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DORMAMMU 
Dormammu

After an attack targeting this character is resolved, it may use this superpower. The attacking character 
gains the Hex special condition and is Pushed Away from this character 1. If the attacking character 
already had the Hex special condition, it gains the Incinerate special condition.

When this character suffers j from an enemy effect, it gains 1 g instead of g equal to the j 
suffered. When another allied character is damaged by an enemy effect or by Flames of the Faltine, 
this character gains 1 g. 
Additionally, when attacking, at the end of the Modify Dice step, add 1 o result to this character’s roll for 
each o in the defense roll. When attacking, this character adds o results in its roll to its total successes.

• p l m o Dark Miasma: After this attack is resolved, this character may make an additional Incantation 
of Obliteration attack without paying the g cost. The additional attack must target a character within i 2 
of the defender that has not been targeted by Incantation of Obliteration this Round.

• o Sap Power: Before j is dealt, the defender loses 1 g for each o in the attack roll, and this character 
gains that amount of g. 

• o Hex: After this attack is resolved, the defender gains the Hex special condition.

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

If Dormammu is included in a Squad, that Squad is affiliated with Dark Dimension and must use this 
k. This character and each other character you control gains 1 additional g during the Power Phase. 
During the Cleanup Phase, if another allied character has 5 or more g, it suffers 1 j.

Not of this DimeNsioN

feel the Power of DarkNess!

iNcaNtatioN of obliteratioN

shaDow bolt

flight, immuNity [bleeD, iNciNerate, stagger], Peerless

master of the realm of DarkNess

flames of the faltiNe (affiliatioN: Dark DimeNsioN)
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DORMAMMU 
Dormammu

After an attack targeting this character is resolved, it may use this superpower. The attacking character 
gains the Hex special condition and is Pushed Away from this character 1. If the attacking character 
already had the Hex special condition, it gains the Incinerate special condition.

When this character suffers j from an enemy effect, it gains 1 g instead of g equal to the j 
suffered. When another allied character is damaged by an enemy effect or by Flames of the Faltine, 
this character gains 1 g. 
Additionally, when attacking, at the end of the Modify Dice step, add 1 o result to this character’s roll for 
each o in the defense roll. When attacking, this character adds o results in its roll to its total successes.

• p l m o Dark Miasma: After this attack is resolved, this character may make an additional Incantation 
of Obliteration attack without paying the g cost. The additional attack must target a character within i 2 
of the defender that has not been targeted by Incantation of Obliteration this Round.

• o Sap Power: Before j is dealt, the defender loses 1 g for each o in the attack roll, and this character 
gains that amount of g. 

• o Hex: After this attack is resolved, the defender gains the Hex special condition.

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

If Dormammu is included in a Squad, that Squad is affiliated with Dark Dimension and must use this 
k. This character and each other character you control gains 1 additional g during the Power Phase. 
During the Cleanup Phase, if another allied character has 5 or more g, it suffers 1 j.

Not of this DimeNsioN

feel the Power of DarkNess!

iNcaNtatioN of obliteratioN

shaDow bolt

flight, immuNity [bleeD, iNciNerate, stagger], Peerless

master of the realm of DarkNess

flames of the faltiNe (affiliatioN: Dark DimeNsioN)
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CASSANDRA NOVA 
Cassandra Nova Xavier • After this attack is resolved, this character gains g equal to the j dealt.

• l Sap Power: Before j is dealt, the defender loses 1 g for each l in the attack roll, and this 
character gains that amount of g. 

Psionic Bolt

When an enemy character ends a movement within i 3 of this character, this character may use 
this superpower. Roll 4 dice. The enemy character suffers 1 j for each p and l rolled. If this 
superpower deals at least 1 j, this character may Advance 1.

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

• l Explosive Force: After this attack is resolved, Push each other character within i 2 of this character 
Away 1. Pushed characters suffer 1 j.

• After this attack is resolved, this character may Advance the defender 1.

Choose an enemy character within i 3. It gains the Root and Slow special conditions.

Characters must be within i 3 of this character to target it with attacks.
Additionally, during the Power Phase, this character gains 1 additional g.

