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• After each attack is resolved, if that attack 

dealt j, the target character gains the 
Incinerate special condition.

SEVEN SUNS OF CINNIBUS

B5Seven SunS of CinnibuS

UNAFFILIATED

Active: Action
If it is Doctor Strange’s Activation and there are 
2 other non-Dazed allied characters within i 2 
of him, he may spend 3 g to play this card.
Doctor Strange makes the Seven Suns of 
Cinnibus attack shown above.

UNAFFILIATED

Active: Action
During Gambit’s Activation, he may play this 
card while within i 3 of an allied Lucas 
Bishop. 
The allied Lucas Bishop immediately makes 
the attack shown above.

© MARVEL © AMG   Eric Guerrero

MUTANT TRAITOR

B3 6 0
• After all attacks are resolved from this beam 

attack, if any attack roll contained 2 or more 
l results, this character suffers 1 j. 

• l Kinetic: After each attack is resolved, Push 
the defender Away 1. 

• l l Overcharged: This character counts 
all l results in this attack roll as 2 successes.

• p o Gambit’s Grace: During the Modify 
Dice step of each attack, this character may 
change all o results in the attack roll to 
l results.

faMplified aMMunition

© MARVEL © AMG

UNAFFILIATED

Active
If there are 2 other non-Dazed allied characters 
within i 2 of Doctor Strange, he may spend  
3 g to play this card.
Choose a character within i 3 of Doctor 
Strange. The chosen character gains 3 
Obscuring Mist tokens. Each time the chosen 
character is targeted by an attack, shuffle the 
tokens and reveal 1 at random. If the token 
has a blank on the back,  Doctor Strange may 
reroll any number of the attacker’s dice. If it has 
a silhouette, the attack continues as normal. 
At the end of the Round, remove all Obscuring 
Mist tokens from the chosen character.

VAPORS OF VALTORR

• When creating the dice pool for this attack, 
this character may destroy any number of 
interactive terrain features of r 3 or less 
within i 2 of the defender. If it does, add 
dice to the attack roll equal to the combined 
r of all the destroyed terrain features.

• Before j is dealt, other enemy characters 
within i 2 of the defender suffer 1 j.

UNAFFILIATED

Active
Magneto may spend 5 g to play this card.
Magneto may use the attack listed above once 
this Activation.

© MARVEL © AMG   Rodrigo Lorenzo
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MAGNETIC CRUSH

MagnetiC CruSh

© MARVEL © AMG    Rodrigo Lorenzo

ASTRAL RING

CONVOCATION

Active
At the start of a Convocation character’s 
Activation, it may spend 2 g to play this card.
Place an allied Projection token within i 3 
of this character. While that token is on the 
battlefield, this character cannot Advance or 
be Placed. Measure the i of this character’s 
attacks and superpowers from that token 
instead of this character. This character 
Contests objective tokens as if that Projection 
token was its base instead of Contesting 
objective tokens normally. Remove that 
Projection token from the battlefield during 
the next Cleanup Phase.
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BULLSEYE 
Benjamin Poindexter • After this attack is resolved, this character gains 1 g. 

• The defending character does not benefit from Cover. 
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition. 

• The defending character does not benefit from Cover. 
• After this attack is resolved, the target character gains the Bleed special condition. 
• Rapid Fire: After this attack is resolved, this character may make an additional Pin Cushion attack without 

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

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

After an attack made by this character is resolved, if no j was dealt as a result of that attack, this 
character may use this superpower. The target character suffers 1 j.

After an attack targeting this character is resolved, this character may use this superpower. The 
attacking character suffers 1 j. This character may Advance Away from the attacking character 1.

Hit and Run

i neveR Miss

PaRting sHot

tHRowing Knife

Pin CusHion
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BULLSEYE 
Benjamin Poindexter • After this attack is resolved, this character gains 1 g. 

• The defending character does not benefit from Cover. 
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition. 

