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

• l Poison: After this attack is resolved, the defender gains the Poison special condition.
• l m Push: After this attack is resolved, Push the defender Away 1.

• After this attack is resolved, if it dealt j, the defender gains the Poison special condition.
• After this attack is resolved, Place this character within i 1 of the defender.
• l Throw: Before j is dealt, if the defender is r 4 or less, Throw it 1.

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

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

I’m the StrongeSt there IS!

StrIke

gamma BomB

hurl DeBrIS

gamma mutateD hIDe

When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1. After the effect is resolved, if this character suffered j, it gains 1 g.

Each enemy character within i 2 that has the Poison special condition suffers 2 j. Then each 
enemy character within i 2 gains the Poison special condition. Each character that gained the Poison 
special condition in this way loses 1 g. This superpower can be used only once per Turn.

raDIatIon Zone

IrraDIateD Strength

During the Power Phase, this character gains 1 additional g.
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ABOMINATION
Emil Blonsky • After this attack is resolved, this character gains 1 g.

• l Poison: After this attack is resolved, the defender gains the Poison special condition.
• l m Push: After this attack is resolved, Push the defender Away 1.

• After this attack is resolved, if it dealt j, the defender gains the Poison special condition.
• After this attack is resolved, Place this character within i 1 of the defender.
• l Throw: Before j is dealt, if the defender is r 4 or less, Throw it 1.

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

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

I’m the StrongeSt there IS!

StrIke

gamma BomB

hurl DeBrIS

gamma mutateD hIDe

When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1. After the effect is resolved, if this character suffered j, it gains 1 g.

Each enemy character within i 2 that has the Poison special condition suffers 2 j. Then each 
enemy character within i 2 gains the Poison special condition. Each character that gained the Poison 
special condition in this way loses 1 g. This superpower can be used only once per Turn.

raDIatIon Zone

IrraDIateD Strength

During the Power Phase, this character gains 1 additional g.
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ADAM WARLOCK 
Adam Warlock

When this character or another allied character within i 4 is targeted by an attack, this character may 
use this superpower. Add 2 dice to that character’s defense roll against that attack.

• 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 result in the attack roll and this 

character gains that amount of g.

• After this attack is resolved, if the defender is r 4 or less, this character may Throw it Away 2.
• l Avatar of Life: After this attack is resolved, for each l result in the attack roll, this character may 

choose another allied character within i 4. Each chosen character may remove 1 j or 1 special 
condition from itself.

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

CosmiC energy ConsTrUCT

KarmiC BlasT

QUanTUm BolT

Being of immeasUraBle Power

flighT, gem Bearer [Bonded soUl, mind, Power, realiTy, sPaCe, Time], Peerless

When this character would suffer j from an enemy effect, reduce the amount of j suffered by 1.
Additionally, this character may have 2 Infinity Gems rather than the normally allowed 1.

When this character or another allied character within i 4 is attacking or defending, at the end of the 
Modify Dice step, this character may use this superpower. The attacker and defender reroll all of their 
attack and defense dice.

ChronoKinesis
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ADAM WARLOCK
Adam Warlock

When this character or another allied character within i 4 is targeted by an attack, this character may 
use this superpower. Add 2 dice to that character’s defense roll against that attack.

• 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 result in the attack roll and this 

character gains that amount of g.

• After this attack is resolved, if the defender is r 4 or less, this character may Throw it Away 2.
• l Avatar of Life: After this attack is resolved, for each l result in the attack roll, this character may 

choose another allied character within i 4. Each chosen character may remove 1 j or 1 special 
condition from itself.

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

CosmiC energy ConsTrUCT

KarmiC BlasT

QUanTUm BolT

Being of immeasUraBle Power

flighT, gem Bearer [Bonded soUl, mind, Power, realiTy, sPaCe, Time], Peerless

When this character would suffer j from an enemy effect, reduce the amount of j suffered by 1.
Additionally, this character may have 2 Infinity Gems rather than the normally allowed 1.

When this character or another allied character within i 4 is attacking or defending, at the end of the 
Modify Dice step, this character may use this superpower. The attacker and defender reroll all of their 
attack and defense dice.

ChronoKinesis
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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 defender character cannot modify its defense dice. 

Symbiote Web SWing

Project rebirth 2.0

All-StAr QuArterbAck

klyntAr FirePoWer

Symbiote SPeciAl ForceS

incendiAry grenAde

WAll crAWler

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 defender cannot modify its defense dice. 

Symbiote Web SWing

Project rebirth 2.0

All-StAr QuArterbAck

klyntAr FirePoWer

Symbiote SPeciAl ForceS

incendiAry grenAde

WAll crAWler

Symbiotic inStinctS

B3
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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. This character 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 

defender. 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 2 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 r 2 or less 

within i 3 of this character and destroy it. The defender 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 1 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. This character 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 

defender. 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 2 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 r 2 or less 

within i 3 of this character and destroy it. The defender 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 1 p. 
Additionally, this character may reroll any number of its defense or dodge dice.
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ANCIENT ONE 
Ancient One

When this character is targeted by an attack, it may use this superpower. Push the attacker Toward this 
character 1.

When this character is making a defense or dodge roll, it may reroll up to 2 of its defense or dodge dice.
Additionally, during the Power Phase, this character gains 1 additional g.

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

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

• After this attack is resolved, this character gains 1 g.
• If this attack deals j, after this attack is resolved, the defender gains the Poison special condition.

• The defender 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.

• If this attack deals j, after this attack is resolved, the defender gains the Stagger special condition.

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

Winds of WatooMb

sHards of tHe serapHiM

fangs of farallaH

astral strike

keeper of tHe eye of agaMotto

Martial artist
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ANCIENT ONE 
Ancient One

When this character is targeted by an attack, it may use this superpower. Push the attacker Toward this 
character 1.

When this character is making a defense or dodge roll, it may reroll up to 2 of its defense or dodge dice.
Additionally, during the Power Phase, this character gains 1 additional g.

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

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

• After this attack is resolved, this character gains 1 g.
• If this attack deals j, after this attack is resolved, the defender gains the Poison special condition.

• The defender 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.

• If this attack deals j, after this attack is resolved, the defender gains the Stagger special condition.

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

Winds of WatooMb

sHards of tHe serapHiM

fangs of farallaH

astral strike

keeper of tHe eye of agaMotto

Martial artist
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During it’s Activation, when this character begins a move action within i 2 of an enemy character, this 
character may use this superpower. After this move action is resolved, Push the enemy character Toward 
this character 1. This superpower can be used only once per Turn.

• After each attack is resolved, this character gains 1 g.
• After all attacks generated by this attack are resolved, Place this character within i 1 of the last character 

targeted by this attack.

• After this attack is resolved, if the defender is r 3 or less, this character may Throw it 1.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.

During its Activation, when this character begins a move action within i 2 of another allied character 
of r 2 or less, it may use this superpower. After this move action is resolved, Place that allied character 
within i 2 of its current position. This superpower can be used only once per Turn.

Air Lift

HostiLe tAkeover

fLyby

Avenging AngeL

HeALing fActor [1], fLigHt

B3
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ANGEL 
Warren Worthington III

During it’s Activation, when this character begins a move action within i 2 of an enemy character, this 
character may use this superpower. After this move action is resolved, Push the enemy character Toward 
this character 1. This superpower can be used only once per Turn.

• After each attack is resolved, this character gains 1 g.
• After all attacks generated by this attack are resolved, Place this character within i 1 of the last character 

targeted by this attack.

• After this attack is resolved, if the defender is r 3 or less, this character may Throw it 1.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.

During its Activation, when this character begins a move action within i 2 of another allied character 
of r 2 or less, it may use this superpower. After this move action is resolved, Place that allied character 
within i 2 of its current position. This superpower can be used only once per Turn.

Air Lift

HostiLe tAkeover

fLyby

Avenging AngeL

HeALing fActor [1], fLigHt

B3
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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 defender.

• Add dice to the attack roll equal to the defender’s t.
• p l m Cleave: After this attack is resolved, this character may make an attack that has a g cost of 0.

• Pursuit: Before j is dealt, this character may Advance Toward the defender 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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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 defender.

• Add dice to the attack roll equal to the defender’s t.
• p l m Cleave: After this attack is resolved, this character may make an attack that has a g cost of 0.

• Pursuit: Before j is dealt, this character may Advance Toward the defender 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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ANT-MAN (NORMAL) 
Scott Lang

When this character is targeted by an enemy attack or would suffer a collision, it may use this 
superpower. This character drops all Civilian objective tokens it is holding, then transforms into  
Ant-Man (Tiny) before the attack or collision continues.

This character drops all Civilian objective tokens it is holding, then transforms into Ant-Man (Tiny). 
The Change Size superpower can be used only once per Turn.

Change Size

Pym PartiCle Control

Bullet ant Barrage

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, this character may transform into Ant-Man (Tiny). If it transforms, it drops 

all Civilian objective tokens it is holding before transforming.

• After each attack is resolved, if it dealt j, the defender gains the Poison and Stun special conditions.

Pym PartiCle PunCh
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ANT-MAN (NORMAL) 
Scott Lang

When this character is targeted by an enemy attack or would suffer a collision, it may use this 
superpower. This character drops all Civilian objective tokens it is holding, then transforms into  
Ant-Man (Tiny) before the attack or collision continues.

This character drops all Civilian objective tokens it is holding, then transforms into Ant-Man (Tiny). 
The Change Size superpower can be used only once per Turn.

Change Size

Pym PartiCle Control

Bullet ant Barrage

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, this character may transform into Ant-Man (Tiny). If it transforms, it drops 

all Civilian objective tokens it is holding before transforming.

• After each attack is resolved, if it dealt j, the defender gains the Poison and Stun special conditions.

Pym PartiCle PunCh
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ANT-MAN (TINY) 
Scott Lang

This character drops all objective tokens it is holding. Then, Place this character within i 3 of its 
current position. This superpower can be used only once per Turn.

This character may reroll any number of its defense or dodge dice. Additionally, this character cannot 
hold Civilian objective tokens.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, this character transforms into Ant-Man (Normal).

This character transforms into Ant-Man (Normal). The Change Size superpower can be used only 
once per Turn.

Change Size

hitCh a Ride

ant-Sized UppeRCUt

Stealth

tiny SUpeRheRo
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ANT-MAN (TINY) 
Scott Lang

This character drops all objective tokens it is holding. Then, Place this character within i 3 of its 
current position. This superpower can be used only once per Turn.

This character may reroll any number of its defense or dodge dice. Additionally, this character cannot 
hold Civilian objective tokens.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, this character transforms into Ant-Man (Normal).

This character transforms into Ant-Man (Normal). The Change Size superpower can be used only 
once per Turn.

Change Size

hitCh a Ride

ant-Sized UppeRCUt

Stealth

tiny SUpeRheRo
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When an enemy character within i 5 of this character would gain a special condition it already has, 
this character may use this superpower. The enemy character gains the Bleed, Shock, Slow, or Incinerate 
special condition instead. A character can be affected by this superpower only once per Turn.