Biokinesis

Psychic Distraction

telekinetic Deflection

flesh ManiPulation

MinD Possession

telePathic cloak

flight, healing factor [1]©
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CASSANDRA NOVA 
Cassandra Nova Xavier • After this attack is resolved, this character gains g equal to the j dealt.

• l Sap Power: Before j is dealt, the defender loses 1 g for each l in the attack roll, and this 
character gains that amount of g. 

Psionic Bolt

When an enemy character ends a movement within i 3 of this character, this character may use 
this superpower. Roll 4 dice. The enemy character suffers 1 j for each p and l rolled. If this 
superpower deals at least 1 j, this character may Advance 1.

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

• l Explosive Force: After this attack is resolved, Push each other character within i 2 of this character 
Away 1. Pushed characters suffer 1 j.

• After this attack is resolved, this character may Advance the defender 1.

Choose an enemy character within i 3. It gains the Root and Slow special conditions.

Characters must be within i 3 of this character to target it with attacks.
Additionally, during the Power Phase, this character gains 1 additional g.

Biokinesis

Psychic Distraction

telekinetic Deflection

flesh ManiPulation

MinD Possession

telePathic cloak

flight, healing factor [1]©
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SENTINEL MK4 
Sentinel MK4

When building a Roster or a Squad, a player may include 2 of this character instead of the normal 1. 

• After this attack is resolved, this character gains g equal to the j dealt.
• During the Pay g Cost step of this attack, this character may spend up to 2 additional g. Add 1 die to 

the attack for each g spent this way.

• l Suppression: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the 
following special conditions: Incinerate, Shock, or Slow.

Choose an enemy character within i 4 and in LOS. Push the chosen character Toward this character 
1. This superpower can be used only once per Turn.

RestRaint Cables

MasteR Mold

PlasMa blast

suPPRession PRotoCols

At the end of this character’s Activation, it gains 2 g.
PoweR MatRix

Flight, iMMunity [bleed, Poison]

This character cannot be Advanced or Pushed by e attacks or enemy superpowers. When defending against 
e attacks, this character counts l results in the defense roll as 2 successes.

sentinel PRogRaMMing

This character may end an Advance or a Climb partially overlapping interactive terrain features of r 2 or less. 
If it would, destroy those terrain features before that movement ends.

aCCePtable CollateRal daMage
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SENTINEL MK4 
Sentinel MK4

When building a Roster or a Squad, a player may include 2 of this character instead of the normal 1. 

• Before j is dealt, this character gains 1 g.
• l System Overload: After this attack is resolved, this character and each other character within i 2 of it 

suffers 1 j. Then this character loses 1 g.

• l Suppression: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the 
following special conditions: Incinerate, Shock, or Slow.

Choose an enemy character within i 4 and in LOS. Push the chosen character Toward this character 
1. This superpower can be used only once per Turn.

RestRaint Cables

MasteR Mold

PlasMa leak

suPPRession PRotoCols

At the end of this character’s Activation, it gains 1 g.
daMaged PoweR MatRix

Flight, iMMunity [bleed, Poison]

This character cannot be Advanced or Pushed by e attacks or enemy superpowers. When defending against 
e attacks, this character counts l results in the defense roll as 2 successes.

sentinel PRogRaMMing

This character may end an Advance or a Climb partially overlapping interactive terrain features of r 2 or less. 
If it would, destroy those terrain features before that movement ends.

aCCePtable CollateRal daMage
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SENTINEL PRIME MK4
Sentinel Prime MK4

When an enemy character is Dazed or KO’d, after the effect is resolved, choose a number of allied characters 
up to that enemy character’s t. Each chosen character gains 1 g. A character cannot gain more than 1 g 
as a result of this Leadership ability each Turn.

Mutant Hunters (affiliation: sentinels)

• After this attack is resolved, this character gains g equal to the j dealt.
• During the Pay g Cost step of this attack, this character may spend up to 2 additional g. Add 1 die to 

the attack for each g spent this way.

• l Suppression: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the 
following special conditions: Incinerate, Shock, or Slow.