• The defending character does not benefit from Cover. 
• After this attack is resolved, the target character gains the Bleed special condition. 
• Rapid Fire: After this attack is resolved, this character may make an additional Pin Cushion attack without 

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

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

After an attack made by this character is resolved, if no j was dealt as a result of that attack, this 
character may use this superpower. The target character suffers 1 j.

After an attack targeting this character is resolved, this character may use this superpower. The 
attacking character suffers 1 j. This character may Advance Away from the attacking character 1.

Hit and Run
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DOCTOR STRANGE 
Stephen Vincent Strange

When this character or an allied character within i 3 is targeted by an attack or would make a dodge 
roll, this character may use this superpower. This character adds 2 dice to the defense or dodge roll.

This character can modify and reroll o results. When this character is attacking, defending, or 
dodging, it may reroll all of its dice.

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

Once per Turn, after an attack made by an allied character is resolved, if that attack dealt j or if the 
target character has a t of 5 or more, the attacking character may use this Leadership ability. If they 
do, the target character gains the Hex special condition.

• After this attack is resolved, the target character gains the Stagger special condition.
• p l m Mystic Binding: After this attack is resolved, instead of inflicting the Stagger special condition, 

if the target character does not have an Activated token, this character may give it an Activated token.

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

This character or an allied character within i 3 of this character removes up to 3 j. This superpower 
can be used only once per Turn.

Oshtur’s refuge

hOggOth’s hOary WisdOm

CrimsOn Bands Of CyttOrak

BOlts Of Bedevilment

eye Of agamOttO

shield Of the seraphim

flight, gem Bearer [sOul, time]

Judgment Of the vishanti (affiliatiOn: defenders)
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DOCTOR STRANGE 
Stephen Vincent Strange

When this character or an allied character within i 3 is targeted by an attack or would make a dodge 
roll, this character may use this superpower. This character adds 2 dice to the defense or dodge roll.

This character can modify and reroll o results. When this character is attacking, defending, or 
dodging, it may reroll all of its dice.

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

Once per Turn, after an attack made by an allied character is resolved, if that attack dealt j or if the 
target character has a t of 5 or more, the attacking character may use this Leadership ability. If they 
do, the target character gains the Hex special condition.

• After this attack is resolved, the target character gains the Stagger special condition.
• p l m Mystic Binding: After this attack is resolved, instead of inflicting the Stagger special condition, 

if the target character does not have an Activated token, this character may give it an Activated token.

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

This character or an allied character within i 3 of this character removes up to 3 j. This superpower 
can be used only once per Turn.

Oshtur’s refuge

hOggOth’s hOary WisdOm

CrimsOn Bands Of CyttOrak

BOlts Of Bedevilment

eye Of agamOttO

shield Of the seraphim

flight, gem Bearer [sOul, time]

Judgment Of the vishanti (affiliatiOn: defenders)
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CLEA 
Clea Strange

Choose this character or another allied character within i 4 and Place it within i 2 of its current 
position. A character can be Placed by this superpower only once per Turn.

• m Slow: After this attack is resolved, the defender gains the Slow special condition.
• l m Stun: After this attack is resolved, the defender gains the Stun special condition.
• p l m Stagger: After this attack is resolved, the defender gains the Stagger special condition.

• After this attack is resolved, this character gains 1 g.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

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

Action: This character gains 3 g. Roll 5 dice. If the roll contains any o results, this character suffers 2 
j. This superpower can be used only once per Turn.

Oshtur’s Mighty hand

descendant Of the faltine

VapOrs Of dOrMaMMu

icy tendrils Of ikthalOn

deMOn claws Of denak

iMMunity [incinerate]

When this character or another allied character within i 4 of this character makes an attack, during 
the Create Attack Dice Pool step, this character may use this superpower. The attacker adds 2 dice to 
its attack roll. If that attack deals j and the defender has a t of 5 or more, after the attack is resolved, 
the defender gains the Judgment special condition. This superpower can be used only once per Turn.

talOns Of farallah
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3b

CLEA 
Clea Strange

Choose this character or another allied character within i 4 and Place it within i 2 of its current 
position. A character can be Placed by this superpower only once per Turn.

