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Gorgon Petragon

d 2 5 0

4 0f

2a

2b

c

d 3 8 4

c

B3

• 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.

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

Mace Strike

Hoof Quake

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

cHarge

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.

You’re going to Have to Deal WitH Me firSt

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

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

goD cruSHer

iMMunitY [PoiSon]
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Gorgon Petragon
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• 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.

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

Mace Strike

Hoof Quake

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

cHarge

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.

You’re going to Have to Deal WitH Me firSt

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

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

goD cruSHer

iMMunitY [PoiSon]
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GREEN GOBLIN 
Norman Osborn

This character is Thrown 2. It does not suffer j if it collides with another character or terrain feature. 
This superpower may be used only once per Turn.

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

Incinerate, or Poison.

• Before choosing a target, this character chooses whether this attack’s type is d or f.
• After this attack is resolved, if it dealt j, the defender gains the Poison and Incinerate special 

conditions.

When attacking Peter Parker, this character may 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 Peter Parker within i 3 
of this character, this character’s first action must be an attack action targeting that Peter Parker, if possible.

This character cannot Interact with or hold objective tokens. During the Power Phase, roll 5 dice. For each 
p, l, and m rolled, this character gains 1 g.

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

glider ram

pumpkin BOmBs

nigHt Of tHe gOBlin

arcHnemesis (peter parker)

unstaBle psycHe

fligHt

OscOrp WeapOnry (affiliatiOn: spider-fOes)
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GREEN GOBLIN 
Norman Osborn

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

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

Incinerate, or Poison.

• Before choosing a target, this character chooses whether this attack’s type is d or f.
• After this attack is resolved, if it dealt j, the defender gains the Poison and Incinerate special 

conditions.

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

OscOrp WeapOnry (affiliatiOn: spider-fOes)

Hit and run

pumpkin BOmBs

nigHt Of tHe gOBlin

arcHnemesis (peter parker)
When attacking Peter Parker, this character may 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 Peter Parker within i 3 
of this character, this character’s first action must be an attack action targeting that Peter Parker, if possible.

When an enemy character ends an Advance or is Placed within i 4 of this character, this character may 
use this superpower. Choose an interactive terrain feature of r 3 or less within i 2 of that enemy 
character. Destroy the chosen terrain feature. That enemy character suffers a collision as if the chosen 
terrain feature had collided with it.

trick Or treat
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I am Groot
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Choose an enemy character within i 3. The chosen character gains the Root special condition.

• Before j is dealt, this character may Throw the defender 2.
• After this attack is resolved, the defender gains the Stagger special condition. 

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

Remove up to 3 j from this character. This superpower can be used only once per Turn.
Living PLant

tangLing vines

i aM gROOt!

stRike
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GROOT 
I am Groot

Choose an enemy character within i 3. The chosen character gains the Root special condition.

• Before j is dealt, this character may Throw the defender 2.
• After this attack is resolved, the defender gains the Stagger special condition. 

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

Remove up to 3 j from this character. This superpower can be used only once per Turn.
Living PLant

tangLing vines

i aM gROOt!

stRike
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GWENOM 
Gwen Stacy
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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. 

• 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, this character may reroll 

any number of its attack dice for this attack. 
• After this attack is resolved, if this character has Advanced or been Placed during its Activation this Turn,   

it may Advance 3. 

Dark rage

Symbiote SpiDer technique

Wall craWler

When this character is defending against a d or f attack or making a dodge roll, it may reroll up to 
2 of its defense or dodge dice. 

SpiDer-SenSe

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

pick on Someone your oWn Size

d 3 7 3
• After this attack is resolved, this character removes 1 j from itself for each j dealt. 
• l m Rampage: After this attack is resolved, deal 1 j to each other enemy character within i 3 of 

this character.

maximum gWenom
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GWENOM 
Gwen Stacy

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. 

• 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, this character may reroll 

any number of its attack dice for this attack. 
• After this attack is resolved, if this character has Advanced or been Placed during its Activation this Turn,   

it may Advance 3. 

Dark rage

Symbiote SpiDer technique

Wall craWler

When this character is defending against a d or f attack or making a dodge roll, it may reroll up to 
2 of its defense or dodge dice. 

SpiDer-SenSe

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

pick on Someone your oWn Size

d 3 7 3
• After this attack is resolved, this character removes 1 j from itself for each j dealt. 
• l m Rampage: After this attack is resolved, deal 1 j to each other enemy character within i 3 of 

this character.

maximum gWenom
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GWENPOOL 
Gwendolyn Poole 

While this character is attacking or defending, 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 attack or defense dice. 
This superpower may 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. 

• After this attack is resolved, this character gains 1 g. 
• l m Gwenpool Special: After this attack is resolved, the defender gains 1 of the following special 

conditions: Bleed, Incinerate, Poison, or Shock. 

• After this attack is resolved, the defender gains the Incinerate and Stun special conditions. 
• l Scorched Earth: Before j is dealt, all other characters within i 2 of the defender suffer 1 j and 

gain the Incinerate special condition. 

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.

Travel Through guTTer Space

reTcon powerS acTivaTe!

STabby SwordS

gwenpool’S bag of TrickS

ThiS end Toward TargeT

ploT armor

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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GWENPOOL 
Gwendolyn Poole 

While this character is attacking or defending, 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 attack or defense dice. 
This superpower may 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. 

• After this attack is resolved, this character gains 1 g. 
• l m Gwenpool Special: After this attack is resolved, the defender gains 1 of the following special 

conditions: Bleed, Incinerate, Poison, or Shock. 

• After this attack is resolved, the defender gains the Incinerate and Stun special conditions. 
• l Scorched Earth: Before j is dealt, all other characters within i 2 of the defender suffer 1 j and 

gain the Incinerate special condition. 

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.

Travel Through guTTer Space

reTcon powerS acTivaTe!

STabby SwordS

gwenpool’S bag of TrickS

ThiS end Toward TargeT

ploT armor

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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HAWKEYE 
Clinton Barton

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

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

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

Bleed, Poison, Shock, or Slow.

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

Trick SHoT

FAST DrAw

Arrow SHoT
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HAWKEYE 
Clinton Barton

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

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

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

Bleed, Poison, Shock, or Slow.

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

Trick SHoT

FAST DrAw

Arrow SHoT
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HEIMDALL, THE ALL-SEEING 
Heimdall

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

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

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

Guardian of the Bifrost

all-seeinG eyes

strike

hofund

asGardian

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

forefend

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

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

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

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

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

Guardian of the Bifrost

all-seeinG eyes

strike

hofund

asGardian

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

forefend

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

During the Power Phase, this character gains 1 additional g.
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HELA, QUEEN OF HEL
Hela

When this charcter would be KO’d, If it has 3 Captured Soul tokens, it may use this superpower. 
Remove all j and Captured Soul tokens from this character. It is not KO’d.

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

• After this attack is resolved, If it dealt j, this character gains 1 Captured Soul token.

Spend 1 or more Captured Soul tokens. During the next Hel-Forged Blade or Rain of Hel attack 
made by this character this Turn, add 1 die to its attack roll for each Captured Soul token that was 
spent. If a Captured Soul token was spent, after the attack is resolved, the defender gains the Bleed 
special condition. This superpower can be used only once per Turn.

Army of Hel

Queen of Hel

Hel-forgeD blADe

clAim soul

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

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

rAin of Hel

AsgArDiAn

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

goDDess of DeAtH

When another character is Dazed or KO’d, this character gains 1 Captured Soul token. This character 
may have a maximum of 3 Captured Soul tokens at any time.©
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HELA, QUEEN OF HEL
Hela

Choose an enemy character within i 3. Advance this character Toward the chosen character 1. Then, 
if this character is within i 1 of the chosen character, roll 4 dice. For each p and l in the result, 
the chosen character suffers 1 j. For each j suffered this way, this character may remove 1 j from 
itself. 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.

• After this attack is resolved, If it dealt j, this character gains 1 Captured Soul token.

Spend 1 or more Captured Soul tokens. During the next Hel-Forged Blade or Rain of Hel attack 
made by this character this Turn, add 1 die to its attack roll for each Captured Soul token that was 
spent. If a Captured Soul token was spent, after the attack is resolved, the defender gains the Bleed 
special condition. This superpower can be used only once per Turn.

Army of Hel

DeAtH’s embrAce

Hel-forgeD blADe

clAim soul

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

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

rAin of Hel

AsgArDiAn

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

goDDess of DeAtH

When another character is Dazed or KO’d, this character gains 1 Captured Soul token. This character 
may have a maximum of 3 Captured Soul tokens at any time.©
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When an allied Laura Kinney within i 3 of this character is damaged by an enemy effect, after the 
effect is resolved, this character may Advance 2 Toward the character that damaged Laura Kinney. 
This character may move only once per Turn as a result of this superpower. 

This character cannot Contest or Interact with Secure objective tokens. Additionally, when an enemy 
character within i 1 of this character is attacked by another allied character, that enemy character rolls 
1 less defense die.

• 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, if it dealt j, the defender gains the Slow and Bleed special conditions. 
• l Elusive: After this attack is resolved, this character may Advance 2. 

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. 

Too Dangerous To Ignore

Claw slash

hamsTrIng

lIl’ sIs

healIng FaCTor [1]

anklebITer

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

This character cannot Contest or Interact with Secure objective tokens. Additionally, when an enemy 
character within i 1 of this character is attacked by another allied character, that enemy character rolls 
1 less defense die.

• 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, if it dealt j, the defender gains the Slow and Bleed special conditions. 
• l Elusive: After this attack is resolved, this character may Advance 2. 

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. 

Too Dangerous To Ignore

Claw slash

hamsTrIng

lIl’ sIs

healIng FaCTor [1]

anklebITer

HONEY BADGER 
Gabrielle Kinney
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Parker Robbins
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When this character is targeted by an attack or would make a dodge roll, it may use this superpower. 
This character uses its e Defense to defend or dodge. During this defense or dodge roll, this 
character adds Blanks in its roll to its total successes.

When this character suffers j from an enemy effect, after the effect is resolved, this character may 
transform into Hood (Possessed). If this character would be Dazed, before being Dazed, it transforms 
into Hood (Possessed), then it is Dazed.

• After this attack is resolved, the defender gains the Shock special condition.
• l Arc: After this attack is resolved, choose a number of other enemy characters within i 3 of the 

defender equal to or less than the number of l in the attack roll. The chosen characters suffer 1 j.

• After this attack is resolved, this character gains 1 g.
• m Rapid Fire: After this attack is resolved, this character may make 1 additional Hex Shot attack. 

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

Choose another allied character within i 3 of this character. The chosen character may remove up to 
3 j. If it does, the chosen character gains the Bleed special condition. A character may be affected by 
this superpower only once per Round.

Black arts

InvIsIBIlIty cloak

Dark lIghtnIng

hex shot

PossesseD By nIsantI
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HOOD (NORMAL) 
Parker Robbins

When this character is targeted by an attack or would make a dodge roll, it may use this superpower. 
This character uses its e Defense to defend or dodge. During this defense or dodge roll, this 
character adds Blanks in its roll to its total successes.