PlasMa Blast MK2

suPPression Protocols MK2

Choose an enemy character within i 4 and in LOS. Push the chosen character Toward this character 
1. This superpower can be used only once per Turn.

restraint caBles

While this character or another allied character within i 4 is attacking or defending, during the Modify 
Dice step, this character may spend up to 3 g to use this superpower. For each g spent, that allied 
character may reroll 1 die in their roll. A character can reroll dice with this superpower only once per Turn.

Pattern analysis

fligHt, iMMunity [Bleed, Poison]

At the end of this character’s Activation, it gains 2 g.
Power Matrix

This character cannot be Advanced or Pushed by e attacks or enemy superpowers. When defending against 
e attacks, this character counts l results in the defense roll as 2 successes.

sentinel PrograMMing
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SENTINEL PRIME MK4
Sentinel Prime MK4

When an enemy character is Dazed or KO’d, after the effect is resolved, choose a number of allied characters 
up to that enemy character’s t. Each chosen character gains 1 g. A character cannot gain more than 1 g 
as a result of this Leadership ability each Turn.

Mutant Hunters (affiliation: sentinels)

• After this attack is resolved, this character gains g equal to the j dealt.
• During the Pay g Cost step of this attack, this character may spend up to 2 additional g. Add 1 die to 

the attack for each g spent this way.

• l Suppression: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the 
following special conditions: Incinerate, Shock, or Slow.

PlasMa Blast MK2

suPPression Protocols MK2

Choose an enemy character within i 4 and in LOS. Push the chosen character Toward this character 
1. This superpower can be used only once per Turn.

restraint caBles

While this character or another allied character within i 4 is attacking or defending, during the Modify 
Dice step, this character may spend up to 3 g to use this superpower. For each g spent, that allied 
character may reroll 1 die in their roll. A character can reroll dice with this superpower only once per Turn.

Pattern analysis

fligHt, iMMunity [Bleed, Poison]

During the Power Phase, roll 5 dice. For each p and m rolled, this character gains 1 g. If at least 1 o was 
rolled, this character suffers 1 j.

overloading Power core

This character cannot be Advanced or Pushed by e attacks or enemy superpowers. When defending against 
e attacks, this character counts l results in the defense roll as 2 successes.

sentinel PrograMMing
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BLACK WIDOW,  
AGENT OF S.H.I.E.L.D. 

Natasha Romanoff • After this attack is resolved, this character gains 1 g.
• Rapid Fire: After this attack is resolved, this character may make an additional Automatic Pistol attack. 

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

• The defender does not gain g for j dealt by this attack.
• After each attack is resolved, the defender gains the Poison special condition.

• Add 1 die to this attack roll for each special condition the defender has.
• l Push: Before j is dealt, this character may Push the defender Away 1.

At the start of the Cleanup Phase, if this character is within i 2 of 1 or more Dazed enemy 
characters, it may use this superpower. Its controlling player increases the amount of VPs they score 
from Crisis Cards during this Cleanup Phase by 1.

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

Interrogate

PartIng Shot

automatIc PIStol

tear gaS

WIdoW’S KISS

Stealth

A2
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BLACK WIDOW,  
AGENT OF S.H.I.E.L.D. 

Natasha Romanoff • After this attack is resolved, this character gains 1 g.
• Rapid Fire: After this attack is resolved, this character may make an additional Automatic Pistol attack. 

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

• The defender does not gain g for j dealt by this attack.
• After each attack is resolved, the defender gains the Poison special condition.

• Add 1 die to this attack roll for each special condition the defender has.
• l Push: Before j is dealt, this character may Push the defender Away 1.

At the start of the Cleanup Phase, if this character is within i 2 of 1 or more Dazed enemy 
characters, it may use this superpower. Its controlling player increases the amount of VPs they score 
from Crisis Cards during this Cleanup Phase by 1.

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

Interrogate

PartIng Shot

automatIc PIStol

tear gaS

WIdoW’S KISS

Stealth

A2
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HAWKEYE 
Clinton Barton

The next Arrow Shot attack this character makes ignores LOS, and the defender does not 
benefit from Cover.

When this character is targeted by an attack, if the attacker is not within i 3 of this character, this 
character may use this superpower. This character immediately makes an Arrow Shot attack targeting 
the attacking character.