• m Slow: After this attack is resolved, the defender gains the Slow special condition.
• l m Stun: After this attack is resolved, the defender gains the Stun special condition.
• p l m Stagger: After this attack is resolved, the defender gains the Stagger special condition.

• After this attack is resolved, this character gains 1 g.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

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

Action: This character gains 3 g. Roll 5 dice. If the roll contains any o results, this character suffers 2 
j. This superpower can be used only once per Turn.

Oshtur’s Mighty hand

descendant Of the faltine

VapOrs Of dOrMaMMu

icy tendrils Of ikthalOn

deMOn claws Of denak

iMMunity [incinerate]

When this character or another allied character within i 4 of this character makes an attack, during 
the Create Attack Dice Pool step, this character may use this superpower. The attacker adds 2 dice to 
its attack roll. If that attack deals j and the defender has a t of 5 or more, after the attack is resolved, 
the defender gains the Judgment special condition. This superpower can be used only once per Turn.
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DOCTOR STRANGE,  
SORCERER SUPREME

Stephen Vincent Strange

This character can modify and reroll o results. When this character is attacking, defending, or 
dodging, it may reroll all of its dice.

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

When this character is defending against an f or e attack, for each l in the defense roll, it may 
change one of the attacker’s p, l, or m results to a Blank. This character gains 1 g for each die 
changed in this way.

• Before choosing a target, this character chooses whether this attack’s type is d, f, or e.
• If this attack deals j, after this attack is resolved, the defender gains the Poison special condition.

• Allied characters in i of this attack do not suffer j from it.
• l Cleanse: After each attack is resolved, remove 1 special condition from this character and each allied 

character within i 2 of it.
• l n Salve: After each attack is resolved, remove 1 j from this character and each allied character within i 2 of it.

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

Choose this character or a character within i 2 and Place it within i 3 of its current position. A 
character can be Placed by this superpower only once per Turn.

Scalpel of Strange

DeaDly DaggerS of Daveroth

Shining circle of the Seraphim

Baleful BoltS of Balthakk

eye of agamotto

choSen of the viShanti

myStic armor of Strange
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DOCTOR STRANGE,  
SORCERER SUPREME

Stephen Vincent Strange

This character can modify and reroll o results. When this character is attacking, defending, or 
dodging, it may reroll all of its dice.

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

When this character is defending against an f or e attack, for each l in the defense roll, it may 
change one of the attacker’s p, l, or m results to a Blank. This character gains 1 g for each die 
changed in this way.

• Before choosing a target, this character chooses whether this attack’s type is d, f, or e.
• If this attack deals j, after this attack is resolved, the defender gains the Poison special condition.

• Allied characters in i of this attack do not suffer j from it.
• l Cleanse: After each attack is resolved, remove 1 special condition from this character and each allied 

character within i 2 of it.
• l n Salve: After each attack is resolved, remove 1 j from this character and each allied character within i 2 of it.

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

Choose this character or a character within i 2 and Place it within i 3 of its current position. A 
character can be Placed by this superpower only once per Turn.

Scalpel of Strange
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COSMIC GHOST RIDER 
Frank Castle

If an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character may use 
this superpower. It makes a Hellfire Blasters attack against the enemy character that caused the effect. 

During the Cleanup Phase, remove all Psychosis tokens from this character. Then, this character rolls 5 dice. 
For each p, l, and m result rolled, this character gains 1 g. Then, if this character has 5 or more g, this 
character gains a Psychosis token and drops all objective tokens it is holding. 

At the start of the first Power Phase, and when this character would be Dazed, this character gains a 
Psychosis token. While it has a Psychosis token, it counts o results in its attack, defense, and dodge 
rolls as successes. While this character has a Psychosis token, it cannot hold, Contest, or Interact with 
objective tokens. This character can have a maximum of 1 Psychosis token at any time.

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

• The target character does not gain g for j dealt by this attack.
• p l m n o Dust to Dust: Change each of the target character’s n results to a o.