When this character suffers j from an enemy effect, after the effect is resolved, this character may 
transform into Hood (Possessed). If this character would be Dazed, before being Dazed, it transforms 
into Hood (Possessed), then it is Dazed.

• After this attack is resolved, the defender gains the Shock special condition.
• l Arc: After this attack is resolved, choose a number of other enemy characters within i 3 of the 

defender equal to or less than the number of l in the attack roll. The chosen characters suffer 1 j.

• After this attack is resolved, this character gains 1 g.
• m Rapid Fire: After this attack is resolved, this character may make 1 additional Hex Shot attack. 

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

Choose another allied character within i 3 of this character. The chosen character may remove up to 
3 j. If it does, the chosen character gains the Bleed special condition. A character may be affected by 
this superpower only once per Round.

Black arts

InvIsIBIlIty cloak

Dark lIghtnIng

hex shot

PossesseD By nIsantI
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HOOD (POSSESSED) 
Parker Robbins

d 2 6 0

3 8 4

2a

e

c
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• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if the defender was Dazed or KO’d by this attack, this character transforms into 

Hood (Normal).
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

• After this attack is resolved, the defender gains the Shock special condition.
• After this attack is resolved, this character transforms into Hood (Normal).
• l Empowered Arc: After this attack is resolved, choose a number of other enemy characters within i 3 

of the defender equal to or less than the number of l in the attack roll. The chosen characters suffer 2 j.

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 would suffer j from an enemy effect, reduce the amount suffered by 2, to a 
minimum of 1.

While defending against a e attack, this character does not add additional dice to its defense roll 
as a result of p results. If this character is damaged by a e attack, after the attack is resolved it 
transforms into Hood (Normal). If this character would be Dazed by a e attack, before being Dazed, 
it transforms into Hood (Normal), then it is Dazed.

Charge

razor Talons

empowered dark lighTning

demoniC resilienCe

mysTiC VulnerabiliTy
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HOOD (POSSESSED) 
Parker Robbins • After this attack is resolved, this character gains g equal to the j dealt.

• After this attack is resolved, if the defender was Dazed or KO’d by this attack, this character transforms into 
Hood (Normal).

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

• After this attack is resolved, the defender gains the Shock special condition.
• After this attack is resolved, this character transforms into Hood (Normal).
• l Empowered Arc: After this attack is resolved, choose a number of other enemy characters within i 3 

of the defender equal to or less than the number of l in the attack roll. The chosen characters suffer 2 j.

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 would suffer j from an enemy effect, reduce the amount suffered by 2, to a 
minimum of 1.

While defending against a e attack, this character does not add additional dice to its defense roll 
as a result of p results. If this character is damaged by a e attack, after the attack is resolved it 
transforms into Hood (Normal). If this character would be Dazed by a e attack, before being Dazed, 
it transforms into Hood (Normal), then it is Dazed.

Charge

razor Talons

empowered dark lighTning

demoniC resilienCe

mysTiC VulnerabiliTy
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HULK 
Bruce Banner

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

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

Add 1 die to this character’s attack rolls for every 4 j it has. Additionally, if this character would flip its 
Stat Card to the Injured side, it is KO’d instead.

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

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

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

StronGeSt one there IS

StrIke

huLk SmaSh!

B3thunder CLap

Inner raGe

You Won’t LIke me When I’m anGrY

ImmunItY [poISon, Stun], peerLeSS

While this character is defending against a d or f attack, during the Modify Dice step, it may use 
this superpower. This character may reroll any number of its defense dice, including o results.

huLk not punY Banner
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c

new Plan

RaPid RePulsoR Blast

always Have a BackuP

IRON MAN (HULKBUSTER) 
Tony Stark

Place a Hulkbuster character within i 1 of this character. It has no j, g, special conditions, or 
effects. That Hulkbuster gains an Activated token. It is now part of your Squad. Remove this character 
from the Game.

aBilities

aBilities

After an attack targeting this character is resolved, if this character was damaged by that attack, it may 
use this superpower. This character Advances 2.

When this character would be Dazed, it is KO’d instead.

• After this attack is resolved, this character gains 1 g.
• After this attack is resolved, if the defender is r 4 or less, Push it Away 1.
• l Rapid Fire: After this attack is resolved, this character may make an additional Rapid Repulsor Blast 

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

secondaRy suPPoRt suit

FligHt, ReseRve

agile aRmoR

When this character is defending against a d or f attack or making a dodge roll, it may reroll up to 
2 of its defense or dodge dice.
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HULKBUSTER 
Tony Stark

When this character would be Pushed or Thrown, it may use this superpower. This character is not 
Pushed or Thrown.

If this character would flip its Stat Card to the Injured side, Place Iron Man (Hulkbuster) within i 2 
of it, then remove this character from the battlefield. Iron Man (Hulkbuster) has no j, g, special 
conditions, or effects and is now part of your Squad.

• The defender does not gain g for j dealt by this attack.
• After this attack is resolved, if it dealt j and the defender is r 4 or less, this character may Throw it Away 2.
• l Explosive: Before j is dealt, other enemy characters within i 2 of the defender suffer 1 j.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if it did not deal j, this character gains 1 g.
• After this attack is resolved, Push the defender Away 1.

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

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

Hit and Run

now i’m mad

Built to take it

meteoR PuncH

Heavy RePulsoR Blast

enHanced suPPoRt systems [iRon man (HulkBusteR)]

Hulk-scale aRmoR

When this would suffer j from an enemy effect, reduce the amount of j suffered by 1, to a 
minimum of 1. Additionally, during the Power Phase, this character gains 1 additional g.
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Bobby Drake
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During this character’s Activation, when it 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 the allied character 
within i 2 of its current position. This superpower can be used only once per Turn. 

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

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

Action: This character immediately makes an attack action followed by a move action. This character 
counts as r 5 during this move action. This superpower can be used only once per Turn.

Freeze and Fade

Ice SlIde

FreezIng BlaSt

chIll

cold Snap

When an enemy character ends a move action or attack action within i 2 of this character, it gains 
the Slow special condition. If the enemy character already has the Slow special condition, it suffers 
1 j instead. 

B3
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ICEMAN 
Bobby Drake

During this character’s Activation, when it 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 the allied character 
within i 2 of its current position. This superpower can be used only once per Turn. 

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

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

Action: This character immediately makes an attack action followed by a move action. This character 
counts as r 5 during this move action. This superpower can be used only once per Turn.

Freeze and Fade

Ice SlIde

FreezIng BlaSt

chIll

cold Snap

When an enemy character ends a move action or attack action within i 2 of this character, it gains 
the Slow special condition. If the enemy character already has the Slow special condition, it suffers 
1 j instead. 

B3
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INVINCIBLE IRON MAN 
Tony Stark

While another allied character within i 4 is attacking, during the Modify Dice step of the attack, 
this character may spend 1 – 3 g to use this superpower. For each g spent, the allied character may 
reroll 1 of its attack dice.

• After this attack is resolved, this character gains g equal to the j dealt. 
• After this attack is resolved, if it did not deal j, this character gains 1 g.
• l Push: Before j is dealt, Push the defender Away 1. 

• Before j is dealt, Place this character within i 1 of the defender. 
• l m Throw: After the attack is resolved, if the defender is r 3 or less, Throw it Away 2. 

• When rolling additional dice for p results during this attack, roll 2 additional dice instead of 1 for each 
p in the attack roll.

• After this attack is resolved, if the attack roll contains any p results, this character suffers 2 j. 

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.

Let’s Get You An upGrAde (AffiLiAtion: s.H.i.e.L.d.)

J.A.r.V.i.s.

repuLsor Mk 2

BiLLion-doLLAr puncH

focused uniBeAM

fLiGHt

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

i AM iron MAn
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INVINCIBLE IRON MAN 
Tony Stark

f 4 5 0
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While another allied character within i 4 is attacking, during the Modify Dice step of the attack, 
this character may spend 1 – 3 g to use this superpower. For each g spent, the allied character may 
reroll 1 of its attack dice.

• After this attack is resolved, this character gains g equal to the j dealt. 
• After this attack is resolved, if it did not deal j, this character gains 1 g.
• l Push: Before j is dealt, Push the defender Away 1. 

• Before j is dealt, Place this character within i 1 of the defender. 
• l m Throw: After the attack is resolved, if the defender is r 3 or less, Throw it Away 2. 

• When rolling additional dice for p results during this attack, roll 2 additional dice instead of 1 for each 
p in the attack roll.

• After this attack is resolved, if the attack roll contains any p results, this character suffers 2 j. 

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.

Let’s Get You An upGrAde (AffiLiAtion: s.H.i.e.L.d.)

J.A.r.V.i.s.

repuLsor Mk 2

BiLLion-doLLAr puncH

focused uniBeAM

fLiGHt

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

i AM iron MAn
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IRON FIST 
Danny Rand
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• After this attack is resolved, this character gains 1 g.
• After this attack is resolved, Place this character within i 1 of the defender.

• Before j is dealt, other enemy characters within i 3 of the defender suffer 1 j.
• Before j is dealt, if the defender has an Activated token, it gains the Stagger special condition and 

Throw it Away 1. If the defender does not have an Activated token, it gains an Activated token.

• 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.

Flying KicK

The iron FisT

chi sTriKe

MasTer MarTial arTisT

iMMorTal Weapon

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 3, this 
character adds Blanks in its defense roll to its total successes.
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IRON FIST 
Danny Rand

• After this attack is resolved, this character gains 1 g.
• After this attack is resolved, Place this character within i 1 of the defender.

• Before j is dealt, other enemy characters within i 3 of the defender suffer 1 j.
• Before j is dealt, if the defender has an Activated token, it gains the Stagger special condition and 

Throw it Away 1. If the defender does not have an Activated token, it gains an Activated token.

• 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.

Flying KicK

The iron FisT

chi sTriKe

MasTer MarTial arTisT

iMMorTal Weapon

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 3, this 
character adds Blanks in its defense roll to its total successes.
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IRON LAD 
Nathaniel Richards
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Choose an interactive terrain feature of r 2 or less within i 2 and Throw it 2. This superpower can 
be used only once per Turn.

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

of the following special conditions: Slow or Stun.

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

• This character may reroll any number of attack dice for this attack.

This character removes 1 j or special condition from itself. This superpower can be used only once per Turn.
NeurokiNetic Armor

StreNgth ActuAtorS

coNcuSSioN BlAStS

eNergy BlASt

the oNce ANd Future iroN lAd

Flight

When this character is defending, during the Modify Opponent’s Dice step of the attack, it may use 
this superpower. This character may reroll up to 2 of the attacker’s dice. This superpower can be used 
only once per Turn.

temporAl divergeNce
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2b

IRON LAD 
Nathaniel Richards

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

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

of the following special conditions: Slow or Stun.

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

• This character may reroll any number of attack dice for this attack.