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• After this attack is resolved, this character gains g equal to the j dealt.
• l Full Quiver: After this attack is resolved, the defender gains 1 of the following special conditions: 

Bleed, Poison, Shock, or Slow.

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

Trick SHoT

FAST DrAw

Arrow SHoT
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HAWKEYE 
Clinton Barton

The next Arrow Shot attack this character makes ignores LOS, and the defender does not  
benefit from Cover.

When this character is targeted by an attack, if the attacker is not within i 3 of this character, this 
character may use this superpower. This character immediately makes an Arrow Shot attack targeting 
the attacking character.

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• After this attack is resolved, this character gains g equal to the j dealt.
• l Full Quiver: After this attack is resolved, the defender gains 1 of the following special conditions: 

Bleed, Poison, Shock, or Slow.

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

Trick SHoT

FAST DrAw

Arrow SHoT
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NICK FURY 
Nicholas J. Fury, Jr.

If there is no allied S.H.I.E.L.D. Agents in play, Place it in play within i 3 of this character with an 
Activated token. It may immediately interact with one Extract objective token. It is part of your Squad.

• 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 gains 1 g.
• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.

• After this attack is resolved, an allied S.H.I.E.L.D. Agents within i 3 of this character may Advance 1 
Toward the defender. Then that S.H.I.E.L.D. Agents may make a Pistols attack targeting the defender.

When an Allied S.H.I.E.L.D. Agents is within i 3 of this character, it may reroll 1 of its attack or 
defense dice. Additionally, when an Allied S.H.I.E.L.D. Agents within i 3 of this character deals j 
or suffers j from an enemy effect, this character gains 1 g.

If you have fewer VPs than your opponent, the first time each Round an allied character is Dazed or 
KO’d by an enemy effect, after the effect is resolved, you score 1 VP. 
If you have an equal number or more VPs than your opponent, when an enemy character damages 
an allied character with an attack, the allied character may spend 1 g. If it does, after the attack is 
resolved, the allied character may Advance 1 Toward the attacking character.  

Call in the Cavalry

taCtiCal Knife

fury SpeCial

lead from the front

direCtor of S.h.i.e.l.d.

laSt line of defenSe (affiliation: S.h.i.e.l.d.)
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NICK FURY 
Nicholas J. Fury, Jr.

If there is no allied S.H.I.E.L.D. Agents in play, Place it in play within i 3 of this character with an 
Activated token. It may immediately interact with one Extract objective token. It is part of your Squad.

• 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 gains 1 g.
• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.

• After this attack is resolved, an allied S.H.I.E.L.D. Agents within i 3 of this character may Advance 1 
Toward the defender. Then that S.H.I.E.L.D. Agents may make a Pistols attack targeting the defender.

When an Allied S.H.I.E.L.D. Agents is within i 3 of this character, it may reroll 1 of its attack or 
defense dice. Additionally, when an Allied S.H.I.E.L.D. Agents within i 3 of this character deals j 
or suffers j from an enemy effect, this character gains 1 g.

If you have fewer VPs than your opponent, the first time each Round an allied character is Dazed or 
KO’d by an enemy effect, after the effect is resolved, you score 1 VP. 
If you have an equal number or more VPs than your opponent, when an enemy character damages 
an allied character with an attack, the allied character may spend 1 g. If it does, after the attack is 
resolved, the allied character may Advance 1 Toward the attacking character.  

Call in the Cavalry

taCtiCal Knife

fury SpeCial

lead from the front

direCtor of S.h.i.e.l.d.

laSt line of defenSe (affiliation: S.h.i.e.l.d.)
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3a

EMMA FROST (NORMAL) 
Emma Frost

• l Terrify: Before j is dealt, this character may Advance the defender its s Away from this character. If 
it does, the defender suffers 1 j.

• After this attack is resolved, this character gains g equal to the j dealt.
• l m Bend Will: After this attack is resolved, this character may Advance the defender 1.

When this character is targeted by an attack or would make a dodge roll, it may use this superpower. 
This character transforms into Emma Frost (Diamond).

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.

During this character’s Activation, enemy characters cannot use b superpowers or Reactive Team 
Tactic Cards. 