This character may spend 1 to 5 g to use this superpower. Place this character within i X of its 
current position, where X is the amount of g spent. This superpower can be used only once per Turn.

Choose a character within i 3 of this character and Push it Toward this character 1. Then the chosen 
character gains the Incinerate special condition. This superpower can be used only once per Turn.

Interstellar Hellcycle

cHaIns of cyttorak

PoWer cosmIc Penance stare

HellfIre Blasters

I’m tHe sPIrIt of Vengeance, Bearer of tHe PoWer cosmIc, and Just a BIt unstaBle

ready to roll

flIgHt, ImmunIty [Bleed, Hex, IncInerate, PoIson]

cosmIc JustIce on WHeels
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COSMIC GHOST RIDER 
Frank Castle

If an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character may use 
this superpower. It makes a Hellfire Blasters attack against the enemy character that caused the effect. 

During the Cleanup Phase, remove all Psychosis tokens from this character. Then, this character rolls 5 dice. 
For each p, l, and m result rolled, this character gains 1 g. Then, if this character has 5 or more g, this 
character gains a Psychosis token and drops all objective tokens it is holding. 

At the start of the first Power Phase, and when this character would be Dazed, this character gains a 
Psychosis token. While it has a Psychosis token, it counts o results in its attack, defense, and dodge 
rolls as successes. While this character has a Psychosis token, it cannot hold, Contest, or Interact with 
objective tokens. This character can have a maximum of 1 Psychosis token at any time.

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

• The target character does not gain g for j dealt by this attack.
• p l m n o Dust to Dust: Change each of the target character’s n results to a o.

This character may spend 1 to 5 g to use this superpower. Place this character within i X of its 
current position, where X is the amount of g spent. This superpower can be used only once per Turn.

Choose a character within i 3 of this character and Push it Toward this character 1. Then the chosen 
character gains the Incinerate special condition. This superpower can be used only once per Turn.
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X-23 
Laura Kinney

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

When an allied Gabrielle Kinney within i 3 of this character is damaged by an enemy effect, after 
the effect is resolved, this character may Advance 2 Toward the character that damaged Gabrielle 
Kinney. This character may move only once per Turn as a result of this superpower. 

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

• After this attack is resolved, this character may Advance 2. 
• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank. 

When this character Dazes or KO’s an enemy character with an attack during its Activation, after that 
attack is resolved, this character may use this superpower. This character Advances 1 then makes an 
Adamantium Slash attack. This superpower can be used only once per Turn.

Frenzy

AdAmAntium SlASh

ClAw ruSh

ASSASSin trAining

heAling FACtor [2]

Big SiS
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X-23 
Laura Kinney

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

When an allied Gabrielle Kinney within i 3 of this character is damaged by an enemy effect, after 
the effect is resolved, this character may Advance 2 Toward the character that damaged Gabrielle 
Kinney. This character may move only once per Turn as a result of this superpower. 

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

• After this attack is resolved, this character may Advance 2. 
• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank. 

When this character Dazes or KO’s an enemy character with an attack during its Activation, after that 
attack is resolved, this character may use this superpower. This character Advances 1 then makes an 
Adamantium Slash attack. This superpower can be used only once per Turn.

Frenzy

AdAmAntium SlASh

ClAw ruSh

ASSASSin trAining
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ANGELA 
Aldrif Odinsdottir

If this character Dazes or KO’s an enemy character with an attack during its Activation, after that attack 
is resolved, this character may use this superpower. This character immediately Advances 1, then 
makes a Xiphos, the Sword of the Stars attack. This superpower can be used only once per Turn.

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

While an enemy character is Advancing or Climbing, it cannot Place the Movement Tool overlapping 
this character’s base. Enemy characters cannot reroll or modify attack dice when targeting this 
character with attacks.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, Place this character within i 2 of the target.

• Add dice to the attack roll equal to the target’s r.
• p p l Cleave: After this attack is resolved, this character may make an additional Heven’s Wrath 

attack without paying the g cost. The additional attack must target the original target character. This 
additional attack does not have the Cleave special rule.