• Before choosing a target, this character chooses whether this attack’s type is d, f, or e.
• After this attack is resolved, this character gains g equal to the j dealt.
• l Cower Before Me: After this attack is resolved, the defender gains either the Shock or Root special 

condition. Then, if the defender already had the Shock and Root special conditions before this attack was 
chosen, Throw it Away 1.

• Add 2 dice to this attack roll for each special condition the defender has. 

During the Power Phase, choose up to 2 other allied characters within i 5 of this character. Each 
chosen character drops all objective tokens they are holding and is Placed within i 1 of this character.

Celestial teChnology

you Will be Remade thRough me

biomoRphiC aRsenal

en sabah nuR’s Judgment

only the stRong Remain

apoCalypse’s hoRsemen (affiliation: seRvants of the apoCalypse)
When this k is chosen, this character is assigned the Master of the Horsemen Card. Then you may 
assign the Death, Famine, Pestilence, and War Horsemen Cards to eligible Servants of the Apocalypse 
characters in your Squad. No character may be assigned more than 1 Horsemen Card.

After an attack against this character is resolved, if this character suffered j, it may remove 1 
j from itself. Additionally, once per Turn when this character would gain a special condition it is 
immune to, after the effect is resolved, it may either gain 1 g or remove 1 j from itself.
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APOCALYPSE 
En Sabah Nur

When an enemy character within i 5 of this character would gain a special condition it already has, 
this character may use this superpower. The enemy character gains the Bleed, Shock, Slow, or Incinerate 
special condition instead. A character can be affected by this superpower only once per Turn.

• Before choosing a target, this character chooses whether this attack’s type is d, f, or e.
• After this attack is resolved, this character gains g equal to the j dealt.
• l Cower Before Me: After this attack is resolved, the defender gains either the Shock or Root special 

condition. Then, if the defender already had the Shock and Root special conditions before this attack was 
chosen, Throw it Away 1.

• Add 2 dice to this attack roll for each special condition the defender has. 

During the Power Phase, choose up to 2 other allied characters within i 5 of this character. Each 
chosen character drops all objective tokens they are holding and is Placed within i 1 of this character.

Celestial teChnology

you Will be Remade thRough me

biomoRphiC aRsenal

en sabah nuR’s Judgment

only the stRong Remain

apoCalypse’s hoRsemen (affiliation: seRvants of the apoCalypse)
When this k is chosen, this character is assigned the Master of the Horsemen Card. Then you may 
assign the Death, Famine, Pestilence, and War Horsemen Cards to eligible Servants of the Apocalypse 
characters in your Squad. No character may be assigned more than 1 Horsemen Card.

immunity [bleed, inCineRate, stun], peeRless

After an attack against this character is resolved, if this character suffered j, it may remove 1 
j from itself. Additionally, once per Turn when this character would gain a special condition it is 
immune to, after the effect is resolved, it may either gain 1 g or remove 1 j from itself.
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ARCHANGEL 
Warren Worthington III d 3 5 0

3 7 3

2a

2b

d

c

c

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

• After this attack is resolved, this character gains g equal to the j dealt.
• l Toxic Flechettes: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the

following special conditions: Bleed or Poison. 
• p Overwing: After this attack is resolved, Place this character within i 1 of the defender.

• lNeurotoxin: After this attack is resolved, the defender gains the Stagger special condition. If the
defender has the Bleed and Poison special conditions, and it does not have an Activated token, it gains an
Activated token instead of gaining the Stagger special condition.

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

Charge

Wing Shield

razor Wing Strike

avatar of death

flight

ChoSen of apoCalypSe

When this character makes an attack, it may change 1 die result to a m for each l in the attack roll.
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ARCHANGEL 
Warren Worthington III

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

• After this attack is resolved, this character gains g equal to the j dealt.
• l Toxic Flechettes: After this attack is resolved, for each l in the attack roll, the defender gains 1 of the

following special conditions: Bleed or Poison. 
• p Overwing: After this attack is resolved, Place this character within i 1 of the defender.

• lNeurotoxin: After this attack is resolved, the defender gains the Stagger special condition. If the
defender has the Bleed and Poison special conditions, and it does not have an Activated token, it gains an
Activated token instead of gaining the Stagger special condition.

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

Charge

Wing Shield

razor Wing Strike

avatar of death

flight

ChoSen of apoCalypSe

When this character makes an attack, it may change 1 die result to a m for each l in the attack roll.
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ARNIM ZOLA 
Arnim Zola

d 4 4 0

3 6 2

3a
Xb

f

c
c

While this character or another allied character within i 4 of this character is attacking or defending, 
during the Modify Dice step of the attack, this character may spend up to 3 g to use this superpower. 
For each 1 g spent, this character or the allied character may reroll 1 of their attack or defense dice. 
After the attack is resolved, if the allied roll contained 1 or more o results, the allied character gains 
the Bleed special condition.

• Before choosing a target, this character chooses whether this attack’s type is d, f, or e.
• After this attack is resolved, this character gains 1 g. 
• l Hydra Ingenuity: 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.

• After this attack is resolved, if it dealt j, this character may Advance the defender 1. 
• l Slow: After this attack is resolved, the defender gains the Slow special condition.

During the next attack made by this character this turn, add 2 dice to its attack roll. After the attack is 
resolved, if the attack roll contains any o results, this character suffers 1 j.   

ExpErimEntal EnhancEmEnts

hydra EnginEEring

prototypE WEapons

FocusEd Esp Box Blast

immunity [BlEEd, poison]

Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least 1 p. 
sciEntiFic huBris
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ARNIM ZOLA 
Arnim Zola

While this character or another allied character within i 4 of this character is attacking or defending, 
during the Modify Dice step of the attack, this character may spend up to 3 g to use this superpower. 
For each 1 g spent, this character or the allied character may reroll 1 of their attack or defense dice. 
After the attack is resolved, if the allied roll contained 1 or more o results, the allied character gains 
the Bleed special condition.

• Before choosing a target, this character chooses whether this attack’s type is d, f, or e.
• After this attack is resolved, this character gains 1 g. 
• l Hydra Ingenuity: 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.

• After this attack is resolved, if it dealt j, this character may Advance the defender 1. 
• l Slow: After this attack is resolved, the defender gains the Slow special condition.

During the next attack made by this character this turn, add 2 dice to its attack roll. After the attack is 
resolved, if the attack roll contains any o results, this character suffers 1 j.   

ExpErimEntal EnhancEmEnts

hydra EnginEEring

prototypE WEapons

FocusEd Esp Box Blast

immunity [BlEEd, poison]

Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least 1 p. 
sciEntiFic huBris
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AVALANCHE 
Dominikos Petrakis

d 4 0

5 3

2a
d

3b

A2

B3
• After each attack is resolved, this character gains 1 g. 
• l Stun: After each attack is resolved, the defender gains the Stun special condition.

• After each attack is resolved, the defender gains the Stun special condition. 

Choose an enemy character of r 4 or less within i 3. Push the chosen character Away 1. This 
superpower can be used only once per Turn.

LandsLide

seismokinesis

epicenter of destruction

When an enemy character ends an Advance within i 3 of this character, this character may use this 
superpower. Choose an interactive terrain feature of r 3 or less within i 2 of the enemy character 
that was Advanced. Destroy that terrain feature. The enemy character suffers a collision as if the terrain 
feature had collided with it.

Beware faLLing deBris
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• After each attack is resolved, this character gains 1 g. 
• l Stun: After each attack is resolved, the defender gains the Stun special condition.

• After each attack is resolved, the defender gains the Stun special condition. 

Choose an enemy character of r 4 or less within i 3. Push the chosen character Away 1. This 
superpower can be used only once per Turn.

LandsLide

seismokinesis

epicenter of destruction

When an enemy character ends an Advance within i 3 of this character, this character may use this 
superpower. Choose an interactive terrain feature of r 3 or less within i 2 of the enemy character 
that was Advanced. Destroy that terrain feature. The enemy character suffers a collision as if the terrain 
feature had collided with it.

Beware faLLing deBris

AVALANCHE 
Dominikos Petrakis
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BARON HELMUT ZEMO 
Helmut Zemo

d 2 5 0

4 5 0

3 7 3

2a

d

c

d

k

c

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

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

• After this attack is resolved, if the defender was Dazed or KO’d by this attack, this character may Advance 
1.         

Quick Step

Sword Strike

AdheSive X piStol

coup de Grâce 

If this character makes a Sword Strike attack against a character it has already made an attack against 
this Turn, add 2 dice to the attack roll. 

MASter dueliSt

When this k becomes active, add 1 Hydra or Unaffiliated Team Tactic Card from your unused Team 
Tactic Cards to your available Team Tactic Cards. It may be played this Game.
Additionally, once each Turn, after 1 or more allied characters pay g to play a Team Tactic Card, choose 
1 of the characters that paid g to play the card. The chosen character gains 1 g.

ArMy of evil (AffiliAtion: hydrA)

This character and allied characters within i 2 of it may reroll 1 die in their attack or defense rolls. 
StrAteGic GeniuS
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BARON HELMUT ZEMO 
Helmut Zemo

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

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

• After this attack is resolved, if the defender was Dazed or KO’d by this attack, this character may Advance 
1.         

Quick Step

Sword Strike

AdheSive X piStol

coup de Grâce 

If this character makes a Sword Strike attack against a character it has already made an attack against 
this Turn, add 2 dice to the attack roll. 

MASter dueliSt

When this k becomes active, add 1 Hydra or Unaffiliated Team Tactic Card from your unused Team 
Tactic Cards to your available Team Tactic Cards. It may be played this Game.
Additionally, once each Turn, after 1 or more allied characters pay g to play a Team Tactic Card, choose 
1 of the characters that paid g to play the card. The chosen character gains 1 g.

ArMy of evil (AffiliAtion: hydrA)

This character and allied characters within i 2 of it may reroll 1 die in their attack or defense rolls. 
StrAteGic GeniuS
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BARON MORDO 
Karl Amadeus Mordo

Choose an enemy character within i 3 of this character with 1 or more of the following special 
conditions: Hex, Incinerate, Poison, or Slow. Choose 1 of these special conditions on that character. 
Each enemy character within i 2 of the chosen character gains the chosen special condition.

When another allied character within i 3 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. After 
the attack is resolved, the attacker suffers 1 j. This superpower can be used only once per Turn.

When this character is Pushed, after the effect is resolved, it may use this superpower. This 
character Advances 1.

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

• Burning Rain: After this attack is resolved, the defender gains the Incinerate and Poison special 
conditions.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Push: If the defender is r 2 or less, before j is dealt, this character may Push it Away 1.

Action: This character gains 2 g. This superpower can be used only once per Turn.
Master of the occult

soul BarB

ferocity of cyttorak

Vaulting Boots of Valtorr

Bolts of Bishru

rains of raggadorr

staff of the liVing triBunal
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BARON MORDO 
Karl Amadeus Mordo

Choose an enemy character within i 3 of this character with 1 or more of the following special 
conditions: Hex, Incinerate, Poison, or Slow. Choose 1 of these special conditions on that character. 
Each enemy character within i 2 of the chosen character gains the chosen special condition.