This character removes 1 j or special condition from itself. This superpower can be used only once per Turn.
NeurokiNetic Armor

StreNgth ActuAtorS

coNcuSSioN BlAStS

eNergy BlASt

the oNce ANd Future iroN lAd

Flight

When this character is defending, during the Modify Opponent’s Dice step of the attack, it may use 
this superpower. This character may reroll up to 2 of the attacker’s dice. This superpower can be used 
only once per Turn.

temporAl divergeNce
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IRON MAN
Tony Stark

• This attack ignores LOS, and the defender does not benefit from Cover.

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

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

Friday ai

uniBeam

FligHt

invinciBle iron man

d 5 5 2

4 4 0f

• 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 this attack is resolved, this character gains g equal to the j dealt.
• l Push: Before j is dealt, Push the defender Away 1.

Homing rockets

repulsor Blast
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IRON MAN
Tony Stark

• 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 this attack is resolved, this character gains g equal to the j dealt.
• l Push: Before j is dealt, Push the defender Away 1.

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

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

Friday ai

Homing rockets

repulsor Blast

FligHt

invinciBle iron man
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IRON MONGER 
Obadiah Stane

When this character is attacking or defending, during the Modify Dice step, this character may use 
this superpower. This character may reroll 2 of its attack or defense dice.  This superpower can be used 
only once per Turn.

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• After this attack is resolved, this character gains g equal to the j dealt.

• l Throw: After this attack is resolved, if the defender is r 3 or less, this character may Throw it Away 2.
• p m Hostile Takeover: After this attack is resolved, move 1 Asset or Civilian token the defender is 

holding to this character. This character is now holding that token. This character cannot hold more tokens 
than the Crisis specifies.

Place this character within i 1 of its current position. This superpower can be used only once per Turn.
Jump Jets

OnbOard tactical cOmputer

integrated armaments

aggressive acquisitiOn

reinfOrced armOr plating

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

flight
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IRON MONGER 
Obadiah Stane

When this character is attacking or defending, during the Modify Dice step, this character may use 
this superpower. This character may reroll 2 of its attack or defense dice.  This superpower can be used 
only once per Turn.

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• After this attack is resolved, this character gains g equal to the j dealt.

• l Throw: After this attack is resolved, if the defender is r 3 or less, this character may Throw it Away 2.
• p m Hostile Takeover: After this attack is resolved, move 1 Asset or Civilian token the defender is 

holding to this character. This character is now holding that token. This character cannot hold more tokens 
than the Crisis specifies.

Place this character within i 1 of its current position. This superpower can be used only once per Turn.
Jump Jets

OnbOard tactical cOmputer

integrated armaments

aggressive acquisitiOn

reinfOrced armOr plating

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

flight
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JEAN GREY 
Jean Grey

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

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

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

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

Battlefield Manipulation

Shield Mind

pSionic Bolt

flight

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

telekinetic force

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

Matter tranSMutation

latent pSychic potential

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

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

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

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

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

Battlefield Manipulation

Shield Mind

pSionic Bolt

flight

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

telekinetic force

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

Matter tranSMutation

latent pSychic potential

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

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

After this character resolves a move action during its Activation, it gains 2 g. Add 3 dice to the attack 
roll of the next attack made by this character this Activation. This character can be affected by this 
superpower only once per Turn.

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

• l Rush: After this attack is resolved, if it is this character’s Activation, it may immediately use the Nothing 
Stops the Juggernaut! a superpower without paying the g cost.

Push this character 1. It does not stop its movement if it contacts a r 3 or smaller interactive 
terrain feature. Instead, the contacted terrain feature is destroyed, then this character continues 
being Pushed. If this character contacts 1 or more other characters, choose 1 contacted character. The 
chosen character suffers 1 j. Then this character stops as normal. A character can be damaged by this 
superpower only once per Turn. Finally, if this character has the Stagger special condition, it loses it.

NothiNg StopS the JuggerNaut!

Nice puNch...

Strike

i’m the JuggerNaut!

uNStoppable momeNtum

immuNity [StuN]

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.

avatar of cyttorak
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JUGGERNAUT 
Cain Marko

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

 This character cannot be Pushed or Advanced by the special rules of e attacks or enemy superpowers.

After this character resolves a move action during its Activation, it gains 2 g. Add 3 dice to the attack 
roll of the next attack made by this character this Activation. This character can be affected by this 
superpower only once per Turn.

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

• l Rush: After this attack is resolved, if it is this character’s Activation, it may immediately use the Nothing 
Stops the Juggernaut! a superpower without paying the g cost.

Push this character 1. It does not stop its movement if it contacts a r 3 or smaller interactive 
terrain feature. Instead, the contacted terrain feature is destroyed, then this character continues 
being Pushed. If this character contacts 1 or more other characters, choose 1 contacted character. The 
chosen character suffers 1 j. Then this character stops as normal. A character can be damaged by this 
superpower only once per Turn. Finally, if this character has the Stagger special condition, it loses it.

NothiNg StopS the JuggerNaut!

Nice puNch...

Strike

i’m the JuggerNaut!

helmet

uNStoppable momeNtum

immuNity [StuN]©
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KANG THE CONQUEROR 
Nathaniel Richards

When this character is attacking or defending, at the end of the Modify Dice step or after the Temporal 
Rewind b superpower has been resolved, this character may use this superpower. The attacking and 
defending characters reroll all their attack and defense dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• If the defender is within i 2, this character may reroll 1 die in the attack roll.
• l Future Tech: After this attack is resolved, the defender gains 1 of the following special conditions: 

Incinerate, Bleed, Hex, or Slow.

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

• This character may reroll any number of attack dice for this attack.

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

Anti-GrAvity Device

temporAl rewinD

30th century ArsenAl

neuroshock FielD

the once AnD Future kAnG

neurokinetic chronAl Armor

At the start of this character’s Activation, it may Place itself within i 1 of its current position, remove up to 1 
j from itself, or remove up to 1 special condition from itself.
Additionally, the first time each Turn that this character rerolls dice, after the effect is resolved, it gains 1 g.
FliGht, peerless

the kAnG DynAsty (AFFiliAtion: cAbAl)
Once per Turn, each allied character may reroll 1 die in its attack roll. Additionally, allied characters can 
modify and reroll o results while they are holding or Contesting an objective token.

A2
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KANG THE CONQUEROR 
Nathaniel Richards

When this character is attacking or defending, at the end of the Modify Dice step or after the Temporal 
Rewind b superpower has been resolved, this character may use this superpower. The attacking and 
defending characters reroll all their attack and defense dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• If the defender is within i 2, this character may reroll 1 die in the attack roll.
• l Future Tech: After this attack is resolved, the defender gains 1 of the following special conditions: 

Incinerate, Bleed, Hex, or Slow.

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

• This character may reroll any number of attack dice for this attack.

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

Anti-GrAvity Device

temporAl rewinD

30th century ArsenAl

neuroshock FielD

the once AnD Future kAnG

neurokinetic chronAl Armor

At the start of this character’s Activation, it may Place itself within i 1 of its current position, remove up to 1 
j from itself, or remove up to 1 special condition from itself.
Additionally, the first time each Turn that this character rerolls dice, after the effect is resolved, it gains 1 g.
FliGht, peerless

the kAnG DynAsty (AFFiliAtion: cAbAl)
Once per Turn, each allied character may reroll 1 die in its attack roll. Additionally, allied characters can 
modify and reroll o results while they are holding or Contesting an objective token.
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Karnak Mander-Azur
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• After this attack is resolved, this character gains g equal to the j dealt. 
• l Push: After this attack is resolved, Push the defender Away 1.

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

Shattering Strike

Let me Show You Your FLaw

Action: This character gains 2 g. This superpower can be used only once per Turn. 
meditate

After another allied character within i 3 makes an attack or defense roll, during the Calculate 
Success step, this character may use this superpower. The allied character may add up to 2 of their o 
results to its total successes. 

teachingS oF the three worLdS

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

martiaL artiSt

After an attack against this character is resolved or this character resolves an attack, it may use this 
superpower. Place a Weakness token on or move an existing Weakness token to the attacking or 
defending enemy character. This character may only have 1 Weakness token in play at a time. 

XXXPinPoint weakneSS

When this character attacks or defends against an attack from an enemy character with a Weakness 
token, this character rolls 3 additional dice. Before j is dealt, the Weakness token is removed.

martiaL artiSt

anaLYzing Strike

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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n
3

2 M

433

5

KARNAK
Karnak Mander-Azur
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• After this attack is resolved, this character gains g equal to the j dealt. 
• l Push: After this attack is resolved, Push the defender Away 1.

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

Shattering Strike

Let me Show You Your FLaw

Action: This character gains 2 g. This superpower can be used only once per Turn. 
meditate

After another allied character within i 3 makes an attack or defense roll, during the Calculate 
Success step, this character may use this superpower. The allied character may add up to 2 of their o 
results to its total successes. 

teachingS oF the three worLdS

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

martiaL artiSt

After an attack against this character is resolved or this character resolves an attack, it may use this 
superpower. Place a Weakness token on or move an existing Weakness token to the attacking or 
defending enemy character. This character may only have 1 Weakness token in play at a time. 

XXXPinPoint weakneSS

When this character attacks or defends against an attack from an enemy character with a Weakness 
token, this character rolls 3 additional dice. Before j is dealt, the Weakness token is removed.

martiaL artiSt

anaLYzing Strike

This character may reroll 1 die in its attack or defense rolls.
inhuman
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N’Jadaka
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While this character is attacking, during the Calculate Success step of the attack, it may use this 
superpower. This character counts n results as successes instead of m results.

• 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, if it dealt j, Place this character within i 1 of the defender.
• l Stagger: After this attack is resolved, 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

SpeCial ForCeS

Vibranium WeaponS

blaCk opS Strike

FoCuSed on the kill

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

kill Count

When this character Dazes or KO’s an enemy character, it gains a Kill Count token. While this character 
is attacking, it may reroll 1 die in its attack roll for each Kill Count token it has.

© MARVEL © AMG    Courtney Via
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KILLMONGER 
N’Jadaka

While this character is attacking, during the Calculate Success step of the attack, it may use this 
superpower. This character counts n results as successes instead of m results.

• 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, if it dealt j, Place this character within i 1 of the defender.
• l Stagger: After this attack is resolved, 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

SpeCial ForCeS

Vibranium WeaponS

blaCk opS Strike

FoCuSed on the kill

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

kill Count

When this character Dazes or KO’s an enemy character, it gains a Kill Count token. While this character 
is attacking, it may reroll 1 die in its attack roll for each Kill Count token it has.
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KILLMONGER, USURPER 
N’Jadaka

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.

• 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.
• The defender cannot modify its defense dice during this attack.

• Add dice to the attack roll equal to the number of j this character has.
• The defender cannot modify its defense dice during this attack.

During the Power Phase, choose up to 3 allied characters. Give each chosen character an Herb token. 
When a character with an Herb token attacks, during the Create Attack Dice Pool step, it may spend its 
token to add 1 die to its attack roll. During the Cleanup Phase, remove all Herb tokens from non-Dazed 
characters. A character that has an Herb token removed in this way suffers 1 j and gains 1 g.