• m Pursuit: Before j is dealt, this character may Advance Toward the target character 1.

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

OdinsdOttir’s Might

Angelic AssAssin

XiphOs, the swOrd Of the stArs

heven’s wrAth

BlAdes Of ichOr

flight

AsgArdiAn

living riBBOns
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ANGELA 
Aldrif Odinsdottir

If this character Dazes or KO’s an enemy character with an attack during its Activation, after that attack 
is resolved, this character may use this superpower. This character immediately Advances 1, then 
makes a Xiphos, the Sword of the Stars attack. This superpower can be used only once per Turn.

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

While an enemy character is Advancing or Climbing, it cannot Place the Movement Tool overlapping 
this character’s base. Enemy characters cannot reroll or modify attack dice when targeting this 
character with attacks.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, Place this character within i 2 of the target.

• Add dice to the attack roll equal to the target’s r.
• p p l Cleave: After this attack is resolved, this character may make an additional Heven’s Wrath 

attack without paying the g cost. The additional attack must target the original target character. This 
additional attack does not have the Cleave special rule.

• m Pursuit: Before j is dealt, this character may Advance Toward the target character 1.

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

OdinsdOttir’s Might

Angelic AssAssin

XiphOs, the swOrd Of the stArs

heven’s wrAth

BlAdes Of ichOr

flight

AsgArdiAn

living riBBOns
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HEIMDALL, THE ALL-SEEING 
Heimdall

When an allied character within i 4 is attacking, defending, or dodging, during the Modify Dice 
step, this character may use this superpower. The allied character may reroll up to 2 of its own dice.
Alternatively, when an allied character within i 4 rolls dice for a Crisis Card or Team Tactic Card, this 
character may use this superpower. The allied character may reroll up to 2 of its own dice.

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

• If this attack deals j, after this attack is resolved, this character may Push the target character Away 2.

Guardian of the Bifrost

all-seeinG eyes

strike

hofund

asGardian

Choose this character or another allied character within i 4 and Place it within i 2 of its current 
position. A character can be Placed by this superpower only once per Turn.

forefend

When an enemy character ends a movement within i 2 of this character, this character may use this 
superpower. Immediately make a Strike attack against the enemy character. This superpower can be used 
only once per Turn.

During the Power Phase, this character gains 1 additional g.
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HEIMDALL, THE ALL-SEEING 
Heimdall

When an allied character within i 4 is attacking, defending, or dodging, during the Modify Dice 
step, this character may use this superpower. The allied character may reroll up to 2 of its own dice.
Alternatively, when an allied character within i 4 rolls dice for a Crisis Card or Team Tactic Card, this 
character may use this superpower. The allied character may reroll up to 2 of its own dice.

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

• If this attack deals j, after this attack is resolved, this character may Push the target character Away 2.

Guardian of the Bifrost

all-seeinG eyes

strike

hofund

asGardian

Choose this character or another allied character within i 4 and Place it within i 2 of its current 
position. A character can be Placed by this superpower only once per Turn.

forefend

When an enemy character ends a movement within i 2 of this character, this character may use this 
superpower. Immediately make a Strike attack against the enemy character. This superpower can be used 
only once per Turn.

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

When this character is defending against an attack, for each l in the defense roll, it may change 1 of 
the attacker’s p, l, or m results to a Blank. This character gains 1 g for each die changed this way. 

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if the defender is within i 3, it gains the Incinerate special condition. 

• When this attack is chosen, this character chooses whether this attack’s type is d, f, or e.
• During the Pay g Cost step of this attack, this character may spend up to 3 additional g. Add 1 die to 

each attack for each g spent in this way.
• l Extreme Force: After each attack is resolved, this character Pushes the defender Away 1. Then the 

defender gains the Slow special condition.