When another allied character within i 3 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. After 
the attack is resolved, the attacker suffers 1 j. This superpower can be used only once per Turn.

When this character is Pushed, after the effect is resolved, it may use this superpower. This 
character Advances 1.

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

• Burning Rain: After this attack is resolved, the defender gains the Incinerate and Poison special 
conditions.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Push: If the defender is r 2 or less, before j is dealt, this character may Push it Away 1.

Action: This character gains 2 g. This superpower can be used only once per Turn.
Master of the occult

soul BarB

ferocity of cyttorak

Vaulting Boots of Valtorr

Bolts of Bishru

rains of raggadorr

staff of the liVing triBunal

flight
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Other characters within i 3 of this character gain the Poison special condition. 

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

• After this attack is resolved, this character removes 1 j from itself for each j dealt.

Once per Turn, after an attack made by an allied character is resolved, if the attack dealt j, the allied 
character may use this k ability. Choose 1 special condition the allied character has. If the defending 
enemy character does not have the chosen special condition, it gains it and then the allied attacking 
character loses that special condition.
Additionally, once per Turn, when an enemy character gains a special condition, the allied character 
that caused the effect may remove 1 j from itself.

Hydra HigH CounCil (affiliation: Hydra)

deatHspore Virus

plasma Blast

tHe World is mine

Healing faCtor [1]

When this character is attacking, before rolling attack dice, this character may use this superpower. 
During this attack, add o in the attack roll to the total number of successes for the attack roll. During 
this attack, add o in the defense roll to the total number of successes for the defense roll.

arroganCe

While this character or another allied character within i 2 is attacking or defending, during the 
Modify Dice step, this character may use this superpower. That allied character may reroll 1 die in 
their roll. This superpower can be used only once per Turn.

taCtiCal insigHt

BARON STRUCKER 
Wolfgang von Strucker
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BARON STRUCKER 
Wolfgang von Strucker

f 3 5 0

2 7 4
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Other characters within i 3 of this character gain the Poison special condition. 

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

• After this attack is resolved, this character removes 1 j from itself for each j dealt.

Once per Turn, after an attack made by an allied character is resolved, if the attack dealt j, the allied 
character may use this k ability. Choose 1 special condition the allied character has. If the defending 
enemy character does not have the chosen special condition, it gains it and then the allied attacking 
character loses that special condition.
Additionally, once per Turn, when an enemy character gains a special condition, the allied character 
that caused the effect may remove 1 j from itself.

Hydra HigH CounCil (affiliation: Hydra)

deatHspore Virus

plasma Blast

tHe World is mine

Healing faCtor [1]

When this character is attacking, before rolling attack dice, this character may use this superpower. 
During this attack, add o in the attack roll to the total number of successes for the attack roll. During 
this attack, add o in the defense roll to the total number of successes for the defense roll.

arroganCe

While this character or another allied character within i 2 is attacking or defending, during the 
Modify Dice step, this character may use this superpower. That allied character may reroll 1 die in 
their roll. This superpower can be used only once per Turn.

taCtiCal insigHt
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When it is the target of a d attack or targets a character with a d attack, this character may use this 
superpower. If the enemy character is within i 2, this character may reroll any number of its attack or 
defense dice. This superpower can be used only once per Turn.

After an attack against this character is resolved, it 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.

• 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.

• After this attack is resolved, this character may Advance 2.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

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

Charge

Master swordsMan

Counter-strike

sword strike

steel rush

While this character or another allied character within i 2 is attacking or defending, during the 
Modify Dice step, this character may use this superpower. That allied character may reroll 1 die in 
their roll. This superpower can be used only once per Turn.

taCtiCal insight

BARON ZEMO 
Helmut Zemo

©
 M

AR
VE

L ©
 A

M
G 

 
  D

av
id

 ke
gg

3

2 L

433

6

d

d

2

3

5

6

0

2

2a

3

2

b

b

1b

When it is the target of a d attack or targets a character with a d attack, this character may use this 
superpower. If the enemy character is within i 2, this character may reroll any number of its attack or 
defense dice. This superpower can be used only once per Turn.

After an attack against this character is resolved, it 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.

• 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.

• After this attack is resolved, this character may Advance 2.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

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

Charge

Master swordsMan

Counter-strike

sword strike

steel rush

While this character or another allied character within i 2 is attacking or defending, during the 
Modify Dice step, this character may use this superpower. That allied character may reroll 1 die in 
their roll. This superpower can be used only once per Turn.

taCtiCal insight

BARON ZEMO 
Helmut Zemo
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BEAST 
Henry McCoy

While this character is defending or dodging, during the Modify Dice step, it may spend up to 3 g 
to use this superpower. For each 1 g spent, this character may reroll 1 of its defense or dodge dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Ambush: After this attack is resolved, Place this character within i 1 of the defender. 

• After this attack is resolved, the defender gains the Bleed special condition.
• After this attack is resolved, this character may Advance 2. 
• l Float Like a . . .: Before j is dealt, if the defender is r 3 or less, Push it Away 1.

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

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

Baser InstIncts

stars and Garters

acroBatIc strIke

anImalIstIc Freestyle

dIsconcertInG, yet ProvocatIve!

Wall craWler
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BEAST 
Henry McCoy

While this character is defending or dodging, during the Modify Dice step, it may spend up to 3 g 
to use this superpower. For each 1 g spent, this character may reroll 1 of its defense or dodge dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Ambush: After this attack is resolved, Place this character within i 1 of the defender. 

• After this attack is resolved, the defender gains the Bleed special condition.
• After this attack is resolved, this character may Advance 2. 
• l Float Like a . . .: Before j is dealt, if the defender is r 3 or less, Push it Away 1.

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

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

Baser InstIncts

stars and Garters

acroBatIc strIke

anImalIstIc Freestyle

dIsconcertInG, yet ProvocatIve!

Wall craWler
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BETA RAY BILL 
Bill

d 2 5 0

4 6 2

2 5 3

3a
1b

f

f

c

c
c

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

• 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. 

• If the defender has the Flight c superpower, this character may reroll up to 2 of its attack dice, including 
o results. 

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

• Add dice to the attack roll equal to the defender’s r.
• p l m Hurl: After this attack is resolved, Throw the defender 2. 

Choose an interactive terrain feature or an 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. 

Immeasurable strength

KorbInIte CybernetICs

stormbreaKer

summon the storm

godhunter

honorbound

After an attack targeting this character is resolved, if this character suffered j, it may Advance 1 
Toward the attacker. 

blessed by the all-Father

During the Power Phase this character gains 1 additional g. 

FlIght, ImmunIty [bleed, InCInerate, PoIson]©
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BETA RAY BILL 
Bill

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

• 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. 

• If the defender has the Flight c superpower, this character may reroll up to 2 of its attack dice, including 
o results. 

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

• Add dice to the attack roll equal to the defender’s r.
• p l m Hurl: After this attack is resolved, Throw the defender 2. 

Choose an interactive terrain feature or an 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. 

Immeasurable strength

KorbInIte CybernetICs

stormbreaKer

summon the storm

godhunter

honorbound

After an attack targeting this character is resolved, if this character suffered j, it may Advance 1 
Toward the attacker. 

blessed by the all-Father

During the Power Phase this character gains 1 additional g. 

FlIght, ImmunIty [bleed, InCInerate, PoIson]©
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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

Permission granted to print or photocopy for personal use. 
Atomic Mass Games and logo are TM of Atomic Mass Games. Atomic Mass Games,  

1995 County Road B2 W, Roseville, MN, 55113, USA, 1-651-639-1905. © 2026 MARVEL



August 2026 Stat Card Updates

5

2 M

344

9

BLACK BOLT 
Blackagar Boltagon
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• 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.

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], PeerleSS

• After this attack is resolved, Place this character within i 1 of the defender.
• After this attack is resolved, if it dealt j and the defender is r 4 or less, this character may Throw it 1.

mASter PuncH

FocuS Power

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

inHumAn

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

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

wHiSPer B4

KinG oF tHe inHumAnS (AFFiliAtion: inHumAnS)
Once during each of your Turns, 1 allied character within i 5 of an Activating character may spend 1 
g at any time. If it does, the Activating character gains 1 g.
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BLACK BOLT 
Blackagar Boltagon

f 4 6 0

2b

1b

c

d 3 7 3

k
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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 i and LOS.

• 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.

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], PeerleSS

• After this attack is resolved, Place this character within i 1 of the defender.
• After this attack is resolved, if it dealt j and the defender is r 4 or less, this character may Throw it 1.

mASter PuncH

KinG oF tHe inHumAnS (AFFiliAtion: inHumAnS)
Once during each of your Turns, 1 allied character within i 5 of an Activating character may spend 1 
g at any time. If it does, the Activating character gains 1 g.

FocuS Power

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

inHumAn

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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

Permission granted to print or photocopy for personal use. 
Atomic Mass Games and logo are TM of Atomic Mass Games. Atomic Mass Games,  

1995 County Road B2 W, Roseville, MN, 55113, USA, 1-651-639-1905. © 2026 MARVEL



August 2026 Stat Card Updates

3

2 L

333

5

d 2 4 0

2a
3a

d 3 6 2

c

c

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 defender gains the Bleed special condition.
• l Pierce: Change 1 of the defender’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 BurGlar

Cat Claws

• If this attack would deal 1 or more j, it deals 1 j instead.
• After this attack is resolved, the defender 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 defender gains the Bleed special condition.
• l Pierce: Change 1 of the defender’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 BurGlar

Cat Claws

• If this attack would deal 1 or more j, it deals 1 j instead.
• After this attack is resolved, the defender 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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Action: This character makes a Move action. The next attack it makes this activation adds 2 dice to its 
attack roll.

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

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

Choose an interactive terrain feature or an 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.

Black Fury

EnForcEd oBlivion

axE StrikE

Brutal End

invulnEraBlE Skin

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 regardless of 
i and LOS.

intimidating PrESEncE

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

Action: This character makes a Move action. The next attack it makes this activation adds 2 dice to its 
attack roll.

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

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

Choose an interactive terrain feature or an 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.

Black Fury

EnForcEd oBlivion

axE StrikE

Brutal End

invulnEraBlE Skin

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 regardless of 
i and LOS.

intimidating PrESEncE

When this character would suffer j from an enemy effect, reduce the amount suffered by 1 to a 
minimum of 1.
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BLACK PANTHER
T’Challa

ViBraniuM arMor

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.

d 2 5 0

2 6 3

2a

f

2a

k

• After this attack is resolved, this character gains g equal to the j dealt.
• Before j is dealt, if the defender is r 3 or less, Push it Away 1.

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

King of WaKanda (affiliation: WaKanda)

Mantle of the BlacK Panther

StriKe

Kinetic BurSt

• When making this attack, during the Pay g Cost step of the attack, this character may spend up to 3 
additional g. Add 1 die to this attack for each g spent in this way.