Strength of the new generation (affiliation: wakanda)

Pounce

Vibranium weaPonS

coVert armament

k’liluna’S fury

After an attack targeting this character is resolved, it may use this superpower. If the attacker is 
within i 3, this character may make an attack that has a g cost of 0. This superpower can be used 
only once per Turn.

untamed force
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KILLMONGER, USURPER 
N’Jadaka

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.

• 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.
• The defender cannot modify its defense dice during this attack.

• Add dice to the attack roll equal to the number of j this character has.
• The defender cannot modify its defense dice during this attack.

During the Power Phase, choose up to 3 allied characters. Give each chosen character an Herb token. 
When a character with an Herb token attacks, during the Create Attack Dice Pool step, it may spend its 
token to add 1 die to its attack roll. During the Cleanup Phase, remove all Herb tokens from non-Dazed 
characters. A character that has an Herb token removed in this way suffers 1 j and gains 1 g.

Strength of the new generation (affiliation: wakanda)

Pounce

Vibranium weaPonS

coVert armament

k’liluna’S fury

After an attack targeting this character is resolved, it may use this superpower. If the attacker is 
within i 3, this character may make an attack that has a g cost of 0. This superpower can be used 
only once per Turn.

untamed force
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KING BLACK BOLT 
Blackagar Boltagon
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• After each attack is resolved, this character gains 1 g.
• l Push: After each attack is resolved, if the defender is r 3 or less, this character may Push it Away 1.

• After this attack is resolved, this character may Advance 2.
• l Throw: Before j is dealt, this character may Throw the defender 1.

During the next attack action made by this character this Turn, add 2 dice to the attack rolls.
Increase the Volume

sonIc Blast

Wrath of the mIdnIght KIng

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

hIt and run

flIght, ImmunIty [PoIson], Peerless

Inhuman

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

Choose another allied character within i 4. The chosen character Advances 1. This superpower can 
be used only once per Turn.

telePathIc command

antI-graVIton control

When this character would suffer j, reduce the amount of j suffered by 1, to a minimum of 1. 
Additionally, during the Power Phase, this character gains 1 additional g.

Inhuman KIng

At the start of the Activation Phase, you may choose 1 allied character that has the Inhuman c 
superpower. The chosen character removes 1 special condition. 

B4
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KING BLACK BOLT
Blackagar Boltagon • After each attack is resolved, this character gains 1 g.

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

• After this attack is resolved, this character may Advance 2.
• l Throw: Before j is dealt, this character may Throw the defender 1.

During the next attack action made by this character this Turn, add 2 dice to the attack rolls.
Increase the Volume

sonIc Blast

Wrath of the mIdnIght KIng

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

hIt and run

flIght, ImmunIty [PoIson], Peerless

Inhuman

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

Choose another allied character within i 4. The chosen character Advances 1. This superpower can 
be used only once per Turn.

telePathIc command

antI-graVIton control

When this character would suffer j, reduce the amount of j suffered by 1, to a minimum of 1. 
Additionally, during the Power Phase, this character gains 1 additional g.

Inhuman KIng

At the start of the Activation Phase, you may choose 1 allied character that has the Inhuman c 
superpower. The chosen character removes 1 special condition. 
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KING T’CHALLA 
T’Challa • After this attack is resolved, this character gains g equal to the j dealt.

• If the defender is within i 2 of this character, this character may reroll up to 2 of its attack dice. If it is not 
and the defender is r 3 or less, after the attack is resolved, Push it Toward this character 1.

• l Throw: After this attack is resolved, if the defender is r 3 or less, this character may Throw it 2.
• After this attack is resolved, this character may Advance 2.

Once per Turn, when an allied character Pushes an enemy character, if that character contacts a terrain 
feature during the Push, it suffers 1 j.

Strength of the AnceStorS (AffiliAtion: WAkAndA)

VibrAnium SpeAr

the pAnther’S fury

After an attack targeting this character is resolved, if the attacker is within i 3 of this character, this 
character may use this superpower. This character rolls 4 dice. For each p and l in the result, the 
attacker suffers 1 j. 

royAl rebuke

Place this character within i 2 of its current position. During the next Vibranium Spear attack this 
character makes this Activation, it may reroll up to 2 of its attack dice. This superpower can be used 
only once per Turn.

bound

defender of WAkAndA

The first time each Turn that another allied character is dealt j by an enemy effect, after the effect is 
resolved, this character gains 1 g.
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KING T’CHALLA 
T’Challa • After this attack is resolved, this character gains g equal to the j dealt.

• If the defender is within i 2 of this character, this character may reroll up to 2 of its attack dice. If it is not 
and the defender is r 3 or less, after the attack is resolved, Push it Toward this character 1.

• l Throw: After this attack is resolved, if the defender is r 3 or less, this character may Throw it 2.
• After this attack is resolved, this character may Advance 2.

Once per Turn, when an allied character Pushes an enemy character, if that character contacts a terrain 
feature during the Push, it suffers 1 j.

Strength of the AnceStorS (AffiliAtion: WAkAndA)

VibrAnium SpeAr

the pAnther’S fury

After an attack targeting this character is resolved, if the attacker is within i 3 of this character, this 
character may use this superpower. This character rolls 4 dice. For each p and l in the result, the 
attacker suffers 1 j. 

royAl rebuke

Place this character within i 2 of its current position. During the next Vibranium Spear attack this 
character makes this Activation, it may reroll up to 2 of its attack dice. This superpower can be used 
only once per Turn.

bound

defender of WAkAndA

The first time each Turn that another allied character is dealt j by an enemy effect, after the effect is 
resolved, this character gains 1 g.
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Wilson Fisk
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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.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.

Once per Turn, at any time during an allied character’s Activation, it may spend 2 g to use this k 
Ability. Move 1 Asset or Civilian token being held by the active character to another allied character 
within i 3. A character cannot hold more tokens than allowed by the Crisis due to this k Ability.
Additionally, each Healthy non-Grunt allied character Contesting a Secure objective token counts 
as 2 Healthy characters when determining who is Securing the objective token.

IllIcIt Network (AffIlIAtIoN: crImINAl SyNdIcAte)

Street-level NegotIAtIoNS

HeAdbutt

cANe lASer

HAIl to tHe kINg

SolId frAme

• This attack ignores LOS, and the defender does not benefit from Cover.

• Before j is dealt, if the defender is r 3 or less, this character may Throw it 1. 
• After this attack is resolved, the defender gains the Stagger special condition.

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.

INteNSe PHySIcAl coNdItIoNINg

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

This character does not suffer j from collisions with other characters.
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KINGPIN 
Wilson Fisk
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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.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.

Once per Turn, at any time during an allied character’s Activation, it may spend 2 g to use this k 
Ability. Move 1 Asset or Civilian token being held by the active character to another allied character 
within i 3. A character cannot hold more tokens than allowed by the Crisis due to this k Ability.
Additionally, each Healthy non-Grunt allied character Contesting a Secure objective token counts 
as 2 Healthy characters when determining who is Securing the objective token.

IllIcIt Network (AffIlIAtIoN: crImINAl SyNdIcAte)

Street-level NegotIAtIoNS

HeAdbutt

cANe lASer

HAIl to tHe kINg

SolId frAme

• This attack ignores LOS, and the defender does not benefit from Cover.

• Before j is dealt, if the defender is r 3 or less, this character may Throw it 1. 
• After this attack is resolved, the defender gains the Stagger special condition.

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.

INteNSe PHySIcAl coNdItIoNINg

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

This character does not suffer j from collisions with other characters.
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KLAW 
Ulysses Klaw

When an enemy character ends its Activation within i 3 of this character, it may use this superpower. 
This character may Push the enemy character Away 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Suppressive: Before j is dealt, for each l in the attack roll, the defender loses 1 g.
• p l Stun: Before j is dealt, the defender suffers the Stun special condition.

• After the Range Tool is placed for this attack, destroy all r 2 or smaller interactive terrain  
features it overlaps.

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

This character removes up to 2 j from itself. This superpower can be used only once per Turn.

When this character is targeted by an enemy d or f attack or makes a Dodge roll, after the effect is 
resolved, it gains 1 g.
Additionally, this character cannot be Pushed or Advanced by effects of f attacks or enemy superpowers.

When an allied character is Dazed or KO’d, after the effect is resolved, Klaw may Advance 1. 

Reconstitute FoRm

soundwave BaRRieR

sonic Blast

sonic shockwave

aBsoRB viBRations

immunity [Bleed, incineRate, Poison, shock]

Black maRket entRePReneuR (aFFiliation: cRiminal syndicate)
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KLAW 
Ulysses Klaw

When an enemy character ends its Activation within i 3 of this character, it may use this superpower. 
This character may Push the enemy character Away 1.

• After this attack is resolved, this character gains g equal to the j dealt.
• l Suppressive: Before j is dealt, for each l in the attack roll, the defender loses 1 g.
• p l Stun: Before j is dealt, the defender suffers the Stun special condition.

• After the Range Tool is placed for this attack, destroy all r 2 or smaller interactive terrain  
features it overlaps.

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

This character removes up to 2 j from itself. This superpower can be used only once per Turn.

When this character is targeted by an enemy d or f attack or makes a Dodge roll, after the effect is 
resolved, it gains 1 g.
Additionally, this character cannot be Pushed or Advanced by effects of f attacks or enemy superpowers.

When an allied character is Dazed or KO’d, after the effect is resolved, Klaw may Advance 1. 

Reconstitute FoRm

soundwave BaRRieR

sonic Blast

sonic shockwave

aBsoRB viBRations

immunity [Bleed, incineRate, Poison, shock]

Black maRket entRePReneuR (aFFiliation: cRiminal syndicate)
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KRAVEN THE HUNTER 
Sergei Nikolaevich Kravinoff

Choose an enemy character. Allied characters roll 1 additional attack die when attacking the chosen 
character this Round.

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

• After this attack is resolved, this character gains 1 g.
• After this attack is resolved, the defender gains the Bleed 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.
• If this character has already attacked the defender during its Activation this Turn with a Kukri Strike 

attack, 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 2.

Choose an enemy character within i 3 of this character. Until the end of its next Activation, each time 
the chosen character Advances or Climbs, it suffers 1 j. If the chosen character has the Wall Crawler 
c superpower, it loses the Wall Crawler c superpower until the end of its next Activation. 

Corner the Beast

expert traCker

kukri strike

spear thrust

elixir of Calypso
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KRAVEN THE HUNTER 
Sergei Nikolaevich Kravinoff

Choose an enemy character. Allied characters roll 1 additional attack die when attacking the chosen 
character this Round.

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

• After this attack is resolved, this character gains 1 g.
• After this attack is resolved, the defender gains the Bleed 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.
• If this character has already attacked the defender during its Activation this Turn with a Kukri Strike 

attack, 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 2.

Choose an enemy character within i 3 of this character. Until the end of its next Activation, each time 
the chosen character Advances or Climbs, it suffers 1 j. If the chosen character has the Wall Crawler 
c superpower, it loses the Wall Crawler c superpower until the end of its next Activation. 