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

Absorbed energy Conversion

MutAnt energy Absorption

Xse blAster

return With interest

iMMunity [inCinerAte, poison, stun]

During the Cleanup Phase, if this character has 8 or more g, it suffers 1 j.
overloAd

A2
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BISHOP 
Lucas Bishop

When this character is defending against an attack, for each l in the defense roll, it may change 1 of 
the attacker’s p, l, or m results to a Blank. This character gains 1 g for each die changed this way. 

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if the defender is within i 3, it gains the Incinerate special condition. 

• When this attack is chosen, this character chooses whether this attack’s type is d, f, or e.
• During the Pay g Cost step of this attack, this character may spend up to 3 additional g. Add 1 die to 

each attack for each g spent in this way.
• l Extreme Force: After each attack is resolved, this character Pushes the defender Away 1. Then the 

defender gains the Slow special condition.

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

Absorbed energy Conversion

MutAnt energy Absorption

Xse blAster

return With interest

iMMunity [inCinerAte, poison, stun]

During the Cleanup Phase, if this character has 8 or more g, it suffers 1 j.
overloAd

A2
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COLOSSUS 
Piotr Rasputin

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.

When an enemy character within i 4 of this character targets another allied character with an attack, 
this character may use this superpower. If this character is within i 2 of the attacking character, this 
character becomes the target of the attack regardless of i and LOS. Otherwise, after that attack is 
resolved, Advance this character Toward the attacking character 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Push: Before j is dealt, if the defender is r 4 or less, this character may Push it 1.

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

Playing CatCh

Big Brother

Strike

• After this attack is resolved, the defender gains the Stun special condition.
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it 1.

X-Slam

immunity [Bleed]©
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COLOSSUS 
Piotr Rasputin

When an enemy character within i 4 of this character targets another allied character with an attack, 
this character may use this superpower. If this character is within i 2 of the attacking character, this 
character becomes the target of the attack regardless of i and LOS. Otherwise, after that attack is 
resolved, Advance this character Toward the attacking character 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Push: Before j is dealt, if the defender is r 4 or less, this character may Push it 1.

Choose an interactive terrain feature of r 3 or less and 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 defender gains the Stun special condition.
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it 1.

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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MAGIK 
Illyana Rasputin

• After this attack is resolved, this character gains 1 g.
• p l Hex: After this attack is resolved, the defender gains the Hex special condition.

• When calculating successes for this attack, this character adds the number of o results in both the attack 
and defense rolls to its total successes.

• After this attack is resolved, the defender gains the Bleed and Incinerate special conditions.

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

This character may spend 1 to 3 g to use this superpower. Place this character within i X of its 
current position, where X is the amount of g spent. This superpower can be used only once per Turn.

When this character is defending againt a e attack, for each l in the defense roll, it may change 1 of 
the attacker’s p, l, or m results to a Blank. This character gains 1 g for each die changed in this way.

Limbo Step

boLtS of oShtur

DarkchyLDe

SouLSworD

Scrying mirrorS of Limbo

immunity [incinerate]
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MAGIK 
Illyana Rasputin

• After this attack is resolved, this character gains 1 g.
• p l Hex: After this attack is resolved, the defender gains the Hex special condition.

• When calculating successes for this attack, this character adds the number of o results in both the attack 
and defense rolls to its total successes.

• After this attack is resolved, the defender gains the Bleed and Incinerate special conditions.

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

This character may spend 1 to 3 g to use this superpower. Place this character within i X of its 
current position, where X is the amount of g spent. This superpower can be used only once per Turn.

When this character is defending againt a e attack, for each l in the defense roll, it may change 1 of 
the attacker’s p, l, or m results to a Blank. This character gains 1 g for each die changed in this way.

Limbo Step

boLtS of oShtur

DarkchyLDe

SouLSworD

Scrying mirrorS of Limbo

immunity [incinerate]
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NIGHTCRAWLER 
Kurt Wagner

When this character makes an attack, after that attack is resolved, this character may use this 
superpower. Place this character within i 2 of the defender. 

• After this attack is resolved, this character gains g equal to the j dealt.
• Ha-HA!: After this attack is resolved, if it dealt j and this character is not within i 2 of the defender, the 

defender gains the Stun special condition.