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

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

Pounce

Throw this character 1. It does not suffer j if it collides with another character or terrain feature. 
This superpower can be used only once per Turn.
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BLACK PANTHER
T’Challa

• After this attack is resolved, this character gains g equal to the j dealt.
• Before j is dealt, if the defender is r 3 or less, Push it Away 1.

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

King of WaKanda (affiliation: WaKanda)

Mantle of the BlacK Panther

StriKe

Kinetic BurSt

ViBraniuM arMor

• When making this attack, during the Pay g Cost step of the attack, this character may spend up to 3 
additional g. Add 1 die to this attack for each g spent in this way.

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

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

Pounce

Throw this character 1. It does not suffer j if it collides with another character or terrain feature. 
This superpower can be used only once per Turn.

When defending against d or f attacks, this character adds Blanks in its defense roll to its  
total successes.
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BLACK PANTHER, 
CHOSEN OF BAST

T’Challa

When this character rolls dice while Interacting with an objective token, after the dice are rolled, it may 
use this superpower. This character may reroll any number of its dice, including o results. 

• 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.

Throw this character 1. It does not suffer j if it collides with another character or terrain feature. 
This superpower can be used only once per Turn. 

Pounce

InsIght of the AncIents

PAnther strIke

steAlth, WAll crAWler

• l m Finisher: After this attack is resolved, this character may make a Panther Strike attack. This 
character may reroll any number of its attack dice during that attack. 

sPIrIt PredAtor

Enemy characters cannot modify attack dice when targeting this character with attacks. 
suPerIor AgIlIty
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BLACK PANTHER, 
CHOSEN OF BAST

T’Challa

When this character rolls dice while Interacting with an objective token, after the dice are rolled, it may 
use this superpower. This character may reroll any number of its dice, including o results. 

• 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.

Throw this character 1. It does not suffer j if it collides with another character or terrain feature. 
This superpower can be used only once per Turn. 

Pounce

InsIght of the AncIents

PAnther strIke

steAlth, WAll crAWler

• l m Finisher: After this attack is resolved, this character may make a Panther Strike attack. This 
character may reroll any number of its attack dice during that attack. 

sPIrIt PredAtor

Enemy characters cannot modify attack dice when targeting this character with attacks. 
suPerIor AgIlIty
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Black Swan d 2 5 0
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• After this attack is resolved, the defender gains the Incinerate special condition.
• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.

Charge

Midnight Field

Strike

eye BeaM

everything dieS

Flight, geM Bearer [Power]

• 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 Away 1.

• l Throw: After this attack is resolved, Throw the defender 1.
• m Follow-Up: After this attack is resolved, this character may make an Eye Beam attack without paying 

the g cost. The additional Eye Beam attack must target the original defender and ignores i and LOS.

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

When this character is defending, it may spend any amount of g to use this superpower during the 
Modify Opponent’s Dice step of the attack. For each g spent to use this superpower, this character 
may change 1 l in the attack roll to a Blank.

telePathiC SuggeStion
When this character is attacking, it can use this superpower during the Modify Opponent’s Dice step of 
the attack. If it does, it may reroll 1 opposing defense die.
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BLACK SWAN
Black Swan

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

Charge

Midnight Field

Strike

eye BeaM

everything dieS

Flight, geM Bearer [Power]

• 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 Away 1.

• l Throw: After this attack is resolved, Throw the defender 1.
• m Follow-Up: After this attack is resolved, this character may make an Eye Beam attack without paying 

the g cost. The additional Eye Beam attack must target the original defender and ignores i and LOS.

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

When this character is defending, it may spend any amount of g to use this superpower during the 
Modify Opponent’s Dice step of the attack. For each g spent to use this superpower, this character 
may change 1 l in the attack roll to a Blank.

telePathiC SuggeStion
When this character is attacking, it can use this superpower during the Modify Opponent’s Dice step of 
the attack. If it does, it may reroll 1 opposing defense die.

©
 M

AR
VE

L ©
 A

M
G 

 
  C

ar
lo

s C
ab

re
ra

Permission granted to print or photocopy for personal use. 
Atomic Mass Games and logo are TM of Atomic Mass Games. Atomic Mass Games,  

1995 County Road B2 W, Roseville, MN, 55113, USA, 1-651-639-1905. © 2026 MARVEL



August 2026 Stat Card Updates

2

 2 L

423

4

BLACK WIDOW 
Natasha Romanoff
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When this character is defending against a d or f attack, if the attacker is within i 2, this 
character adds Blanks in its defense roll to its total successes.

• After this attack is resolved, if it dealt j, the defender gains the Stagger special condition. 
• l Elusive: After this attack is resolved, this character may Advance 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Widow’s Sting: After this attack is resolved, the defender loses 1 g.

After an attack against this character is resolved, it may use this superpower. If the attacker is within 
i 3, roll 4 dice. Deal 1 j to the attacker for each p and l result rolled.

Counter-Strike

PiStol

Mixed teChnique

Strike

Stealth

Martial artiSt
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BLACK WIDOW 
Natasha Romanoff
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When this character is defending against a d or f attack, if the attacker is within i 2, this 
character adds Blanks in its defense roll to its total successes.

• After this attack is resolved, if it dealt j, the defender gains the Stagger special condition. 
• l Elusive: After this attack is resolved, this character may Advance 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Widow’s Sting: After this attack is resolved, the defender loses 1 g.

After an attack against this character is resolved, it may use this superpower. If the attacker is within 
i 3, roll 4 dice. Deal 1 j to the attacker for each p and l result rolled.

Counter-Strike

PiStol

Mixed teChnique

Strike

Stealth

Martial artiSt
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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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BLADE 
Eric Brooks
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3 7 4
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k

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

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

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

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

This character immediately makes 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 defender 1.
• l Bleed: After this attack is resolved, the defender 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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BLUE MARVEL 
Adam Brashear

When this character or another allied character within i 3 is defending, during the Modify Dice 
step, this character may use this superpower. The defender may reroll any number of defense dice, 
including o results.

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

• pl Energy Pulse: After each attack is resolved, deal 1 j to each other enemy character within i 2 of 
this character. Then this character loses 1 g.

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

Time’s Up

AnTi-mATTer BArrier

AnTi-mATTer BlAsT

leT loose

FlighT, immUniTy [incinerATe, sTUn]

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

When attacking, defending, or dodging, this character adds o results to its total successes.
living AnTi-mATTer reAcTor

A2
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BLUE MARVEL 
Adam Brashear

When this character or another allied character within i 3 is defending, during the Modify Dice 
step, this character may use this superpower. The defender may reroll any number of defense dice, 
including o results.

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

• pl Energy Pulse: After each attack is resolved, deal 1 j to each other enemy character within i 2 of 
this character. Then this character loses 1 g.

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

Time’s Up

AnTi-mATTer BArrier

AnTi-mATTer BlAsT

leT loose

FlighT, immUniTy [incinerATe, sTUn]

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

When attacking, defending, or dodging, this character adds o results to its total successes.
living AnTi-mATTer reAcTor
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This character gains 1 Loaded token at the start of the Game.

• This character may only choose this attack if it has a Loaded token.
• During the Pay g Cost step of this attack, this character loses all Loaded tokens it has.
• Before j is dealt, all other characters within i 2 of the defender suffer 2 j.
• After this attack is resolved, Throw this character Away from the Defender 1. This Throw is resolved by the 

player controlling the defender. Then, if this character does not have a Dazed token, it suffers 3 j.

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

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

ExcEssivE violEncE

Hydra PisTol

Muy caliEnTE

Action: This character gains a Loaded token.
MakE iT sPicy, BoB!

BOB, AGENT OF HYDRA
Robert Dobalina
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This character gains 1 Loaded token at the start of the Game.

• This character may only choose this attack if it has a Loaded token.
• During the Pay g Cost step of this attack, this character loses all Loaded tokens it has.
• Before j is dealt, all other characters within i 2 of the defender suffer 2 j.
• After this attack is resolved, Throw this character Away from the Defender 1. This Throw is resolved by the 

player controlling the defender. Then, if this character does not have a Dazed token, it suffers 3 j.

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

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

ExcEssivE violEncE

Hydra PisTol

Muy caliEnTE

Action: This character gains a Loaded token.
MakE iT sPicy, BoB!

BOB, AGENT OF HYDRA
Robert Dobalina
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• After this attack is resolved, this character gains 1 g. 
• The defender does not benefit from Cover. 
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition. 

• The defender does not benefit from Cover. 
• After this attack is resolved, the defender 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 defender and 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 defender 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

BULLSEYE 
Benjamin Poindexter
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• After this attack is resolved, this character gains 1 g. 
• The defender does not benefit from Cover. 
• l Bleed: After this attack is resolved, the target character gains the Bleed special condition. 

• The defender does not benefit from Cover. 
• After this attack is resolved, the defender 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 defender and 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 defender 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

BULLSEYE 
Benjamin Poindexter
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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 r 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 defender is within i 3, this character may reroll up to 2 dice in the attack roll. 
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.

• After each attack is resolved, if it dealt j, 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

omega 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 that attack.

TelekineTic Shield

A2
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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 r 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 defender is within i 3, this character may reroll up to 2 dice in the attack roll. 
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.

• After each attack is resolved, if it dealt j, 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

omega 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 that attack.

TelekineTic Shield

A2
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• 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 3 or less, this character may Push it Away 1.

The first time each Turn that each allied character spends g to use a superpower, after the g is 
spent, that allied character gains 1 g.

Strike

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 i and LOS.

Bodyguard

a day unlike any other (affiliation: avengerS)

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.

viBranium Shield

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

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

Shield throw

• After this attack is resolved, if the defender is r 3 or less, this character may Throw it 1.
Shield Slam

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

CAPTAIN AMERICA 
Steve Rogers
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CAPTAIN AMERICA 
Steve Rogers d 2 5 0
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d 2 6 2

• 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 3 or less, this character may Push it Away 1.

The first time each Turn that each allied character spends g to use a superpower, after the g is 
spent, that allied character gains 1 g.

Strike

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 i and LOS.

Bodyguard

a day unlike any other (affiliation: avengerS)

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.

viBranium Shield

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

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

Shield throw

• After this attack is resolved, if the defender is r 3 or less, this character may Throw it 1.
Shield Slam
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CAPTAIN AMERICA 
Sam Wilson

During its Activation, when this character begins a move action within i 2 of another allied character 
of r 2 or less, it may use this superpower. After this move action is resolved, Place that allied 
character within i 2 of its current position. This superpower can be used only once per Turn.

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.

When this character or another allied non-Grunt character is Dazed or KO’d by an enemy effect, choose 
another non-Dazed allied character. After the effect is resolved, the chosen character removes 1 j, removes 
1 special condition, and may Advance 1. A character can be affected by this k ability only once per Round.

• After this attack is resolved, this character gains 1 g.
• This attack ignores LOS, and the defender does not benefit from Cover.
• After this attack is resolved, if it dealt j and the defender is r 2 or less, this character may Push it Away 1.
• 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 defender and may be any distance from this 
character. This additional attack does not have the Ricochet special rule.

• After this attack is resolved, if it dealt j and the defender is r 3 or less, this character may Throw it Away 1.
• After this attack is resolved, Place this character within i 2 of its current position.