Corner the Beast

expert traCker

kukri strike

spear thrust

elixir of Calypso
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LADY MASTERMIND 
Regan Wyngarde

e 5 5 0
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• After this attack is resolved, this character gains 1 g. 
• If this attack would deal 1 or more j, it deals 1 j instead.
• Mind Over Matter: Before j is dealt, this character may remove 2 special conditions from the defender. If 

it does, the defender suffers 2 j.
• l Psychosomatic Effects: After this attack is resolved, for each l in the attack roll, the defender gains 1 of 

the following special conditions: Bleed, Poison, Shock, or Incinerate.

• l Puppeteer: After each attack is resolved, this character may Advance the defender 1.

This character may spend any amount of g to use this superpower. Choose an enemy character 
within i 5 of this character that has a e Defense equal to or less than the amount of g spent to 
use this superpower. Then this character may make an attack targeting a different enemy character 
with a i, h, and type equal to 1 of the chosen character’s attacks that has a g cost of 0. i and 
LOS are measured from the chosen enemy character instead of Lady Mastermind during this attack. 
This superpower can be used only once per Turn. 

Your realitY is Whatever i Want it to Be

DeaDlY illusions

Mass hallucinations

Brain Fog

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

Mental lock

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.

trY a little harDer next tiMe

When an enemy character within i 3 of this character rolls 1 or more o in any roll, after the effect is 
resolved, this character gains 1 g. 

A2
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• After this attack is resolved, this character gains 1 g. 
• If this attack would deal 1 or more j, it deals 1 j instead.
• Mind Over Matter: Before j is dealt, this character may remove 2 special conditions from the defender. If 

it does, the defender suffers 2 j.
• l Psychosomatic Effects: After this attack is resolved, for each l in the attack roll, the defender gains 1 of 

the following special conditions: Bleed, Poison, Shock, or Incinerate.

• l Puppeteer: After each attack is resolved, this character may Advance the defender 1.

This character may spend any amount of g to use this superpower. Choose an enemy character 
within i 5 of this character that has a e Defense equal to or less than the amount of g spent to 
use this superpower. Then this character may make an attack targeting a different enemy character 
with a i, h, and type equal to 1 of the chosen character’s attacks that has a g cost of 0. i and 
LOS are measured from the chosen enemy character instead of Lady Mastermind during this attack. 
This superpower can be used only once per Turn. 

Your realitY is Whatever i Want it to Be

DeaDlY illusions

Mass hallucinations

Brain Fog

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

Mental lock

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.

trY a little harDer next tiMe

When an enemy character within i 3 of this character rolls 1 or more o in any roll, after the effect is 
resolved, this character gains 1 g. 

LADY MASTERMIND 
Regan Wyngarde

A2
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LADY SIF 
Sif • After this attack is resolved, this character gains g equal to the j dealt.

• l Push: After this attack is resolved, if the defender is r 3 or less, this character may Push it 1.
• p l Follow-Up: After this attack is resolved, this character may Advance 1 Toward the defender.

• p m Mighty Bash: After this attack is resolved, if the defender is r 3 or less, Throw it 2. Then this 
character Advances 1.

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

Charge

Warrior Born

Warrior Forged

Battle-tested

When this character is targeted by a d attack or targets a character with a d attack, it may use 
this superpower. If the enemy character is within i 2, this character may reroll any number of its 
attack or defense dice.

Master sWordsWoMan

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

asgardian

During the Power Phase, this character gains 1 additional g. 
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LADY SIF 
Sif • After this attack is resolved, this character gains g equal to the j dealt.

• l Push: After this attack is resolved, if the defender is r 3 or less, this character may Push it 1.
• p l Follow-Up: After this attack is resolved, this character may Advance 1 Toward the defender.

• p m Mighty Bash: After this attack is resolved, if the defender is r 3 or less, Throw it 2. Then this 
character Advances 1.

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

Charge

Warrior Born

Warrior Forged

Battle-tested

When this character is targeted by a d attack or targets a character with a d attack, it may use 
this superpower. If the enemy character is within i 2, this character may reroll any number of its 
attack or defense dice.

Master sWordsWoMan

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

asgardian

During the Power Phase, this character gains 1 additional g. 
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LIZARD
Curtis Connors •  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.

• After this attack is resolved, if it dealt j, the defender gains the Bleed and Slow special conditions.

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 j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.

Biochemical Breakthrough

tail Whip

cold-Blooded

thick hide

healing Factor [1], Wall craWler
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LIZARD
Curtis Connors •  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.

• After this attack is resolved, if it dealt j, the defender gains the Bleed and Slow special conditions.

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 j from an enemy effect, reduce the amount suffered by 1, to a 
minimum of 1.

Biochemical Breakthrough

tail Whip

cold-Blooded

thick hide

healing Factor [1], Wall craWler

©
 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

3 S

333

6

d 2 4 0

3

3

a

a

2a

c

c

c

LOCKJAW 
Lockjaw

Action: 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.

• 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.

Choose an enemy character. Allied characters roll 1 additional attack die when targeting the chosen 
character with attacks this Round.

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

At the start of each of this character’s Activations, if there is another allied character within i 2 of it, 
this character gains 3 g.

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

Inter-DImensIonal BlooDhounD

DroP It!

telePort

BIte

Inhuman

Who’s a GooD Boy?

ImmunIty [PoIson]
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LOCKJAW 
Lockjaw

Action: 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.

• 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.

Choose an enemy character. Allied characters roll 1 additional attack die when targeting the chosen 
character with attacks this Round.

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

At the start of each of this character’s Activations, if there is another allied character within i 2 of it, 
this character gains 3 g.

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

Inter-DImensIonal BlooDhounD

DroP It!

telePort

BIte

Inhuman

Who’s a GooD Boy?

ImmunIty [PoIson]
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LOGAN, THE WOLVERINE
James Logan Howlett

Action: This character immediately makes an X-Slash attack action. After the attack is resolved, if the 
defender is r 3 or less, this character may Throw it 1. This superpower may be used only once per Turn.

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

What I Do Isn’t Very nIce

X-slash

aDamantIum skeleton

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

• After all attacks generated by this attack have been resolved, Place this character within i 1 of the last 
character targeted by this attack.

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

tornaDo claW

Get out of my heaD!

on the hunt

When this character makes an attack, if there are no allied characters within i 3 of it, this character 
may reroll up to 2 of its attack dice. 

healInG factor [2], ImmunIty [stun]

The first time this character is damaged by an enemy e attack each turn, after the attack is resolved, other 
allied characters within i 3 of this character suffer 1 j. Characters that suffer j this way gain 1 g.
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LOGAN, THE WOLVERINE
James Logan Howlett

Action: This character immediately makes an X-Slash attack action. After the attack is resolved, if the 
defender is r 3 or less, this character may Throw it 1. This superpower may be used only once per Turn.

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

What I Do Isn’t Very nIce

X-slash

aDamantIum skeleton

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

• After all attacks generated by this attack have been resolved, Place this character within i 1 of the last 
character targeted by this attack.

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

tornaDo claW

Get out of my heaD!

on the hunt

When this character makes an attack, if there are no allied characters within i 3 of it, this character 
may reroll up to 2 of its attack dice. 

healInG factor [2], ImmunIty [stun]

The first time this character is damaged by an enemy e attack each turn, after the attack is resolved, other 
allied characters within i 3 of this character suffer 1 j. Characters that suffer j this way gain 1 g.
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GOD OF mIschIeF

While within i 4 of this character, enemy characters must spend 1 g before using an a or b 
superpower. Additionally, while within i 4 of this character, enemy characters do not roll 
additional dice for p results.
Gem Bearer [mInD, space]

LOKI, GOD OF MISCHIEF
Loki Laufeyson

d 2 5 0

B3 4 0

4 6 3

2b
3b

f
e

c

When this character is targeted by an attack, it may use this superpower. This character makes a 1 
Advance. If at the end of the Advance this character 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, the 
attacker 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.

• After each attack is resolved, if it dealt j, the defender gains the Slow special condition.

• l l Mesmerize: After this attack is resolved, this character may advance the defender its s. After the 
Advance is resolved, all other characters within i 2 of the defender suffer 1 j.

Before rolling attack or defense dice, this character may use this superpower. During this attack, this 
character adds Blanks in its attack or defense roll to its total successes.

I am a GOD!

TrIcksTer

sTrIke

FrOsT BlasT

IllusIOns

asGarDIan

During the Power Phase, this character gains 1 additional g.
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LOKI, GOD OF MISCHIEF
Loki Laufeyson

When this character is targeted by an attack, it may use this superpower. This character makes a 1 
Advance. If at the end of the Advance this character 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, the 
attacker 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.

• After each attack is resolved, if it dealt j, the defender gains the Slow special condition.

• l l Mesmerize: After this attack is resolved, this character may advance the defender its s. After the 
Advance is resolved, all other characters within i 2 of the defender suffer 1 j.

Before rolling attack or defense dice, this character may use this superpower. During this attack, this 
character adds Blanks in its attack or defense roll to its total successes.

I am a GOD!

TrIcksTer

sTrIke

FrOsT BlasT

IllusIOns

asGarDIan

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

While within i 4 of this character, enemy characters must spend 1 g before using an a or b 
superpower.

Gem Bearer [mInD, space]
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LOKI, PRINCE OF LIES 
Loki Laufeyson

After an attack targeting this character or an allied character within i 3, or after an attack made by 
this character is resolved, it may use this superpower. If the enemy character’s roll contains any o 
results, that character suffers 1 j.

• After this attack is resolved, this character gains g equal to the j dealt.
• p l Bamboozle: After the attack is resolved, this character may Advance the defender 1.  Then the 

defender gains the Root special condition.

• After each attack is resolved, if that attack dealt j, this character Advances the defender 1.
• Allied characters in i of this attack do not suffer j from it.

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

Go Forth!

oh My, What a Pity

MischieFs and MaGicks

clever Ploy

asGardian

i coMe BearinG GiFts (aFFiliation: asGard)
While another 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 and this character gains 1 g.

oh My, What a Pity

asGardian

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

asGardianthis isn’t MischieF, this is MayheM

When attacking or defending, this character adds o results in the enemy character’s roll to its total successes.
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LOKI, PRINCE OF LIES 
Loki Laufeyson

After an attack targeting this character or an allied character within i 3, or after an attack made by 
this character is resolved, it may use this superpower. If the enemy character’s roll contains any o 
results, that character suffers 1 j.

• After this attack is resolved, this character gains g equal to the j dealt.
• p l Bamboozle: After the attack is resolved, this character may Advance the defender 1.  Then the 

defender gains the Root special condition.

• After each attack is resolved, if that attack dealt j, this character Advances the defender 1.
• Allied characters in i of this attack do not suffer j from it.

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

Go Forth!

oh My, What a Pity

MischieFs and MaGicks

clever Ploy

asGardian

i coMe BearinG GiFts (aFFiliation: asGard)
While another 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 and this character gains 1 g.

oh My, What a Pity

asGardian

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

asGardianthis isn’t MischieF, this is MayheM

When attacking or defending, this character adds o results in the enemy character’s roll to its total successes.
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Luke Cage
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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.