DiamonD Form

ShielD minD

hanDS oFF

PSychic SPike

Power inhibition

Choose an enemy character within i 3 of this character and roll 3 dice. The chosen character suffers 
1 j for each p, l, and m rolled. If this superpower deals at least 1 j, Advance the chosen 
character 1. This superpower can be used only once per Turn.

telePathic laSh
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3a

EMMA FROST (NORMAL) 
Emma Frost

• l Terrify: Before j is dealt, this character may Advance the defender its s Away from this character. If 
it does, the defender suffers 1 j.

• After this attack is resolved, this character gains g equal to the j dealt.
• l m Bend Will: After this attack is resolved, this character may Advance the defender 1.

When this character is targeted by an attack or would make a dodge roll, it may use this superpower. 
This character transforms into Emma Frost (Diamond).

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.

During this character’s Activation, enemy characters cannot use b superpowers or Reactive Team 
Tactic Cards. 

DiamonD Form

ShielD minD

hanDS oFF

PSychic SPike

Power inhibition

Choose an enemy character within i 3 of this character and roll 3 dice. The chosen character suffers 
1 j for each p, l, and m rolled. If this superpower deals at least 1 j, Advance the chosen 
character 1. This superpower can be used only once per Turn.

telePathic laSh
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EMMA FROST (DIAMOND) 
Emma Frost

This character cannot play Team Tactic Cards. 

At the start of this character’s Activation, it may transform into Emma Frost (Normal). If it does, this 
character loses all of its g.
At the end of this character’s Activation, if it began that Activation as Emma Frost (Diamond), it 
transforms into Emma Frost (Normal).

This character cannot be Pushed or Advanced by the special rules of e attacks or enemy 
superpowers. Additionally, when defending against e attacks, this character counts Blank results 
in its defense roll as successes.

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

• After all attacks are resolved, this character may transform into Emma Frost (Normal).
• p Pierce: Change 1 of the defender’s p, l, or n results to a Blank.

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

SometimeS one muSt Get their handS dirty

diamond Strike

Shatter

diamond mind

Far From my BeSt Look

PSychic immunity

immunity [BLeed, incinerate, PoiSon, Stun]©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ric

k 
Br

ow
n 

4

2 M

455

6

d

d

2 5

7

0

5

3a

c
c

c

c

EMMA FROST (DIAMOND) 
Emma Frost

This character cannot play Team Tactic Cards. 

At the start of this character’s Activation, it may transform into Emma Frost (Normal). If it does, this 
character loses all of its g.
At the end of this character’s Activation, if it began that Activation as Emma Frost (Diamond), it 
transforms into Emma Frost (Normal).

This character cannot be Pushed or Advanced by the special rules of e attacks or enemy 
superpowers. Additionally, when defending against e attacks, this character counts Blank results 
in its defense roll as successes.

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

• After all attacks are resolved, this character may transform into Emma Frost (Normal).
• p Pierce: Change 1 of the defender’s p, l, or n results to a Blank.

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

SometimeS one muSt Get their handS dirty

diamond Strike

Shatter

diamond mind

Far From my BeSt Look

PSychic immunity

immunity [BLeed, incinerate, PoiSon, Stun]
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PROFESSOR X 
Charles Xavier

While another allied character within i 4 is attacking or defending, during the Modify Dice step of the 
attack, this character may spend 1–3 g to use this superpower. For each g spent, the allied attacking 
or defending character may reroll 1 of its dice. This superpower can be used only once per Turn. 

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

• After this attack is resolved, if it dealt j, this character may Advance the defender its s.

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

Once per Turn, when an allied character spends 1 or more g to use an a or b superpower, after 
the effect is resolved, another allied character may gain 1 g. 

Xavier’s school for Gifted YounGsters (affiliation: uncannY X-Men)

Professor’s Guidance

PsYchic dart

Mental suGGestion

astral duel

oMeGa-level telePath

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

telePathic lock

This character cannot be Pushed or Advanced by the effects of e attacks or enemy superpowers.©
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PROFESSOR X 
Charles Xavier

While another allied character within i 4 is attacking or defending, during the Modify Dice step of the 
attack, this character may spend 1–3 g to use this superpower. For each g spent, the allied attacking 
or defending character may reroll 1 of its dice. This superpower can be used only once per Turn. 