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

Charge

air Lift

Vibranium ShieLd

ShieLd throw

redwing aSSauLt

fLight

aLL new, aLL different (affiLiation: aVengerS)
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CAPTAIN AMERICA 
Sam Wilson

During its Activation, when this character begins a move action within i 2 of another allied character 
of r 2 or less, it may use this superpower. After this move action is resolved, Place that allied 
character within i 2 of its current position. This superpower can be used only once per Turn.

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.

When this character or another allied non-Grunt character is Dazed or KO’d by an enemy effect, choose 
another non-Dazed allied character. After the effect is resolved, the chosen character removes 1 j, removes 
1 special condition, and may Advance 1. A character can be affected by this k ability only once per Round.

• After this attack is resolved, this character gains 1 g.
• This attack ignores LOS, and the defender does not benefit from Cover.
• After this attack is resolved, if it dealt j and the defender is r 2 or less, this character may Push it Away 1.
• 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 defender and may be any distance from this 
character. This additional attack does not have the Ricochet special rule.

• After this attack is resolved, if it dealt j and the defender is r 3 or less, this character may Throw it Away 1.
• After this attack is resolved, Place this character within i 2 of its current position.

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

Charge

air Lift

Vibranium ShieLd

ShieLd throw

redwing aSSauLt

fLight

aLL new, aLL different (affiLiation: aVengerS)
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When defending against attacks, this character adds Blanks in its defense roll to its total successes. 
i Can do this all day

CAPTAIN AMERICA,  
FIRST AVENGER 

Steve Rogers
d 3 5 0

3 5 4

k

2a

d

2b

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

• After this attack is resolved, this character gains g equal to the j dealt. 
• l m Bounce: After this attack is resolved, this character may make an additional Shield Bounce attack. 

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

• Add dice to the attack roll equal to the defender’s r. 
• p Push: After this attack is resolved, if the defender is r 3 or less, this character may Push it Away 1. 
• l m n Frontliner: After this attack is resolved, this character may make an additional Brooklyn 

Brawler attack without paying the g cost. The additional attack must target a different defender and does 
not have the Frontliner special rule.   

Once per turn, when an allied character is attacking, during the Modify Dice step, if there are 1 or more 
m results in the attack roll, it may spend 1 g. If it does, it changes 1 of its results to any other result.

Earth’s MightiEst hEroEs (affiliation: avEngErs)

ChargE

shiEld BounCE

Brooklyn BrawlEr

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. 

PErfECt BloCk

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n
4

2 M

 3 44

7

d 3 5 0

3 5 4

k

2a

d

2b

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

• After this attack is resolved, this character gains g equal to the j dealt. 
• l m Bounce: After this attack is resolved, this character may make an additional Shield Bounce attack. 

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

• Add dice to the attack roll equal to the defender’s r. 
• p Push: After this attack is resolved, if the defender is r 3 or less, this character may Push it Away 1. 
• l m n Frontliner: After this attack is resolved, this character may make an additional Brooklyn 

Brawler attack without paying the g cost. The additional attack must target a different defender and does 
not have the Frontliner special rule.   

Once per turn, when an allied character is attacking, during the Modify Dice step, if there are 1 or more 
m results in the attack roll, it may spend 1 g. If it does, it changes 1 of its results to any other result.

Earth’s MightiEst hEroEs (affiliation: avEngErs)

ChargE

shiEld BounCE

Brooklyn BrawlEr

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. 

PErfECt BloCk

CAPTAIN AMERICA,  
FIRST AVENGER 

Steve Rogers
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CAPTAIN MARVEL 
Carol Danvers

Flight, immunity [incinerate, poison]
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Choose an interactive terrain feature or an 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.

When this character is defending against an f 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.

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

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

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

Until the start of this character’s next Activation, it adds 2 dice to its attack and defense rolls.
Binary Form

Danvers’ special

strike

energy Blast

rocket punch

energy aBsorption
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CAPTAIN MARVEL 
Carol Danvers

Choose an interactive terrain feature or an 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.

When this character is defending against an f 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.

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

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

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

Until the start of this character’s next Activation, it adds 2 dice to its attack and defense rolls.
Binary Form

Danvers’ special

strike

energy Blast

rocket punch

energy aBsorption

Flight, immunity [incinerate, poison]
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CAPTAIN MARVEL,  
COSMIC AVENGER (NORMAL) 

Carol Danvers
f 4 5 0

d 3 6 0

c
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c

c

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

Photon Blast

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

sonic Boom

When this character is defending against an f or 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. 

EnhancEd EnErgy aBsorPtion

Flight, immunity [incinEratE, Poison]

At the start of this character’s Activation, if it has six or more g, it transforms into Captain Marvel, 
Cosmic Avenger (Binary).

highEr, FurthEr, FastEr

When this character is dealt j by an enemy effect, after the effect is resolved, it gains 1 g. 
you call that a Punch? 
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• After this attack is resolved, this character gains g equal to the j dealt. 
• l Pursuit: Before j is dealt, this character may Advance Toward the defender 1.

Photon Blast

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

sonic Boom

When this character is defending against an f or 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. 

EnhancEd EnErgy aBsorPtion

Flight, immunity [incinEratE, Poison]

At the start of this character’s Activation, if it has six or more g, it transforms into Captain Marvel, 
Cosmic Avenger (Binary).

highEr, FurthEr, FastEr

When this character is dealt j by an enemy effect, after the effect is resolved, it gains 1 g. 
you call that a Punch? 

CAPTAIN MARVEL,  
COSMIC AVENGER (NORMAL) 

Carol Danvers
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CAPTAIN MARVEL,  
COSMIC AVENGER (BINARY) 

Carol Danvers
f 2 6 1
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• After this attack is resolved, this character Pushes the target character 1. 
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition. 

• After this attack is resolved, Place this character within i 2 of the defender. 
• l Throw: After this attack is resolved, this character may Throw the defender 1. 
• p l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j. 

Binary Blast

WarBird

Flight, immunity [incinerate, Poison, stagger, stun]

When this character is defending against an f or 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. 

enhanced energy aBsorPtion

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. 

i’m Just getting Warmed uP

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

ready or not . . .

When this character spends or loses g, after the effect is resolved, if this character has 3 or less g, it 
may use this superpower. This character transforms into Captain Marvel, Cosmic Avenger (Normal).

i don’t need a PoWeruP to KicK your Butt
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• After this attack is resolved, this character Pushes the target character 1. 
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition. 

• After this attack is resolved, Place this character within i 2 of the defender. 
• l Throw: After this attack is resolved, this character may Throw the defender 1. 
• p l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j. 

Binary Blast

WarBird

Flight, immunity [incinerate, Poison, stagger, stun]

When this character is defending against an f or 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. 

enhanced energy aBsorPtion

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. 

i’m Just getting Warmed uP

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

ready or not . . .

When this character spends or loses g, after the effect is resolved, if this character has 3 or less g, it 
may use this superpower. This character transforms into Captain Marvel, Cosmic Avenger (Normal).

i don’t need a PoWeruP to KicK your Butt

CAPTAIN MARVEL,  
COSMIC AVENGER (BINARY) 

Carol Danvers

Permission granted to print or photocopy for personal use. 
Atomic Mass Games and logo are TM of Atomic Mass Games. Atomic Mass Games,  

1995 County Road B2 W, Roseville, MN, 55113, USA, 1-651-639-1905. © 2026 MARVEL



August 2026 Stat Card Updates

4

2 M

115

7

d

d

3 5

7

0

5

2a

3b

c

c
c

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

A2
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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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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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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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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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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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At the end of this character’s Activation, if it is within i 3 of an allied Proxima Midnight, this 
character may use this superpower. If the allied Proxima Midnight does not have an activated token, 
she may Activate before your Turn ends.

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

• After this attack is resolved, this character may Advance 2.
• l n Flurry: After this attack is resolved, this character may make a Strike attack.

Action: Place this character within i 1 of its current position. Then this character may make a 
Strike or Death Blow attack. During that attack, this character adds Blanks in its attack roll to its total 
successes.

Glaive’s edGe

Husband of Proxima midniGHt

strike

atom sPlitter

deatH blow

Glaive of immortality

When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.
Gem bearer [reality, time]

CORVUS GLAIVE
Corvus Glaive
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At the end of this character’s Activation, if it is within i 3 of an allied Proxima Midnight, this 
character may use this superpower. If the allied Proxima Midnight does not have an activated token, 
she may Activate before your Turn ends.

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

• After this attack is resolved, this character may Advance 2.
• l n Flurry: After this attack is resolved, this character may make a Strike attack.

Action: Place this character within i 1 of its current position. Then this character may make a 
Strike or Death Blow attack. During that attack, this character adds Blanks in its attack roll to its total 
successes.

Glaive’s edGe

Husband of Proxima midniGHt

strike

atom sPlitter

deatH blow

Glaive of immortality

When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.
Gem bearer [reality, time]

CORVUS GLAIVE
Corvus Glaive
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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 defender does not gain g for j dealt by this attack.
• p l m n o Dust to Dust: Change each of the target defender’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], Peerless

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 defender does not gain g for j dealt by this attack.
• p l m n o Dust to Dust: Change each of the defender’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

cosmIc JustIce on WHeels

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], Peerless©
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CRIMSON DYNAMO 
Dimitri Bukharin

When this character or another allied character is targeted by an attack, if the attacker is within i 3 of 
this character, this character may use this superpower. Reroll up to 2 of the attacker’s dice.

• This attack ignores LOS and the defender does not benefit from Cover.  
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

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

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

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

Action: This character gains 2 g.

At the start of an allied character’s Activation it may remove 1 special condition. 
When an allied character is Contesting a Secure objective and would be Pushed, it may roll a die. On a 
p, l, or n result, it is not Pushed. 

ProPulsion ThrusTers

overcharge caPaciTors

DisruPTion FielD

homing rockeTs

elecTric BlasT

carBorunDum maTrix alloy

FlighT

unBreakaBle reD line (aFFiliaTion: WinTer guarD)

B4
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B4CRIMSON DYNAMO 
Dimitri Bukharin

When this character or another allied character is targeted by an attack, if the attacker is within i 3 of 
this character, this character may use this superpower. Reroll up to 2 of the attacker’s dice.

• This attack ignores LOS and the defender does not benefit from Cover.  
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

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

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

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

Action: This character gains 2 g.

At the start of an allied character’s Activation it may remove 1 special condition. 
When an allied character is Contesting a Secure objective and would be Pushed, it may roll a die. On a 
p, l, or n result, it is not Pushed. 

ProPulsion ThrusTers

overcharge caPaciTors

DisruPTion FielD

homing rockeTs

elecTric BlasT

carBorunDum maTrix alloy

FlighT

unBreakaBle reD line (aFFiliaTion: WinTer guarD)
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CROSSBONES 
Brock Rumlow

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

After an attack targeting this character is resolved, if this character suffered j, it may Advance 1 
Toward the attacking character. 