• Add dice to this attack equal to the number of times this character has been Placed this Turn. 
• p m Flurry of Blows: After this attack is resolved, this character may make an additional attack action. 

This attack must target the original target character.

This character may spend 1 to 3 g to use this superpower. Place this character within i X of itself, 
where X is the amount of g spent. This superpower can be used only once per Turn.  

BAMF!

PuFF oF SMoke

TelePorTing STrike

BriMSTone BliTz

WAllcrAWler

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

unglAuBlich AcroBATicS

inviSiBle in ShAdoW

While this character is within i 1 of a terrain feature of r 2 or more, this character gains the 
Stealth c superpower.
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NIGHTCRAWLER 
Kurt Wagner

When this character makes an attack, after that attack is resolved, this character may use this 
superpower. Place this character within i 2 of the defender. 

• After this attack is resolved, this character gains g equal to the j dealt.
• Ha-HA!: After this attack is resolved, if it dealt j and this character is not within i 2 of the defender, the 

defender gains the Stun special condition.

• Add dice to this attack equal to the number of times this character has been Placed this Turn. 
• p m Flurry of Blows: After this attack is resolved, this character may make an additional attack action. 

This attack must target the original target character.

This character may spend 1 to 3 g to use this superpower. Place this character within i X of itself, 
where X is the amount of g spent. This superpower can be used only once per Turn.  

BAMF!

PuFF oF SMoke

TelePorTing STrike

BriMSTone BliTz

WAllcrAWler

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

unglAuBlich AcroBATicS

inviSiBle in ShAdoW

While this character is within i 1 of a terrain feature of r 2 or more, this character gains the 
Stealth c superpower.
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AGENT VENOM 
Flash Thompson

This character immediately makes a Shake action.

Choose an interactive terrain feature or an enemy character, both of Size 3 or less and within i 2, 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 Bleed: After this attack is resolved, the defender gains the Bleed special condition.  

• l m Lashing Tendrils: After each attack is resolved, deal 1 j to each other enemy character within 
i 2 of this character. 

• After this attack is resolved, the defender gains the Incinerate special condition.

Place this character within i 3 of its current position. This superpower can be used only once per Turn.

While this character is attacking, the defending character cannot modify its defense dice. 

Symbiote Web SWing

Project rebirth 2.0

All-StAr QuArterbAck

klyntAr FirePoWer

Symbiote SPeciAl ForceS

incendiAry grenAde

WAllcrAWler

Symbiotic inStinctS

B3
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AGENT VENOM 
Flash Thompson

This character immediately makes a Shake action.

Choose an interactive terrain feature or an enemy character, both of r 3 or less and within i 2, 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 Bleed: After this attack is resolved, the defender gains the Bleed special condition.  

• l m Lashing Tendrils: After each attack is resolved, deal 1 j to each other enemy character within 
i 2 of this character. 

• After this attack is resolved, the defender gains the Incinerate special condition.

Place this character within i 3 of its current position. This superpower can be used only once per Turn.

While this character is attacking, the defending character cannot modify its defense dice. 

Symbiote Web SWing

Project rebirth 2.0

All-StAr QuArterbAck

klyntAr FirePoWer

Symbiote SPeciAl ForceS

incendiAry grenAde

WAllcrAWler

Symbiotic inStinctS

B3
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GAMBIT 
Remy LeBeau

While this character is attacking, during the Modify Dice step, it may use this superpower. This 
character may change 1 m in its attack roll to a l. 

After an attack targeting this character is resolved, it may use this superpower. The attacking character 
suffers 1 j. This character may Advance 1.

• After this attack is resolved, this character gains 1 g.
• l Push: Before j is dealt, if the defender is r 3 or less, it may be Pushed Away from this character 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

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

A LittLe Something extrA

enhAnced AgiLity

Bo StAff

Kinetic Ace

52 cArd PicKuP

When this character is attacking, defending, or dodging, each l in its roll counts as 2 successes.
the cArdS ALwAyS Be in my fAvor
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GAMBIT 
Remy LeBeau

While this character is attacking, during the Modify Dice step, it may use this superpower. This 
character may change 1 m in its attack roll to a l. 