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

• After this attack is resolved, if it dealt j, this character may Advance the defender its s.

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

Once per Turn, when an allied character spends 1 or more g to use an a or b superpower, after 
the effect is resolved, another allied character may gain 1 g. 

Xavier’s school for Gifted YounGsters (affiliation: uncannY X-Men)

Professor’s Guidance

PsYchic dart

Mental suGGestion

astral duel

oMeGa-level telePath

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

telePathic lock

This character cannot be Pushed or Advanced by the effects of e attacks or enemy superpowers.©
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PSYLOCKE 
Elizabeth Braddock

While this character is attacking or defending, during the Modify Dice step of the attack, it may spend 
any amount of g to use this superpower. For each 1 g spent, this character may reroll 1 of its attack 
or defense dice. This superpower can be used only once per Turn.

• Before choosing a target, this character chooses whether this attack’s type is f or e. 
• After this attack is resolved, this character gains g equal to the j dealt.  
• l Neural Disruption: Before j is dealt, for each l in the attack roll, the defender loses 1 g. 

• After this attack is resolved, this character gains 1 g. 
• m Pursuit: Before j is dealt, this character may Advance Toward the defender 1. 

• Before j is dealt, the defender gains the Stun special condition. 

This character may immediately Advance 1. The next time it makes a Telekinetic Katana attack this 
Turn, add 2 dice to the attack roll. This superpower can be used only once per Turn.  

TelekineTic combaT enhancemenT

TelepaThic precogniTion

TelekineTic kaTana

psi-bow

psionic assaulT

sTealTh

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. 
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PSYLOCKE 
Elizabeth Braddock

While this character is attacking or defending, during the Modify Dice step of the attack, it may spend 
any amount of g to use this superpower. For each 1 g spent, this character may reroll 1 of its attack 
or defense dice. This superpower can be used only once per Turn.

• Before choosing a target, this character chooses whether this attack’s type is f or e. 
• After this attack is resolved, this character gains g equal to the j dealt.  
• l Neural Disruption: Before j is dealt, for each l in the attack roll, the defender loses 1 g.  

• After this attack is resolved, this character gains 1 g. 
• m Pursuit: Before j is dealt, this character may Advance Toward the defender 1. 

• Before j is dealt, the defender gains the Stun special condition. 

This character may immediately Advance 1. The next time it makes a Telekinetic Katana attack this 
Turn, add 2 dice to the attack roll. This superpower can be used only once per Turn.  

TelekineTic combaT enhancemenT

TelepaThic precogniTion

TelekineTic kaTana

psi-bow

psionic assaulT

sTealTh

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. 
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STAR-LORD 
Peter Quill • After this attack is resolved, this character gains g equal to the j dealt.

• l Elemental Blast: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the 
following special conditions: Bleed, Shock, Slow, or Stun.

During the Power Phase, choose up to 3 allied characters. Each chosen character gains 1 Winging 
It token. While a character with a Winging It token is attacking, defending, or dodging, it may spend 
a Winging It token during the Modify Dice step to reroll up to 2 of its dice. At the end of the Round, 
remove all Winging It tokens from characters.

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

ElEmEnt Gun

Full Auto

WinGinG it (AFFiliAtion: GuArdiAns oF thE GAlAxy)

Plucky AttitudE

FliGht, GEm BEArEr [PoWEr]

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

hit And run
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STAR-LORD 
Peter Quill • After this attack is resolved, this character gains g equal to the j dealt.

• l Elemental Blast: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the 
following special conditions: Bleed, Shock, Slow, or Stun.

During the Power Phase, choose up to 3 allied characters. Each chosen character gains 1 Winging 
It token. While a character with a Winging It token is attacking, defending, or dodging, it may spend 
a Winging It token during the Modify Dice step to reroll up to 2 of its dice. At the end of the Round, 
remove all Winging It tokens from characters.

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

ElEmEnt Gun

Full Auto

WinGinG it (AFFiliAtion: GuArdiAns oF thE GAlAxy)

Plucky AttitudE

FliGht, GEm BEArEr [PoWEr]

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

hit And run
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YONDU
Yondu Udonta • After this attack is resolved, this character gains g equal to the j dealt. 