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

• After this attack is resolved, place this character within i 1 of the target.
• l Throw: If the target character is Size 2 or less, before j is dealt, this character may Throw it 1.

The next Strike or Overpower attack made by this character this turn adds three dice to its attack roll.
Haymaker

Inured to PaIn

StrIke

overPower

aggreSSIve
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CROSSBONES 
Brock Rumlow

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

After an attack targeting this character is resolved, if this character suffered j, it may Advance 1 
Toward the attacking character. 

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

• After this attack is resolved, place this character within i 1 of the target.
• l Throw: If the target character is Size 2 or less, before j is dealt, this character may Throw it 1.

The next Strike or Overpower attack made by this character this turn adds three dice to its attack roll.
Haymaker

Inured to PaIn

StrIke

overPower

aggreSSIve
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CROSSBONES,  
MERCILESS MERC 

Brock Rumlow
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• After this attack is resolved, if the defender is r 2 or less, this character Throws it 1. 

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

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

up Close and peRsonal

plasma Beam

aggRessive

After an attack targeting this character is resolved, if this character suffered j, it may Advance Toward 
the attacker 1. 

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

MERCILESS MERC 
Brock Rumlow

• After this attack is resolved, if the defender is r 2 or less, this character Throws it 1. 

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

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

up Close and peRsonal

plasma Beam

aggRessive

After an attack targeting this character is resolved, if this character suffered j, it may Advance Toward 
the attacker 1. 

i Can take it
When this character would suffer j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.
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CRYSTAL 
Crystalia Amaquelin

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

Enemy characters making a Shake action while within i 3 of this character may not remove the 
Incinerate, Slow, or Stun special conditions.

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

• After this attack is resolved, this character gains 1 g.
• l Push: Before j is dealt, if the defender is r 2 or less, this character may Push it Away 1.

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

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

After an attack made by this character during its Activation is resolved, it may use this superpower. This 
character makes an attack action and must choose an attack it has not used yet this Activation. This 
superpower can be used only once per Turn.

ElEmEntal Onslaught

Earth-shakEr

hurricanE Blast

hydrOkinEsis

VOlcanic surgE

inhuman

ElEmEntal EmpOwErmEnt

Flight, immunity [pOisOn]

B3

A1
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CRYSTAL 
Crystalia Amaquelin

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

Enemy characters making a Shake action while within i 3 of this character may not remove the 
Incinerate, Slow, or Stun special conditions.

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

• After this attack is resolved, this character gains 1 g.
• l Push: Before j is dealt, if the defender is r 2 or less, this character may Push it Away 1.

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

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

After an attack made by this character during its Activation is resolved, it may use this superpower. This 
character makes an attack action and must choose an attack it has not used yet this Activation. This 
superpower can be used only once per Turn.

ElEmEntal Onslaught

Earth-shakEr

hurricanE Blast

hydrOkinEsis

VOlcanic surgE

inhuman

ElEmEntal EmpOwErmEnt

Flight, immunity [pOisOn]

A1
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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: Before j is dealt, if the defender is r 3 or less, this character may Push it 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 defender 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

B5
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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: Before j is dealt, if the defender is r 3 or less, this character may Push it 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 defender 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

B5
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DAREDEVIL 
Matt Murdock

This character may make 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

Wall CraWler

raDar SenSe

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

d 2 5 0

d 4 4 0

d 6 5

k

A2

• 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.

Strike

• This attack ignores LOS and the Stealth c superpower, and the defender does not benefit from Cover.
• m Pull: After this attack is resolved, if the defender is r 2 or less, This character may Push it 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, Push the defender Away 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.
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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 defender 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 defender does not benefit from Cover.
• m Pull: After this attack is resolved, if the defender is r 2 or less, This character may Push it 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, Push the defender Away 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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DARKSTAR 
Laynia Petrovna

When this character or an allied character within i 3 is targeted by a d or f attack, this 
character may use this superpower. Add 2 dice to the defense roll against that attack. This character 
or the allied character cannot be Advanced, Pushed, or Placed by the effects of that attack.

• Before choosing a target, this character chooses whether this attack’s type is d or f.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

• After this attack is resolved, this character gains 1 g.
• This character may reroll all of the attack dice for this attack.

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

Dimensional Portal

Darkforce Barrier

renDing force

Darkforce strike

flight
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DARKSTAR 
Laynia Petrovna

When this character or an allied character within i 3 is targeted by a d or f attack, this 
character may use this superpower. Add 2 dice to the defense roll against that attack. This character 
or the allied character cannot be Advanced, Pushed, or Placed by the effects of that attack.

• Before choosing a target, this character chooses whether this attack’s type is d or f.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

• After this attack is resolved, this character gains 1 g.
• This character may reroll all of the attack dice for this attack.

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

Dimensional Portal

Darkforce Barrier

renDing force

Darkforce strike

flight
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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.

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

healing Factor [2]

• 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 the effects of e attacks or enemy superpowers.

• 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 defender and does not have the Stab, Stab special rule.

Stab

• 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 defender and does not have the Bang, Bang special rule.

bang
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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.

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

healing Factor [2]

• After this attack is resolved, if it dealt j, the defender 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 the effects of e attacks or enemy superpowers.

• 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 defender and does not have the Stab, Stab special rule.

Stab

• 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 defender and does not have the Bang, Bang special rule.

bang
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DOC OCK,  
SINISTER SCIENTIST 

Otto Octavius
d 3 5 0

4 0
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Choose an interactive terrain feature or enemy character, both of r 3 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 Flurry of Arms: When making this attack, each l in the attack roll counts as 2 successes. 

• l Incinerate: After each attack is resolved, the defender gains the Incinerate special condition. 

• If this attack deals j, after this attack is resolved, the defender gains the Bleed, Poison, and Shock special 
conditions. 

Once per Turn, after an attack targeting an allied character is resolved, if that character is not Dazed,  
it gains 1 g.
Additionally, once per Turn, when an allied character suffers j from an enemy attack, after that attack 
is resolved, it may remove 1 of the following special conditions from itself: Shock, Slow, or Incinerate.

SiniSter Six (AffiliAtion: Spider-foeS)

ock’S GrASp

StrikinG tentAcleS

Arm lASerS 2.0

Scientific BreAkthrouGh

WAll crAWler

When this character rolls dice, after the effect is resolved, if the roll contained 1 or more p results, 
this character gains 1 g. 

Scientific huBriS

B4
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Choose an interactive terrain feature or enemy character, both of r 3 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 Flurry of Arms: When making this attack, each l in the attack roll counts as 2 successes. 

• l Incinerate: After each attack is resolved, the defender gains the Incinerate special condition. 

• If this attack deals j, after this attack is resolved, the defender gains the Bleed, Poison, and Shock special 
conditions. 

Once per Turn, after an attack targeting an allied character is resolved, if that character is not Dazed,  
it gains 1 g.
Additionally, once per Turn, when an allied character suffers j from an enemy attack, after that attack 
is resolved, it may remove 1 of the following special conditions from itself: Shock, Slow, or Incinerate.

SiniSter Six (AffiliAtion: Spider-foeS)

ock’S GrASp

StrikinG tentAcleS

Arm lASerS 2.0

Scientific BreAkthrouGh

WAll crAWler

When this character rolls dice, after the effect is resolved, if the roll contained 1 or more p results, 
this character gains 1 g. 

Scientific huBriS

DOC OCK,  
SINISTER SCIENTIST 

Otto Octavius

B4
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DOCTOR OCTOPUS 
Otto Octavius
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When this character rolls dice, after the effect is resolved, if the roll contained 1 or more p results, 
this character gains 1 g.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Flurry of Arms: When making this attack, each l in the attack roll counts as 2 successes.

• This attack ignores LOS, and the defender does not benefit from Cover.
• l 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 2 or less and within i 3, and 
Throw it 1. This superpower can be used only once per Turn.

Ock’s clutches

strike

Arm lAsers

scientific hubris

WAll crAWler

©
 M

AR
VE

L ©
 A

M
G 

 
  D

av
id

 K
eg

g

d 3 4 0

4 6 3

3a

f

c

c

3

2 M

434

6

DOCTOR OCTOPUS
Otto Octavius

When this character rolls dice, after the effect is resolved, if the roll contained 1 or more p results, 
this character gains 1 g.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Flurry of Arms: When making this attack, each l in the attack roll counts as 2 successes.

• This attack ignores LOS, and the defender does not benefit from Cover.
• l 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 2 or less and within i 3, and 
Throw it 1. This superpower can be used only once per Turn.

Ock’s clutches

strike

Arm lAsers

scientific hubris

WAll crAWler
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DOCTOR STRANGE 
Stephen Vincent Strange
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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 defender has a t of 5 or more, the attacking character may use this j ability. If they do, the 
defender gains the Hex special condition.

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

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

Remove up to 3 j from this character or an allied character within i 3. 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 defender has a t of 5 or more, the attacking character may use this j ability. If they do, the 
defender gains the Hex special condition.

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

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

Remove up to 3 j from this character or an allied character within i 3. 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,  
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

flight

A2
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A2

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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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 defender 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 defender is r 2 or less, Throw it 1. 

• l Power Burn: Before j is dealt, the defender loses 1 g for each l in the attack roll. The  
defender 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 that has a t equal to or lower than the amount of g spent to use this 
superpower. Move the Brother Daniel token to the chosen character. That 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 1 o.

DOCTOR VOODOO 
Jericho Drumm
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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 defender 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 defender is r 2 or less, Throw it 1. 

• l Power Burn: Before j is dealt, the defender loses 1 g for each l in the attack roll. The  
defender 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 that has a t equal to or lower than the amount of g spent to use this 
superpower. Move the Brother Daniel token to the chosen character. That 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 1 o.

DOCTOR VOODOO 
Jericho Drumm
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DOMINO 
Neena Thurman
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• After this attack is resolved, this character gains 1 g.
• m Rapid Fire: After this attack is resolved, this character may make one additional Automatic Pistol 

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

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

• This attack ignores LOS, and the defender does not benefit from Cover.
• Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

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

When this character is attacking or defending, enemy characters do not roll additional dice for p 
results in their attack or defense rolls.

Probability ManiPulation

autoMatic Pistols

lucky shot

Grenade bounce

thinGs tend to Go My Way
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DOMINO 
Neena Thurman • After this attack is resolved, this character gains 1 g.

• m Rapid Fire: After this attack is resolved, this character may make one additional Automatic Pistol 
attack. The additional attack must target the original defender and does not have the Rapid Fire special 
rule.

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

• This attack ignores LOS, and the defender does not benefit from Cover.
• Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

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

When this character is attacking or defending, enemy characters do not roll additional dice for p 
results in their attack or defense rolls.

Probability ManiPulation

autoMatic Pistols

lucky shot

Grenade bounce

thinGs tend to Go My Way
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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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DRACULA
Vlad Dracula
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• After this attack is resolved, this character gains g equal to the j dealt.
• m Curse of Shadows: After this attack is resolved, the defender gains 1 of the following special 

conditions: Bleed, Slow, Root, or Hex.