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

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

• After this attack is resolved, the defender gains the Slow and Stun special conditions.
• l Throw: After this attack is resolved, if the defender is r 3 or less, it may be Thrown 1.

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

Street Fighter

too DangerouS to ignore

Power Man Punch

Sweet chriStMaS

unbreakable Skin

iMMunity [bleeD]
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LUKE CAGE 
Luke Cage
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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.

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

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

• After this attack is resolved, the defender gains the Slow and Stun special conditions.
• l Throw: After this attack is resolved, if the defender is r 3 or less, it may be Thrown 1.

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

Street Fighter

too DangerouS to ignore

Power Man Punch

Sweet chriStMaS

unbreakable Skin

iMMunity [bleeD]
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MAGIK 
Illyana Rasputin

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

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

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

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

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

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

Limbo Step

boLtS of oShtur

DarkchyLDe

SouLSworD

Scrying mirrorS of Limbo

immunity [incinerate]
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MAGIK 
Illyana Rasputin

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

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

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

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

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

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

Limbo Step

boLtS of oShtur

DarkchyLDe

SouLSworD

Scrying mirrorS of Limbo

immunity [incinerate]

©
 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

6

2 S

644

8

d

d

3 6

7

0

5

2a

k

2b

c

c

4

When this character would be Advanced, Pushed, or Thrown, it may use this superpower. This character is 
not Advanced, Pushed, or Thrown.

During the Power Phase, if there are fewer than 2 allied Metal Construct terrain features in play, Place 1 
allied Metal Construct terrain feature within i 3 of this character. It is a r 2 interactive terrain feature. 
Additionally, during the Power Phase, this character gains 1 g for each allied Metal Construct in play.

• After this attack is resolved, this character gains g equal to the j dealt. 
• If the defender is within i 2 of this character during the Modify Dice step, this character may reroll any 

number of its attack dice; if it is not, after the attack is resolved, Push the defender 1.

• When creating the dice pool for this attack, this character destroys all interactive terrain features of r 3 or less 
within i 2 of the defender. Choose up to 1 terrain feature destroyed in this way. Add dice to the attack roll 
equal to r of the chosen terrain feature. Add an additional dice to the attack roll for each other terrain feature 
destroyed in this way.

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

Choose an interactive terrain feature of r 4 or less within i 3 and Throw it 3. Before using this 
superpower, this character must pay 1 g for each time it has already been used this Turn.

When a terrain feature is destroyed, after the effect is resolved, choose a number of allied characters 
equal to or less than the terrain feature’s r. Each chosen character gains 1 g. A character may gain 
only 1 g as a result of this Leadership ability per Turn.
Fatal attraction

From the ruins . . . (aFFiliation: Brotherhood oF mutants)

Polarity shielding

reverse Polarity

magnetic crush

master oF magnetism 

Flight, immunity [shock], Peerless

MAGNETO 
Max Eisenhardt
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When this character would be Advanced, Pushed, or Thrown, it may use this superpower. This character is 
not Advanced, Pushed, or Thrown.

During the Power Phase, if there are fewer than 2 allied Metal Construct terrain features in play, Place 1 
allied Metal Construct terrain feature within i 3 of this character. It is a r 2 interactive terrain feature. 
Additionally, during the Power Phase, this character gains 1 g for each allied Metal Construct in play.

• After this attack is resolved, this character gains g equal to the j dealt. 
• If the defender is within i 2 of this character during the Modify Dice step, this character may reroll any 

number of its attack dice; if it is not, after the attack is resolved, Push the defender 1.

• When creating the dice pool for this attack, this character destroys all interactive terrain features of r 3 or less 
within i 2 of the defender. Choose up to 1 terrain feature destroyed in this way. Add dice to the attack roll 
equal to r of the chosen terrain feature. Add an additional dice to the attack roll for each other terrain feature 
destroyed in this way.

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

Choose an interactive terrain feature of r 4 or less within i 3 and Throw it 3. Before using this 
superpower, this character must pay 1 g for each time it has already been used this Turn.

When a terrain feature is destroyed, after the effect is resolved, choose a number of allied characters 
equal to or less than the terrain feature’s r. Each chosen character gains 1 g. A character may gain 
only 1 g as a result of this Leadership ability per Turn.
Fatal attraction

From the ruins . . . (aFFiliation: Brotherhood oF mutants)

Polarity shielding

reverse Polarity

magnetic crush

master oF magnetism 

Flight, immunity [shock], Peerless

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

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

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

Action: This character immediately makes a move action followed by a Blade of Midnight attack. 
After that attack is resolved, If it dealt j and the defender is r 3 or less, this character may Throw the 
defender 1. This superpower can be used only once per Turn.

Ferocity

cloak oF ShadowS

Blade oF Midnight

Blood Boil

Flight, iMMunity [hex, Stun], PeerleSS

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

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

Butcher oF thorS

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

conqueror oF the ten realMS

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

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

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

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

Action: This character immediately makes a move action followed by a Blade of Midnight attack. 
After that attack is resolved, If it dealt j and the defender is r 3 or less, this character may Throw the 
defender 1. This superpower can be used only once per Turn.

Ferocity

cloak oF ShadowS

Blade oF Midnight

Blood Boil

Flight, iMMunity [hex, Stun], PeerleSS

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

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

Butcher oF thorS

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

conqueror oF the ten realMS

During the Power Phase, this character gains 1 additional g.
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MAN-THING 
Theodore Sallis
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• After this attack is resolved, this character gains g equal to the j dealt.
• l m Reel In: After this attack is resolved, if the defender is r 3 or less, This character may Push the 

defender Toward this character 1.

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

Lashing TendriLs

emoTionaL agiTaTion

aLL Who KnoW Fear Burn aT The man-Thing’s Touch 
After an attack made by this character is resolved or after an attack targeting this character is resolved, 
if j was dealt and the enemy character is within i 2 of this character, the enemy character gains 
the Incinerate special condition.

heaLing FacTor [2], immuniTy [hex, sTun]

moss and mud and sWamp 
When this character is defending, enemy characters do not roll additional dice for p results in their 
attack rolls.

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

guardian oF The nexus oF aLL reaLiTies 
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MAN-THING  
Theodore Sallis
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• After this attack is resolved, this character gains g equal to the j dealt.
• l m Reel In: After this attack is resolved, if the defender is r 3 or less, This character may Push the 

defender Toward this character 1.

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

Lashing TendriLs

emoTionaL agiTaTion

aLL Who KnoW Fear Burn aT The man-Thing’s Touch 
After an attack made by this character is resolved or after an attack targeting this character is resolved, 
if j was dealt and the enemy character is within i 2 of this character, the enemy character gains 
the Incinerate special condition.

heaLing FacTor [2], immuniTy [hex, sTun]

moss and mud and sWamp 
When this character is defending, enemy characters do not roll additional dice for p results in their 
attack rolls.

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

guardian oF The nexus oF aLL reaLiTies 
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MAVERICK 
Christoph Nord

When an enemy character within i 3 would remove j from itself, this character may use this 
superpower. The enemy character does not remove any j.

• After this attack is resolved, this character gains 1 g. 
• m Rapid Fire: After this attack is resolved, this character may make an additional Plasma Blasters attack. 

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

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

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

anti-Healing FactoR coRRosive

Plasma BlasteRs

adamantium KniFe

agent ZeRo

aBilities

anti-Healing FactoR coRRosive

Kinetic eneRgy aBsoRPtion

When this character is dealt j by a d attack, after the attack is resolved, if it is not Dazed, it gains  
1 g and may Advance 1.

aBilitiesHealing FactoR [1]
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MAVERICK 
Christoph Nord

When an enemy character within i 3 would remove j from itself, this character may use this 
superpower. The enemy character does not remove any j.

• After this attack is resolved, this character gains 1 g. 
• m Rapid Fire: After this attack is resolved, this character may make an additional Plasma Blasters attack. 

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

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

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

anti-Healing FactoR coRRosive

Plasma BlasteRs

adamantium KniFe

agent ZeRo

aBilities

anti-Healing FactoR coRRosive

Kinetic eneRgy aBsoRPtion

When this character is dealt j by a d attack, after the attack is resolved, if it is not Dazed, it gains  
1 g and may Advance 1.

aBilitiesHealing FactoR [1]
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MAXIMUS THE MAD 
Maximus Boltagon
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• After this attack is resolved, this character gains g equal to the j dealt. 
• l Suppressive: After this attack is resolved, the defender loses 1 g for each l in the attack roll.

• The defender cannot add additional dice to its defense roll or modify its defense dice.
• l Stagger: After this attack is resolved, the defender gains the Stagger special condition.

Choose a character within i 3 that has an Activated token. Advance the chosen character 1. This 
superpower can be used only once per Turn.

DiD You Forget WhY You’re here?

Brain Freeze

neuro-annihilation

When an enemy character within i 3 of this character makes an attack, during the Modify Dice step, 
this character may use this superpower. This character rerolls 2 of the attacker’s dice.

it’s MaDness, MY Favorite KinD

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

Call Me MaxiMus the MagniFiCent! (aFFiliation: inhuMans)
The first time each Turn an allied character attacks or defends, during the Modify Dice step, it must 
use this k ability. Reroll 1 of its attack or defense dice. If the rerolled result is a o, after the attack 
is resolved, your opponent Places the allied character within i 1 of its current position and this 
character gains 1 g.

iMMunitY [Poison]©
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MAXIMUS THE MAD 
Maximus Boltagon • After this attack is resolved, this character gains g equal to the j dealt. 

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

• The defender cannot add additional dice to its defense roll or modify its defense dice.
• l Stagger: After this attack is resolved, the defender gains the Stagger special condition.

Choose a character within i 3 that has an Activated token. Advance the chosen character 1. This 
superpower can be used only once per Turn.

DiD You Forget WhY You’re here?

Brain Freeze

neuro-annihilation

When an enemy character within i 3 of this character makes an attack, during the Modify Dice step, 
this character may use this superpower. This character rerolls 2 of the attacker’s dice.

it’s MaDness, MY Favorite KinD

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

Call Me MaxiMus the MagniFiCent! (aFFiliation: inhuMans)
The first time each Turn an allied character attacks or defends, during the Modify Dice step, it must 
use this k ability. Reroll 1 of its attack or defense dice. If the rerolled result is a o, after the attack 
is resolved, your opponent Places the allied character within i 1 of its current position and this 
character gains 1 g.

iMMunitY [Poison]©
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M’BAKU 
M’BAKU

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

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

• Before j is dealt, if the defender is r 4 or less, this character may Throw it 2.
• l m Avalanche: After this attack is resolved, this character may Advance 1. It may then make a 

Knobkerrie attack targeting a different enemy character.

Once per Turn, when an allied character is Contesting an objective token and would be Pushed or Placed by 
an enemy effect, roll a die. If the result is a p, l, or n, the character is not Pushed or Placed. 
Additionally, once per Turn, when an allied character makes an attack, if there are 1 or more l results 
in its attack roll, it may change 1 of its dice to a m.