• The defender does not benefit from Cover.
• l Slow: After this attack is resolved, the defender gains the Slow special condition.

• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.
• l m Yaka Mastery: After this attack is resolved, this character may make a Whistle While You Work 

attack without paying the g cost. This attack must target another character within i 3 of the original 
target character and any distance from this character that has not been targeted by a Whistle While You 
Work attack this Round.

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

Hit and Run

Yaka aRRow

wHistle wHile You woRk

When a character within i 2 of this character would drop 1 or more objective tokens, this character 
may use this superpower. Move 1 objective token that character would drop to this character. This 
character is now holding that token. This character may not hold more tokens than the Crisis specifies.

RavageR Code: steal eveRYtHing

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.

QuiCkdRaw

While this character is holding 1 or more objective tokens or Contesting a Secure objective, it may 
reroll 1 die in its attack and defense rolls. 

tHe PiRate waY
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YONDU 
Yondu Udonta • After this attack is resolved, this character gains g equal to the j dealt. 

• The defender does not benefit from Cover.
• l Slow: After this attack is resolved, the defender gains the Slow special condition.

• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.
• l m Yaka Mastery: After this attack is resolved, this character may make a Whistle While You Work 

attack without paying the g cost. This attack must target another character within i 3 of the original 
target character and any distance from this character that has not been targeted by a Whistle While You 
Work attack this Round.

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

Hit and Run

Yaka aRRow

wHistle wHile You woRk

When a character within i 2 of this character would drop 1 or more objective tokens, this character 
may use this superpower. Move 1 objective token that character would drop to this character. This 
character is now holding that token. This character may not hold more tokens than the Crisis specifies.

RavageR Code: steal eveRYtHing

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.

QuiCkdRaw

While this character is holding 1 or more objective tokens or Contesting a Secure objective, it may 
reroll 1 die in its attack and defense rolls. 

tHe PiRate waY
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When this character drops an objective token, its 
controlling player Places it on the battlefield instead 
of their opponent.

This character cannot contest Secure objective 
tokens. This character does not have to pay g when 
interacting with Extract objective tokens.

Pistols

S.H.I.E.L.D. AGENTS

Buy you time

s.H.i.e.l.D. oPeratives

Grunts [nick Fury]
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© MARVEL © AMG    Rodrigo Lorenzo

SENTINELS
Reactive

When this card is revealed during Deployment, 
you may play it.
Choose 1 non-Sentinels-affiliated character 
in your Squad. When the chosen character is 
deployed, it gains a Nanite token and is now a 
Sentinels-affiliated character.
A character with a Nanite token gains the  
Flight and Immunity [Poison, Bleed]  
c superpowers.

UNDER YOUR SKIN

© MARVEL © AMG    French! Carlomagno

UNAFFILIATED
Active

Natasha Romanoff and Clinton Barton may 
spend 2 g each to play this card.
If Clinton Barton damages a character with 
an attack this Round and Natasha Romanoff 
is within i 2 of the damaged character, you 
may move one Extract objective token from the 
damaged character to Natasha Romanoff. She 
is now holding that token. This card does not 
allow a character to hold more tokens than the 
Crisis specifies.

PROFESSIONALS

© MARVEL © AMG    Evgeny Loginov

S.H.I.E.L.D.
Reactive

When this card is revealed during Deployment, 
you may play it.
Choose 1 non-S.H.I.E.L.D.-affiliated character 
in your Squad. When the chosen character is 
deployed, it gains a Gadget token and is now a 
S.H.I.E.L.D.-affiliated character. 
The character with the Gadget token may use any 
of the following special rules: 
• When this character is defending, it may 

discard the Gadget token to reroll 1 of its 
defense dice.

• During this character’s Activation, it may discard 
the Gadget token to remove 1 special condition 
from itself. 

• During this character’s Activation, it may discard 
the Gadget token to move 1 objective token it is 
holding from itself to an allied character within 
i 1 of itself or from an allied character within 
i 1 of this character to this character. This card 
does not allow a character to hold more tokens 
than the Crisis specifies.

THE INITIATIVE
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