• If the defender has the Bleed special condition, this character may reroll any number of attack dice.
• After this attack is resolved, if the defender is r 4 or less, this character may Throw it Away 2.

Choose an enemy character within i 3. Advance the chosen character 1. This superpower can be used 
only once per Turn.

Hypnotic Stare

anceStral Blade

Fury oF tHe Vampyr

unHoly Vampiric immortality

After an attack against this character is resolved, it may use this superpower. If the attacker is within i 3, 
this character may make an attack against the attacker. This superpower can be used only once per Turn. 

eternal Hunger

When this character begins a move action during its Activation, it may use this superpower. If it does, 
choose 1 of the following effects to resolve before moving:
• Bat: This character gains the Flight c superpower during this move action.
• Wolf: Increase this character’s Speed to 3 during this move action.
• Mist: Drop all objective tokens and remove all special conditions and up to 2 j from this character.

SHapeSHiFting

At the end of this character’s Activation, it gains 1 g and removes 1 j from itself for each other character 
within i 3 of it that has the Bleed special condition.

• After this attack is resolved, this character removes 1 j from itself for each j dealt.
• After this attack is resolved, the defender gains the Bleed special condition.

Blood FeaSt
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DRACULA 
Vlad Dracula • After this attack is resolved, this character gains g equal to the j dealt.

• m Curse of Shadows: After this attack is resolved, the defender gains 1 of the following special 
conditions: Bleed, Slow, Root, or Hex.

• If the defender has the Bleed special condition, this character may reroll any number of attack dice.
• After this attack is resolved, if the defender is r 4 or less, this character may Throw it Away 2.

Choose an enemy character within i 3. Advance the chosen character 1. This superpower can be used 
only once per Turn.

Hypnotic Stare

anceStral Blade

Fury oF tHe Vampyr

unHoly Vampiric immortality

After an attack against this character is resolved, it may use this superpower. If the attacker is within i 3, 
this character may make an attack against the attacker. This superpower can be used only once per Turn. 

eternal Hunger

When this character begins a move action during its Activation, it may use this superpower. If it does, 
choose 1 of the following effects to resolve before moving:
• Bat: This character gains the Flight c superpower during this move action.
• Wolf: Increase this character’s Speed to 3 during this move action.
• Mist: Drop all objective tokens and remove all special conditions and up to 2 j from this character.

SHapeSHiFting

At the end of this character’s Activation, it gains 1 g and removes 1 j from itself for each other character 
within i 3 of it that has the Bleed special condition.

• After this attack is resolved, this character removes 1 j from itself for each j dealt.
• After this attack is resolved, the defender gains the Bleed special condition.

Blood FeaSt
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DRAX THE DESTROYER 
Drax

When this character is damaged by an enemy attack, this character may use this superpower. Place 
a Vengeance token on or move an existing Vengeance token to the enemy character that caused the 
effect. While this character is attacking a character that has a Vengeance token, this character rolls 3 
additional attack dice. After this attack is resolved, the Vengeance token is removed. This character may 
have only 1 Vengeance token in play at a time.

• After this attack is resolved, this character gains g equal to the j dealt.
• If the defender has the Bleed special condition, this character may reroll 2 attack dice during this attack.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

• l Stun: After this attack is resolved, the defender gains the Stun special condition.
• After this attack is resolved, if the defender is r 3 or less, this character may Push it Away 1.

• Add 1 die to this attack roll for every j on this character. 
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 1.

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.

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

The DesTroyer

Driven by vengeance

blaDes

heaDbuTT

TiTan Killer

i can TaKe iT
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DRAX THE DESTROYER 
Drax

When this character is damaged by an enemy attack, this character may use this superpower. Place 
a Vengeance token on or move an existing Vengeance token to the enemy character that caused the 
effect. While this character is attacking a character that has a Vengeance token, this character rolls 3 
additional attack dice. After this attack is resolved, the Vengeance token is removed. This character may 
have only 1 Vengeance token in play at a time.

• After this attack is resolved, this character gains g equal to the j dealt.
• If the defender has the Bleed special condition, this character may reroll 2 attack dice during this attack.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

• l Stun: After this attack is resolved, the defender gains the Stun special condition.
• After this attack is resolved, if the defender is r 3 or less, this character may Push it Away 1.

• Add 1 die to this attack roll for every j on this character. 
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 1.

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.

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

The DesTroyer

Driven by vengeance

blaDes

heaDbuTT

TiTan Killer

i can TaKe iT
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• After this attack is resolved, this character gains 1 g.
• l Sinister Influence: After this attack is resolved, this character may Advance the defender 1.

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

TelekineTic Powerhouse

Mind over MaTTer

Black Tongue

herald of dooM

flighT, geM Bearer [Mind, sPace]

• The defender does not gain g for j dealt by this attack.
• l Throw: After this attack is resolved, if the defender is r 2 or less, this character may Throw it 1.

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

incrediBle Psychic PoTenTial

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

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

TelekineTic deflecTion
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EBONY MAW 
Ebony Maw

• After this attack is resolved, this character gains 1 g.
• l Sinister Influence: After this attack is resolved, this character may Advance the defender 1.

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

TelekineTic Powerhouse

Mind over MaTTer

Black Tongue

herald of dooM

flighT, geM Bearer [Mind, sPace]

• The defender does not gain g for j dealt by this attack.
• l Throw: After this attack is resolved, if the defender is r 2 or less, this character may Throw it 1.

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

incrediBle Psychic PoTenTial

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

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

TelekineTic deflecTion
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ECHO 
Maya Lopez

While attacking, during the Modify Dice step, this character may change 1 of its attack dice to a m for 
each p in the opposing defense roll. While defending, during the Modify Dice step, this character 
may change 1 of its defense dice to a n for each p in the opposing attack roll.

• After this attack is resolved, this character gains 1 g. 
• If this character has already attacked the defender this Turn, add 3 dice to this attack roll.

• After this attack is resolved, this character gains 1 g.
• The defender cannot modify its defense dice during this attack.

• The defender does not add p results in its defense roll to its total successes and cannot add additional 
dice to its defense roll from p results. 

• After this attack is resolved, this character may Advance 2.

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

Charge

Studied Strike

BullSeye

i know your MoveS Better than you

wallCrawler

death danCer

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

on the Prowl
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ECHO 
Maya Lopez

While attacking, during the Modify Dice step, this character may change 1 of its attack dice to a m for 
each p in the opposing defense roll. While defending, during the Modify Dice step, this character 
may change 1 of its defense dice to a n for each p in the opposing attack roll.

• After this attack is resolved, this character gains 1 g. 
• If this character has already attacked the defender this Turn, add 3 dice to this attack roll.

• After this attack is resolved, this character gains 1 g.
• The defender cannot modify its defense dice during this attack.

• The defender does not add p results in its defense roll to its total successes and cannot add additional 
dice to its defense roll from p results. 

• After this attack is resolved, this character may Advance 2.

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

Charge

Studied Strike

BullSeye

i know your MoveS Better than you

wallCrawler

death danCer

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

on the Prowl
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ELECTRO 
Max Dillon

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 m rolled. 

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

• When creating the dice pool for this attack, this character may destroy a terrain feature of r 3 or less 
within i 3 of this character. If it does, add dice to the attack roll equal to the destroyed terrain  
feature’s r. 

Choose a terrain feature of r 2 or greater within i 3 of this character. This character drops 
all objective tokens it is holding, then is Placed within i 2 of the chosen terrain feature. This 
superpower can be used only once per Turn. 

Ride the WiRes

Live WiRe

eLectRic dischaRge

OveRLOad the gRid

FLight, immunity [shOck]

After an attack targeting this character is resolved, it may use this superpower. If the attacking 
character is within i 3, it suffers 1 j and gains the Shock special condition. 

eLectROstatic
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ELECTRO 
Max Dillon

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 m rolled. 

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

• When creating the dice pool for this attack, this character may destroy a terrain feature of r 3 or less 
within i 3 of this character. If it does, add dice to the attack roll equal to the destroyed terrain  
feature’s r. 

Choose a terrain feature of r 2 or greater within i 3 of this character. This character drops 
all objective tokens it is holding, then is Placed within i 2 of the chosen terrain feature. This 
superpower can be used only once per Turn. 

Ride the WiRes

Live WiRe

eLectRic dischaRge

OveRLOad the gRid

FLight, immunity [shOck]

After an attack targeting this character is resolved, it may use this superpower. If the attacking 
character is within i 3, it suffers 1 j and gains the Shock special condition. 

eLectROstatic

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

Permission granted to print or photocopy for personal use. 
Atomic Mass Games and logo are TM of Atomic Mass Games. Atomic Mass Games,  

1995 County Road B2 W, Roseville, MN, 55113, USA, 1-651-639-1905. © 2026 MARVEL



August 2026 Stat Card Updates

4

2 M

334

7

e 3 5 0

2b

2b

d 1 8 5

c

c

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.
• 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.

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

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 defender, add 2 dice to the attack roll.
• The defender 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
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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.
• 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.

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

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 defender, add 2 dice to the attack roll.
• The defender 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
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• Before choosing a target, this character chooses whether the attack's type is d or f.
• After this attack is resolved, this character gains g equal to the j dealt.
• l Hellfire: After this attack is resolved, the defender gains the Incinerate and Slow special conditions.

• During the Pay g step of this attack, this character may spend up to three additional g. Add 1 die to 
this attack for each g spent in this way.

• l Degeneration: After this attack is resolved, the defender cannot have j removed from it during this 
Activation Phase.

Action: This character immediately makes an attack action followed by a move action.
Run and Gun

MonsteR HuntinG Weapons

BloodGeM Blast

leGion of MonsteRs (affiliation: MidniGHt sons)

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.

supeRnatuRal senses

BeaReR of tHe BloodGeM

When an enemy character causes this character to gain one or more special conditions, after the effect is 
resolved, the enemy character suffers 1 j. Additionally, this character cannot be Advanced or Placed by 
the effects of e attacks or enemy superpowers.

Once per Turn, when an allied character targets a character with an attack, it may pay 1 g. If it does, the 
attack gains your choice of 1 of the following effects:
• Boom!: Before j is dealt, each other character within i 2 of the target character suffers 1 j.
• Horrify: After this attack is resolved, the target character gains the Root special condition.
• Silver Bullet: j caused by this attack cannot be reduced or prevented by superpowers or Team Tactic Cards.

ELSA BLOODSTONE 
Elsa Bloodstone
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• Before choosing a target, this character chooses whether the attack's type is d or f.
• After this attack is resolved, this character gains g equal to the j dealt.
• l Hellfire: After this attack is resolved, the defender gains the Incinerate and Slow special conditions.

• During the Pay g step of this attack, this character may spend up to three additional g. Add 1 die to 
this attack for each g spent in this way.

• l Degeneration: After this attack is resolved, the defender cannot have j removed from it during this 
Activation Phase.

Action: This character immediately makes an attack action followed by a move action.
Run and Gun

MonsteR HuntinG Weapons

BloodGeM Blast

leGion of MonsteRs (affiliation: MidniGHt sons)

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.

supeRnatuRal senses

BeaReR of tHe BloodGeM

When an enemy character causes this character to gain one or more special conditions, after the effect is 
resolved, the enemy character suffers 1 j. Additionally, this character cannot be Advanced or Placed by 
the effects of e attacks or enemy superpowers.

