
allied character is not Advanced, Placed, or Pushed.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Sap Power: Before j is dealt, the target character loses 1 g for each l in the attack roll, and this 

character gains that amount of g. 
• o Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

Choose an interactive terrain feature of Size 4 or less within i 3 and Throw it 2. This superpower 
can be used only once per Turn.

battleField manipulation

Shield mind

pSioniC bolt

Flight

• Before j is dealt, if the target character is Size 4 or less, this character may Throw it Away 1. 
• l Explosive: Before j is dealt, other enemy characters within i 2 of the target character suffer 1 j. 

telekinetiC ForCe

Choose another character with an Activated token within i 2 and Push it 1. A character can be 
moved by this superpower only once per Turn.

matter tranSmutation

latent pSyChiC potential

During the Power Phase, this character gains 2 additional g.
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JEAN GREY 
Jean Grey

When this character or an allied character within i 4 of it would be Advanced, Placed, or Pushed by 
the effects of an enemy e attack or enemy superpower, this character may use this superpower. The 
allied character is not Advanced, Placed, or Pushed.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Sap Power: Before j is dealt, the target character loses 1 g for each l in the attack roll, and this 

character gains that amount of g. 
• o Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

Choose an interactive terrain feature of Size 4 or less within i 3 and Throw it 2. This superpower 
can be used only once per Turn.

battleField manipulation

Shield mind

pSioniC bolt

Flight

• Before j is dealt, if the target character is Size 4 or less, this character may Throw it Away 1. 
• l Explosive: Before j is dealt, other enemy characters within i 2 of the target character suffer 1 j. 

telekinetiC ForCe

Choose another character with an Activated token within i 2 and Push it 1. A character can be 
moved by this superpower only once per Turn.

matter tranSmutation

latent pSyChiC potential

During the Power Phase, this character gains 2 additional g.
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STORM 
Ororo Munroe

Choose an interactive terrain feature or an enemy character, both of Size 2 or less and within
i 3, and Throw it 1. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Shock: After this attack is resolved, the target character gains the Shock special condition.

During the next attack action made by this character this Turn, add 2 dice to its attack rolls.
eye oF the Storm

tempeSt

lightning bolt

Flight, immunity [ShoCk]

• If this attack deals j, after this attack is resolved, the target character gains the Stun special condition. 
iCe blizzard

• This attack ignores LOS, and the defending character does not benefit from Cover. 
• After all attacks are resolved from this area attack, each enemy character with the Flight c superpower 

targeted by this attack suffers 1 j. 
• Allied characters in Range of this attack do not suffer j from this attack. 

hurriCane

X-men gold (aFFiliation: unCanny X-men)
Once per Round, you may use this Leadership ability during an allied character’s Activation if it is not 
holding an objective token. If you do, the active charcter may spend 1 g. If it does, choose another 
allied character within i 2 of it. Place the active character within i 1 of the chosen character.
Additionally, when an enemy character targets an allied character with an attack, if the enemy 
character is not within i 2 of it, the allied character may reroll 1 of its defense die.

goddeSS oF StormS

Characters must be within i 3 of this character to target it with attacks.
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STORM 
Ororo Munroe

Choose an interactive terrain feature or an enemy character, both of Size 2 or less and within
i 3, and Throw it 1. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Shock: After this attack is resolved, the target character gains the Shock special condition.

During the next attack action made by this character this Turn, add 2 dice to its attack rolls.
eye oF the Storm

tempeSt

lightning bolt

Flight, immunity [ShoCk]

• If this attack deals j, after this attack is resolved, the target character gains the Stun special condition. 
iCe blizzard

• This attack ignores LOS, and the defending character does not benefit from Cover. 
• After all attacks are resolved from this area attack, each enemy character with the Flight c superpower 

targeted by this attack suffers 1 j. 
• Allied characters in Range of this attack do not suffer j from this attack. 

hurriCane

X-men gold (aFFiliation: unCanny X-men)
Once per Round, you may use this Leadership ability during an allied character’s Activation if it is not 
holding an objective token. If you do, the active charcter may spend 1 g. If it does, choose another 
allied character within i 2 of it. Place the active character within i 1 of the chosen character.
Additionally, when an enemy character targets an allied character with an attack, if the enemy 
character is not within i 2 of it, the allied character may reroll 1 of its defense die.

goddeSS oF StormS

Characters must be within i 3 of this character to target it with attacks.
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WOLVERINE 
James Logan Howlett • After this attack is resolved, this character gains g equal to the j dealt.

• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

Action: This character immediately makes a move action followed by an attack action. When making this 
attack, each l in the attack roll counts as 2 successes. This superpower can be used only once per Turn.

the beSt at What i do . . . 

adamantium SlaSh

healing FaCtor [2], immunity [Stagger, Stun]

• Before j is dealt, Place this character within i 1 of the target character. 
• If this attack deals j, after the attack is resolved, if the target character is Size 3 or less, this character 

may Throw it 1.

berSerker barrage

adamantium Skeleton

When determining if this character can be Thrown or Pushed by an effect or special rule, or when it is 
colliding with another character or terrain feature, this character counts as Size 3. 

Wild rage

Add 1 die to this character’s attack rolls for each j it has. Additionally, this character cannot Interact 
with or hold objective tokens.
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WOLVERINE 
James Logan Howlett • After this attack is resolved, this character gains g equal to the j dealt.

• l Bleed: After this attack is resolved, the target character gains the Bleed special condition.
• l Pierce: Change 1 of the defending character’s p, l, or n results to a Blank.

Action: This character immediately makes a move action followed by an attack action. When making this 
attack, each l in the attack roll counts as 2 successes. This superpower can be used only once per Turn.

the beSt at What i do . . . 

adamantium SlaSh

healing FaCtor [2], immunity [Stun]

• Before j is dealt, Place this character within i 1 of the target character. 
• If this attack deals j, after the attack is resolved, if the target character is Size 3 or less, this character 

may Throw it 1.

berSerker barrage

adamantium Skeleton

When determining if this character can be Thrown or Pushed by an effect or special rule, or when it is 
colliding with another character or terrain feature, this character counts as Size 3. 
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