After an attack targeting this character is resolved, it may use this superpower. The attacking character 
suffers 1 j. This character may Advance 1.

• After this attack is resolved, this character gains 1 g.
• l Push: Before j is dealt, if the defender is r 3 or less, it may be Pushed Away from this character 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

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

A LittLe Something extrA

enhAnced AgiLity

Bo StAff

Kinetic Ace

52 cArd PicKuP

When this character is attacking, defending, or dodging, each l in its roll counts as 2 successes.
the cArdS ALwAyS Be in my fAvor
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TOAD 
Mortimer Toynbee

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

After an attack targeting this character is resolved, if that attack dealt j, this character may use this 
superpower. This character Advances 2.

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

• After this attack is resolved, the defender gains the Incinerate special condition.

Action: Choose an allied character within i 2 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.

 This character may Interact with objective tokens within i 2 of it instead of the normal i 1.

Finders Keepers

Hop

slippery

Tongue lasH

spiT acid

Wall craWler

preHensile Tongue
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TOAD 
Mortimer Toynbee

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

After an attack targeting this character is resolved, if that attack dealt j, this character may use this 
superpower. This character Advances 2.

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

• After this attack is resolved, the defender gains the Incinerate special condition.

Action: Choose an allied character within i 2 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.

 This character may Interact with objective tokens within i 2 of it instead of the normal i 1.

Finders Keepers

Hop

slippery

Tongue lasH

spiT acid

Wall craWler

preHensile Tongue
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CARNAGE 
Cletus Kasady

If this character Dazes or KO’s an enemy character with an attack during its Activation, after that attack 
is resolved, this character may use this superpower. This character removes all j from itself, Advances 
1, makes a Symbiote Tendrils attack, and adds 2 dice to that attack roll. This superpower can be used 
only once per Turn.

When attacking Eddie Brock, this character can modify or reroll o results and may reroll any number 
of attack dice. At the start of this character’s Activation, if there is a non-Dazed enemy Eddie Brock 
within i 3 of this character, this character’s first action must be an attack action targeting that Eddie 
Brock, if possible.

When this character is attacking, the defender does not add dice to its defense roll for p results.

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

• After each attack is resolved, the defender gains the Bleed special condition.
• l m Rampage: After each attack is resolved, deal 1 j to each other enemy character within  
i 2 of this character.

During the next attack action made by this character this Turn, add 2 dice to each of its attack rolls. 
After each attack is resolved, if that attack roll contains any o results, this character suffers 1 j. This 
superpower can be used only once per Turn.

SadiStic Glee

Paint the town Red

Symbiote tendRilS

maximum caRnaGe

aRchnemeSiS [eddie bRock]

Symbiotic SeRial killeR

wall cRawleR©
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CARNAGE 
Cletus Kasady

If this character Dazes or KO’s an enemy character with an attack during its Activation, after that attack 
is resolved, this character may use this superpower. This character removes all j from itself, Advances 
1, makes a Symbiote Tendrils attack, and adds 2 dice to that attack roll. This superpower can be used 
only once per Turn.

When attacking Eddie Brock, this character can modify or reroll o results and may reroll any number 
of attack dice. At the start of this character’s Activation, if there is a non-Dazed enemy Eddie Brock 
within i 3 of this character, this character’s first action must be an attack action targeting that Eddie 
Brock, if possible.

When this character is attacking, the defender does not add dice to its defense roll for p results.

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

• After each attack is resolved, the defender gains the Bleed special condition.
• l m Rampage: After each attack is resolved, deal 1 j to each other enemy character within  
i 2 of this character.

During the next attack action made by this character this Turn, add 2 dice to each of its attack rolls. 
After each attack is resolved, if that attack roll contains any o results, this character suffers 1 j. This 
superpower can be used only once per Turn.
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