Once per Turn, when an allied character targets a character with an attack, it may pay 1 g. If it does, the 
attack gains your choice of 1 of the following effects:
• Boom!: Before j is dealt, each other character within i 2 of the target character suffers 1 j.
• Horrify: After this attack is resolved, the target character gains the Root special condition.
• Silver Bullet: j caused by this attack cannot be reduced or prevented by superpowers or Team Tactic Cards.

ELSA BLOODSTONE 
Elsa Bloodstone
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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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ric

k 
Br

ow
n 

3

4

8

5

4

0

0

2

b

b

e

e

c

4

2 M

532

7

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]

A2
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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]©
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B3ENCHANTRESS 
Amora • After each attack is resolved, this character gains 1 g.

• 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.

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

AmorA’s Kiss

Hel HAtH No Fury. . .

spurNed AFFectioN

eNtHrAll

FligHt

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

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

Choose an enemy character within i 3 and Advance that character 1. This superpower can be used 
only once per Turn.

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

eNcHANtiNg
When an enemy character targets this character with an attack, it may use its e Defense regardless of 
the attack’s type unless the attacking character pays 2 g.
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ENCHANTRESS 
Amora • After each attack is resolved, this character gains 1 g.

• 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.

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

AmorA’s Kiss

Hel HAtH No Fury. . .

spurNed AFFectioN

eNtHrAll

FligHt

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

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

Choose an enemy character within i 3 and Advance that character 1. This superpower can be used 
only once per Turn.

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

eNcHANtiNg
When an enemy character targets this character with an attack, it may use its e Defense regardless of 
the attack’s type unless the attacking character pays 2 g.
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EXODUS 
Bennet du Paris
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• After this attack is resolved, this character gains g equal to the j dealt. 
• After this attack is resolved, this character removes 1 j from itself. 
• 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.

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

My Faith Can Move Mountains

PsioniC vaMPirisM

PsioniC oF the highest order

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

•  After each attack is resolved, the defender gains the Incinerate special condition.
you Can do nothing but Fall

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

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 defender’s defense roll against this attack. This 
superpower can be used only once per Turn. 

telekinetiC shield

Flight, healing FaCtor [1], iMMunity [Poison]

• After this attack is resolved, this character gains 1 g. 
• l Pull: After this attack is resolved, if j was dealt and the defender is r 4 or less, this character may 

Push it Toward this character 1.

PsioniC ConCussion
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• After this attack is resolved, this character gains g equal to the j dealt. 
• After this attack is resolved, this character removes 1 j from itself. 
• 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.

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

My Faith Can Move Mountains

PsioniC vaMPirisM

PsioniC oF the highest order

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

•  After each attack is resolved, the defender gains the Incinerate special condition.
you Can do nothing but Fall

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

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 defender’s defense roll against this attack. This 
superpower can be used only once per Turn. 

telekinetiC shield

Flight, healing FaCtor [1], iMMunity [Poison]

• After this attack is resolved, this character gains 1 g. 
• l Pull: After this attack is resolved, if j was dealt and the defender is r 4 or less, this character may 

Push it Toward this character 1.

PsioniC ConCussion

EXODUS 
Bennet du Paris
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FRANKENSTEIN’S MONSTER
Adam
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• After this attack is resolved, this character gains 1 g.
• l m Push: After this attack is resolved, if the defender is r 4 or less, this character may Push it 1.

• Add dice to the attack roll equal to the amount of j this character has.
• p l Hurl: After this attack is resolved, if the defender is r 4 or less, Throw it 2.

• After this attack is resolved, if j was dealt, the defender gains the Stagger special condition.

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

Charge

Frank’s Fists

the Monster’s Fury

thiCk skull

Remove 2 j from this character. This superpower can be used only once per Turn.
replaCeMent parts

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.

Frank’s raMpage

iMMunity [shoCk]
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FRANKENSTEIN’S MONSTER
Adam • After this attack is resolved, this character gains 1 g.

• l m Push: After this attack is resolved, if the defender is r 4 or less, this character may Push it 1.

• Add dice to the attack roll equal to the amount of j this character has.
• p l Hurl: After this attack is resolved, if the defender is r 4 or less, Throw it 2.

• After this attack is resolved, if j was dealt, the defender gains the Stagger special condition.

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

Charge

Frank’s Fists

the Monster’s Fury

thiCk skull

Remove 2 j from this character. This superpower can be used only once per Turn.
replaCeMent parts

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.

Frank’s raMpage

iMMunity [shoCk]
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B4

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, this character may Push it away 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 each 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, this character may Push it away 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 each 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

B4
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GAMORA 
Gamora

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. If this character suffers no j from the attack, after the 
attack is resolved, the attacker suffers 2 j.

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

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

• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.
• Rapid Strike: After this attack is resolved, this character may make an additional Cosmic Assassin attack 

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

Throw this character 1. This character does not suffer j if it collides with another character or terrain 
feature. This superpower can be used only once per Turn.

AssAssin LeAp

MArtiAL prowess

God sLAyer

CosMiC AssAssin

deAdLiest woMAn in the GALAxy

steALth
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GAMORA 
Gamora

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. If this character suffers no j from the attack, after the 
attack is resolved, the attacker suffers 2 j.

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

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

• l Pierce: Change 1 of the defender’s p, l, or n results to a Blank.
• Rapid Strike: After this attack is resolved, this character may make an additional Cosmic Assassin attack 

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

Throw this character 1. This character does not suffer j if it collides with another character or terrain 
feature. This superpower can be used only once per Turn.

AssAssin LeAp

MArtiAL prowess

God sLAyer

CosMiC AssAssin

deAdLiest woMAn in the GALAxy

steALth
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GHOST RIDER 
Johnathon Blaze
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B3

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

Advance this character 3. This superpower can be used only once per Turn.
Hell on WHeels

Wicked’s Judgment

cHains of damnation

flames of Hell

Penance stare

immunity [Bleed, Hex, incinerate, Poison]

• If this attack deals j, after this attack is resolved, the defender gains the Incinerate special condition.

• Add dice to the attack roll equal to the amount of g the defender has, to a maximum of 5.
• Instead of gaining g for the j dealt by this attack, the defender loses 1 g for each j dealt.

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

sPirit of Vengeance

After an attack targeting another allied character is resolved, if it dealt j, this character gains 1 g.
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B3

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

Advance this character 3. This superpower can be used only once per Turn.
Hell on WHeels

Wicked’s Judgment

cHains of damnation

flames of Hell

Penance stare

immunity [Bleed, Hex, incinerate, Poison]

• If this attack deals j, after this attack is resolved, the defender gains the Incinerate special condition.

• Add dice to the attack roll equal to the amount of g the defender has, to a maximum of 5.
• Instead of gaining g for the j dealt by this attack, the defender loses 1 g for each j dealt.

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

sPirit of Vengeance

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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

Permission granted to print or photocopy for personal use. 
Atomic Mass Games and logo are TM of Atomic Mass Games. Atomic Mass Games,  

1995 County Road B2 W, Roseville, MN, 55113, USA, 1-651-639-1905. © 2026 MARVEL



August 2026 Stat Card Updates

 3 33

6 3

2 L

GHOST-SPIDER 
Gwen Stacy
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When an enemy character targets another allied character with an attack, if the defender is within LOS 
and i 4, this character may use this superpower. Push the defender Toward this character 1. If, at the 
end of the Push, the defender is outside of the attack’s i or the attacker’s LOS, the attack ends. If it is the 
attacker’s Activation and the attack did not target multiple characters, it may make another action. This 
superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• If this character has already attacked the defender during its Activation this Turn, add 3 dice to this attack 

roll.
• After this attack is resolved, if this character has Advanced or been Placed during its Activation this Turn, it 

may Advance 3.

• After this attack is resolved, this character gains 1 g.
• l Push: Before j is dealt, If the defender is r 2 or less, this character may Push it Away 1.

• After this attack is resolved, If it dealt j and the defender is j 3 or less, this character may Throw it Away 1.

Push an enemy character within i 4 and in LOS Toward this character 1. A character can be Pushed by 
this superpower only once per Turn.

Web Line

Life Saver

Spider Technique

impacT Webbing

freeSTyLe beaTdoWn

WaLL craWLer

© MARVEL © AMG    David Kegg
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When an enemy character targets another allied character with an attack, if the defender is within LOS 
and i 4, this character may use this superpower. Push the defender Toward this character 1. If, at the 
end of the Push, the defender is outside of the attack’s i or the attacker’s LOS, the attack ends. If it is the 
attacker’s Activation and the attack did not target multiple characters, it may make another action. This 
superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• If this character has already attacked the defender during its Activation this Turn, add 3 dice to this attack 

roll.
• After this attack is resolved, if this character has Advanced or been Placed during its Activation this Turn, it 

may Advance 3.

• After this attack is resolved, this character gains 1 g.
• l Push: Before j is dealt, If the defender is r 2 or less, this character may Push it Away 1.

• After this attack is resolved, If it dealt j and the defender is j 3 or less, this character may Throw it Away 1.

Push an enemy character within i 4 and in LOS Toward this character 1. A character can be Pushed by 
this superpower only once per Turn.
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GLADIATOR 
Kallark • After this attack is resolved, this character gains g equal to the j dealt.

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

• l Stagger: After this attack is resolved, the target character gains the Stagger special condition.
• l Throw: Before j is dealt, this character may Throw the target character Away 1. 

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

Action: This character immediately makes a move action followed by a Praetor Punch attack. If this attack 
deals j, this character gains 1 Confidence token. This superpower can be used only once per Turn.

For the empress and empire!

praetor punch

majestor's might

eye Beam

the majestor's Bravado

alpha strontian physiology

When this character deals j with a Praetor Punch attack, after the attack is resolved this character 
gains 1 Confidence token. When this character suffers j, it loses 1 Confidence token. This character 
may have a maximum of 5 Confidence tokens at any time.
When this character makes an attack, it adds 1 die to the attack roll for each Confidence token it has.

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

imperial authority

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

Flight

B4
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GLADIATOR 
Kallark • After this attack is resolved, this character gains g equal to the j dealt.

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

• l Stagger: After this attack is resolved, the target character gains the Stagger special condition.
• l Throw: Before j is dealt, this character may Throw the target character Away 1. 

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

Action: This character immediately makes a move action followed by a Praetor Punch attack. If this attack 
deals j, this character gains 1 Confidence token. This superpower can be used only once per Turn.

For the empress and empire!

praetor punch

majestor's might

eye Beam

the majestor's Bravado

alpha strontian physiology

When this character deals j with a Praetor Punch attack, after the attack is resolved this character 
gains 1 Confidence token. When this character suffers j, it loses 1 Confidence token. This character 
may have a maximum of 5 Confidence tokens at any time.
When this character makes an attack, it adds 1 die to the attack roll for each Confidence token it has.

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

imperial authority

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