Blessed By Ghekre (AffiliAtion: WAkAndA)

strenGth of the White GorillA

knoBkerrie

WrAth of the JABAri

immunity [stun]

This character cannot be Pushed or Advanced by the special effects of d or f attacks from characters 
of r 3 or less.

ChieftAin of the JABAri

This character does not suffer j from collisions with other characters.
solid frAme
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M’BAKU 
M’BAKU

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

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

• Before j is dealt, if the defender is r 4 or less, this character may Throw it 2.
• l m Avalanche: After this attack is resolved, this character may Advance 1. It may then make a 

Knobkerrie attack targeting a different enemy character.

Once per Turn, when an allied character is Contesting an objective token and would be Pushed or Placed by 
an enemy effect, roll a die. If the result is a p, l, or n, the character is not Pushed or Placed. 
Additionally, once per Turn, when an allied character makes an attack, if there are 1 or more l results 
in its attack roll, it may change 1 of its dice to a m.

Blessed By Ghekre (AffiliAtion: WAkAndA)

strenGth of the White GorillA

knoBkerrie

WrAth of the JABAri

immunity [stun]

This character cannot be Pushed or Advanced by the special effects of d or f attacks from characters 
of r 3 or less.

ChieftAin of the JABAri

This character does not suffer j from collisions with other characters.
solid frAme
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MEDUSA 
Medusalith Amaquelin-Boltagon

Choose another allied character within i 2. Place this character within i 1 of the chosen character 
or Place the chosen character within i 1 of this character. A character can be Placed by this 
superpower 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 1.
• p l Flurry: After this attack is resolved, this character may make a Braid Bash attack. This additional 

attack does not have the Flurry special rule.

• Before j is dealt, if the defender is r 3 or less, Place it within i 1 of this character.
• l Bleed: After each attack is resolved, the defender gains the Bleed special condition.

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

Hair Flip

royal Decree

BraiD BasH

split enDs

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

When Advancing or Climbing, enemy characters cannot Place the movement tool overlapping 
this character’s base. Additionally, enemy characters cannot modify attack dice when targeting this 
character with attacks.

inHuman

living stranDs

immunity [poison]

A2
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MEDUSA 
Medusalith Amaquelin-Boltagon

Choose another allied character within i 2. Place this character within i 1 of the chosen character 
or Place the chosen character within i 1 of this character. A character can be Placed by this 
superpower 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 1.
• p l Flurry: After this attack is resolved, this character may make a Braid Bash attack. This additional 

attack does not have the Flurry special rule.

• Before j is dealt, if the defender is r 3 or less, Place it within i 1 of this character.
• l Bleed: After each attack is resolved, the defender gains the Bleed special condition.

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

Hair Flip

royal Decree

BraiD BasH

split enDs

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

When Advancing or Climbing, enemy characters cannot Place the movement tool overlapping 
this character’s base. Additionally, enemy characters cannot modify attack dice when targeting this 
character with attacks.

inHuman

living stranDs

immunity [poison]

A2
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• After this attack is resolved, this character gains 1 g.
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.

• After this attack is resolved, if j was dealt, this character gains 1 Devil’s Deal token.
• If this attack would deal 1 or more j, it deals 1 j instead.

Choose an enemy character within i 3 of this character. Spend 1 Devil’s Deal token. If you do, roll 5 dice. 
For each l rolled, the chosen character loses 1 g and this character gains 1 g. Then for each m rolled, 
the chosen character suffers 1 j. A character can be affected by this superpower only once per Round.

Devil’s Due

Hellfire lasH

infernal Bargain

Choose an enemy character within i 3. Place this character within i 1 of it. Then this character makes 
an Infernal Bargain attack targeting that character. This superpower can be used only once per Turn.

How Can i Be of serviCe?

immunity [inCinerate, Poison], Peerless

DemoniC ContraCt

This character may have a maximum of 3 Devil’s Deal tokens at any time and begins the game with 1 Devil’s 
Deal token. During the Power Phase, this character gains 1 additional g for each Devil’s Deal token it has.

• For each Devil’s Deal token this character has, add 1 die to its attack rolls for this attack.
• After each attack is resolved, the defender gains the Incinerate special condition.

termination Clause

When this character is targeted by an attack, it may use this superpower. Spend 1 Devil’s Deal token. If you 
do, choose another allied character within i 3 and Place it within i 1 of this character. Then the chosen 
character becomes the new target of the attack regardless of i and LOS.

meet my assoCiate

B4

MEPHISTO, LORD OF TEMPTATION
Mephisto
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• After this attack is resolved, this character gains 1 g.
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.

• After this attack is resolved, if j was dealt, this character gains 1 Devil’s Deal token.
• If this attack would deal 1 or more j, it deals 1 j instead.

Choose an enemy character within i 3 of this character. Spend 1 Devil’s Deal token. If you do, roll 5 dice. 
For each l rolled, the chosen character loses 1 g and this character gains 1 g. Then for each m rolled, 
the chosen character suffers 1 j. A character can be affected by this superpower only once per Round.

Devil’s Due

Hellfire lasH

infernal Bargain

Choose an enemy character within i 3. Place this character within i 1 of it. Then this character makes 
an Infernal Bargain attack targeting that character. This superpower can be used only once per Turn.

How Can i Be of serviCe?

immunity [inCinerate, Poison], Peerless

DemoniC ContraCt

This character may have a maximum of 3 Devil’s Deal tokens at any time and begins the game with 1 Devil’s 
Deal token. During the Power Phase, this character gains 1 additional g for each Devil’s Deal token it has.

• For each Devil’s Deal token this character has, add 1 die to its attack rolls for this attack.
• After each attack is resolved, the defender gains the Incinerate special condition.

termination Clause

When this character is targeted by an attack, it may use this superpower. Spend 1 Devil’s Deal token. If you 
do, choose another allied character within i 3 and Place it within i 1 of this character. Then the chosen 
character becomes the new target of the attack regardless of i and LOS.

meet my assoCiate

B4

MEPHISTO, LORD OF TEMPTATION 
Mephisto
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B4MISTER SINISTER 
Nathaniel Essex

Choose an enemy character within i 3 of this character and remove 1 Genetic Sample token from this 
character. If you do, the chosen character gains the Root special condition.

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

If this character would suffer j, it may use this superpower. Remove any number of Genetic Sample 
tokens from this character. Reduce the amount of j suffered by 1 for each Genetic Sample removed.

This character starts the Game with 1 Genetic Sample token and may have a maximum of 3 Genetic 
Sample tokens at any time. Additionally, whenever this character rolls dice, after the effect is resolved, it 
gains 1 g if it rolled at least 1 p . 

• When creating the dice pool for each attack, this character may remove 1 Genetic Sample token from itself. If 
it does, add 2 dice to that attack roll.

• plm Genetic Burst: After each attack is resolved, this character gains 1 Genetic Sample token and 
each enemy character within i of this attack suffers 1 j.

• After all attacks generated by this attack have been resolved, this character gains 1 g and  
1 Genetic Sample token.

Remove any number of Genetic Sample tokens from this character. Remove 1 special condition from 
this character for each Genetic Sample token removed. This superpower can be used only once per Turn.

EnginEErEd PErfEction

gEnEtic nEgation

Such fun LittLE PLaythingS

MoLEcuLar rEgEnEration

rEcoMbinant diSintEgration

gEnEtic SPLicing

dna databaSE

fLight©
 M

AR
VE

L ©
 A

M
G 

 
  T

yl
er

 W
al

po
le

6 5

5 0

0a
1

2

0

a

a
b

e

e

c

c

4

3 M

433

7

MISTER SINISTER 
Nathaniel Essex

Choose an enemy character within i 3 of this character and remove 1 Genetic Sample token from this 
character. If you do, the chosen character gains the Root special condition.

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

If this character would suffer j, it may use this superpower. Remove any number of Genetic Sample 
tokens from this character. Reduce the amount of j suffered by 1 for each Genetic Sample removed.

This character starts the Game with 1 Genetic Sample token and may have a maximum of 3 Genetic 
Sample tokens at any time. Additionally, whenever this character rolls dice, after the effect is resolved, it 
gains 1 g if it rolled at least 1 p . 

• When creating the dice pool for each attack, this character may remove 1 Genetic Sample token from itself. If 
it does, add 2 dice to that attack roll.

• plm Genetic Burst: After each attack is resolved, this character gains 1 Genetic Sample token and 
each enemy character within i of this attack suffers 1 j.

• After all attacks generated by this attack have been resolved, this character gains 1 g and  
1 Genetic Sample token.

Remove any number of Genetic Sample tokens from this character. Remove 1 special condition from 
this character for each Genetic Sample token removed. This superpower can be used only once per Turn.

EnginEErEd PErfEction

gEnEtic nEgation

Such fun LittLE PLaythingS

MoLEcuLar rEgEnEration

rEcoMbinant diSintEgration

gEnEtic SPLicing

dna databaSE

fLight
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M.O.D.O.K. 
George Tarleton

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

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

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

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

• 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.

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

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

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

peA-BrAin! M.o.D.o.K.’s Genius is infinite!

DooMsDAy chAir

psionic BlAst
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M.O.D.O.K. 
George Tarleton

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

When defending against an attack, this character changes l results in the attack roll to Blanks.

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

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

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

• 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.

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

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

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

peA-BrAin! M.o.D.o.K.’s Genius is infinite!

DooMsDAy chAir

psionic BlAst

psionic force fielD
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M.O.D.O.K. SCIENTIST SUPREME 
George Tarleton

While this character is attacking, during the Modify Dice step, if there is another allied character 
within i 3 of it, this character may use this superpower. The allied character may spend up to 3 g. 
For each g spent this way, this character may reroll 1 attack die.

• Before choosing a target, this character chooses whether the attack type is d or f.
• 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.

• Before j is dealt, this character may Advance the defender 1.
• l Disorient: Before j is dealt, the defender gains the Stun special condition.

Choose an interactive terrain feature of r 4 or less within i 3 and Throw it 1. This superpower can 
be used only once per Turn.

By My CalCulations, you’ll Be DeaD in seConDs!

all in this WorlD are Beneath Me!

DooMsDay Chair arsenal

PsioniC assault

aDvanCeD iDea MeChaniCs (affiliation: CriMinal synDiCate)
Once per Turn, when an allied character is attacking or defending, if it is holding or Contesting an 
objective token and has 1 or more l results in its roll, it may change 1 of its dice to a m or n.

i aM M.o.D.o.K., Master of the Mental arts!
While this character is defending against a e attack, it adds Blanks in its roll to its total successes. 
Additionally, this character cannot be Pushed or Advanced by the effect of enemy e attacks or 
enemy superpowers.

When this character is targeted by an enemy attack, this character may use this superpower. 
Choose another allied character within i 2. The chosen character becomes the target of the attack 
regardless of i and LOS.

Genius requires saCrifiCe; your saCrifiCe to Be PreCise!
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M.O.D.O.K. SCIENTIST SUPREME 
George Tarleton

While this character is attacking, during the Modify Dice step, if there is another allied character 
within i 3 of it, this character may use this superpower. The allied character may spend up to 3 g. 
For each g spent this way, this character may reroll 1 attack die.

• Before choosing a target, this character chooses whether the attack type is d or f.
• 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.

• Before j is dealt, this character may Advance the defender 1.
• l Disorient: Before j is dealt, the defender gains the Stun special condition.

Choose an interactive terrain feature of r 4 or less within i 3 and Throw it 1. This superpower can 
be used only once per Turn.

By My CalCulations, you’ll Be DeaD in seConDs!

all in this WorlD are Beneath Me!

DooMsDay Chair arsenal

PsioniC assault

aDvanCeD iDea MeChaniCs (affiliation: CriMinal synDiCate)
Once per Turn, when an allied character is attacking or defending, if it is holding or Contesting an 
objective token and has 1 or more l results in its roll, it may change 1 of its dice to a m or n.

i aM M.o.D.o.K., Master of the Mental arts!
While this character is defending against a e attack, it adds Blanks in its roll to its total successes. 
Additionally, this character cannot be Pushed or Advanced by the effect of enemy e attacks or 
enemy superpowers.

When this character is targeted by an enemy attack, this character may use this superpower. 
Choose another allied character within i 2. The chosen character becomes the target of the attack 
regardless of i and LOS.

Genius requires saCrifiCe; your saCrifiCe to Be PreCise!
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At the start of this character’s Activation, roll 1 die. If the result is a p, this character may make an 
additional action this Turn that must be a move action. If the result is a l or a m, the next attack 
made this Activation adds 2 dice to its attack roll. If the result is a n or a Blank, this character gains  
1 g. If the result is a o, there is no effect.

• After this attack is resolved, this character gains g equal to the j dealt.
• This character may reroll any number of attack dice for this attack.
• 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.
• m Rapid Fire: After this attack is resolved, this character may make 1 additional Throwing Crescents 

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

• After this attack is resolved, Place this character within i 1 of the defender.
• Push: Before j is dealt, if the defender is r 2 or less, this character may Push it Away 1.

When this character is targeted by a e attack, it may use this superpower. Add 2 dice to this 
character’s defense roll against that attack. This character cannot be Advanced, Pushed, or Placed by 
the effects of this attack.

Chosen of Khonshu

Bo staff

throwing CresCents

avatar of Khonshu

stealth, wall Crawler

Multiple personalities
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MOON KNIGHT 
Marc Spector

At the start of this character’s Activation, roll 1 die. If the result is a p, this character may make an 
additional action this Turn that must be a move action. If the result is a l or a m, the next attack 
made this Activation adds 2 dice to its attack roll. If the result is a n or a Blank, this character gains  
1 g. If the result is a o, there is no effect.

• After this attack is resolved, this character gains g equal to the j dealt.
• This character may reroll any number of attack dice for this attack.
• 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.
• m Rapid Fire: After this attack is resolved, this character may make 1 additional Throwing Crescents 

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

• After this attack is resolved, Place this character within i 1 of the defender.
• Push: Before j is dealt, if the defender is r 2 or less, this character may Push it Away 1.

When this character is targeted by a e attack, it may use this superpower. Add 2 dice to this 
character’s defense roll against that attack. This character cannot be Advanced, Pushed, or Placed by 
the effects of this attack.

Chosen of Khonshu

Bo staff

throwing CresCents

avatar of Khonshu

stealth, wall Crawler

Multiple personalities
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MOONDRAGON
Heather Douglas

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

• After this attack is resolved, this character gains 1 g. 
• l Rapid Fire: After this attack is resolved, this character may make 1 additional Psionic Barrage attack 

targeting the original target character. This additional attack does not have the Rapid Fire special rule.

• Add o results in the defender’s roll to this attack’s total successes.
• l Hex: After this attack is resolved, the defender gains the Hex special condition.

When an enemy character within i 3 makes an attack, during the Modify Dice step, this character may use 
this superpower. This character rerolls 1 of the attacker’s dice. This superpower can be used only once per Turn.

Distracting illusions

shielD MinD

Psionic Barrage

Dragon of the Moon

shao-loM Martial artist

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

flight, geM Bearer [MinD]

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

charge
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MOONDRAGON 
Heather Douglas

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

• After this attack is resolved, this character gains 1 g. 
• l Rapid Fire: After this attack is resolved, this character may make 1 additional Psionic Barrage attack 

targeting the original target character. This additional attack does not have the Rapid Fire special rule.

• Add o results in the defender’s roll to this attack’s total successes.
• l Hex: After this attack is resolved, the defender gains the Hex special condition.

When an enemy character within i 3 makes an attack, during the Modify Dice step, this character may use 
this superpower. This character rerolls 1 of the attacker’s dice. This superpower can be used only once per Turn.

Distracting illusions

shielD MinD

Psionic Barrage

Dragon of the Moon

shao-loM Martial artist

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

flight, geM Bearer [MinD]

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

charge
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MS. MARVEL (NORMAL) 
Kamala Khan

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.

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

• 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 Toward this 

character 1.

This character transforms into Ms. Marvel (Embiggened). This superpower can be used only  
once per Turn.

EmbiggEn

TakE OuT ThE Trash

mOrphO-punch

immuniTy [pOisOn]

inhuman
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MS. MARVEL (NORMAL) 
Kamala Khan

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.

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

• 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 Toward this 

character 1.

This character transforms into Ms. Marvel (Embiggened). This superpower can be used only  
once per Turn.

EmbiggEn

TakE OuT ThE Trash

mOrphO-punch

immuniTy [pOisOn]

inhuman
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MS. MARVEL (EMBIGGENED) 
Kamala Khan

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

When making attacks, if the defender is smaller than this character, this character may reroll 2 of its 
attack dice. 
Additionally, at the end of this character’s Activation, it transforms into Ms. Marvel (Normal).

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

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

immunity [Poison]

inHuman

morPHogenetics

PolymorPH
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MS. MARVEL (EMBIGGENED) 
Kamala Khan

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

When making attacks, if the defender is smaller than this character, this character may reroll 2 of its 
attack dice. 
Additionally, at the end of this character’s Activation, it transforms into Ms. Marvel (Normal).

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

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

immunity [Poison]

inHuman

morPHogenetics

PolymorPH

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n,
 G

ar
y D

an
ie

ls
 II

I, 
an

d 
Al

ex
 Tr

ip
p

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 M

511

6 2

3

6

4

4

0

3b

e

e

c

c

c

c

MYSTERIO 
Quentin Beck

• If this attack deals j and the defender is r 2 or less, after this attack is resolved, this character may 
Throw the defender 1.

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

• 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 Advance the defender 1.

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

Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least 1 Blank. 
Additionally, this character uses its e Defense when making a dodge roll.

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.

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

Tricks and Traps

curTain call

Hypnosis Gas

FliGHT

MasTer oF illusions

sMoke and Mirrors

sTealTH
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MYSTERIO 
Quentin Beck

• After this attack is resolved, if it dealt j and the defender is r 2 or less, this character may Throw the 
defender 1.

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

• 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 Advance the defender 1.

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

Whenever this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least 1 Blank. 
Additionally, this character uses its e Defense when making a dodge roll.

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.

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

Tricks and Traps

curTain call

Hypnosis Gas

FliGHT

MasTer oF illusions

sMoke and Mirrors

sTealTH
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MYSTIQUE 
Raven Darkhölme
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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 1 additional Pistol attack. The additional 

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

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

Action: Choose an interactive terrain feature of r 3 or less within i 4 of this character. Enemy 
characters within i 1 of the terrain feature suffer 2 j. The terrain feature is destroyed and removed 
from the battlefield. This superpower can be used only once per Turn.

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

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.

Once per Turn, after an allied character Interacts with an Extract objective token, after all effects are 
resolved, the allied character gains 1 g.
Additionally, allied characters may use the following Interact ability:
Interact (Secure Objective Token): Place a token on that objective token. While that token is in play, 
this character’s controlling player Secures that objective. Remove that token if an enemy character 
Contests that objective. Only 1 token at a time may be in play as a result of this k ability.

ExpErt SabotagE

piStol

ESpionagE

ShapEShiftEr

Martial artiSt

StEalth

frEEdoM forcE (affiliation: brothErhood of MutantS)
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MYSTIQUE 
Raven Darkhölme • After this attack is resolved, this character gains 1 g. 

• m Rapid Fire: After this attack is resolved, this character may make 1 additional Pistol attack. The additional 
attack must target the original defender and does not have the Rapid Fire special rule.

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

Action: Choose an interactive terrain feature of r 3 or less within i 4 of this character. Enemy 
characters within i 1 of the terrain feature suffer 2 j. The terrain feature is destroyed and removed 
from the battlefield. This superpower can be used only once per Turn.

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

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.

Once per Turn, after an allied character Interacts with an Extract objective token, after all effects are 
resolved, the allied character gains 1 g.
Additionally, allied characters may use the following Interact ability:
Interact (Secure Objective Token): Place a token on that objective token. While that token is in play, 
this character’s controlling player Secures that objective. Remove that token if an enemy character 
Contests that objective. Only 1 token at a time may be in play as a result of this k ability.

ExpErt SabotagE

piStol

ESpionagE

ShapEShiftEr

Martial artiSt

StEalth

frEEdoM forcE (affiliation: brothErhood of MutantS)
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NAMOR, THE SUB-MARINER 
Namor McKenzie

During the Power Phase, this character gains 1 additional g.
j caused by this character’s attacks and effects cannot be reduced or prevented by superpowers or 
Team Tactic Cards.

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

 � Each time this attack is chosen, this character may use 1 of the following effects: 
• Swarm of Crabs: Before j is dealt, the defender drops all Asset tokens it is holding.
• Octopus’ Grasp: Before j is dealt, other enemy characters within i 2 of the defender suffer  

1 j and are Pushed Away from the defender 1.
• Wave of Turtles: After this attack is resolved, this character may immediately Interact with any number of 

objective tokens without spending g. If it does, after all effects are resolved, this character may Advance 1.

Action: This character immediately makes a move action followed by a Trident attack. If this attack 
deals at least 1 j, the defender gains the Stagger special condition. This superpower can be used 
only once per Turn.

IMPERIUS REX!

TRIdEnT

ARMIES of ThE dEEP

flIghT, gEM BEARER [TIME]

ATlAnTEAn MIghT

This character and allied characters within i 2 of it may reroll 1 die in their attack and defense rolls. 
ChARISMATIC lEAdER
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NAMOR, THE SUB-MARINER 
Namor McKenzie

During the Power Phase, this character gains 1 additional g.
j caused by this character’s attacks and effects cannot be reduced or prevented by superpowers or 
Team Tactic Cards.

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

 � Each time this attack is chosen, this character may use 1 of the following effects: 
• Swarm of Crabs: Before j is dealt, the defender drops all Asset tokens it is holding.
• Octopus’ Grasp: Before j is dealt, other enemy characters within i 2 of the defender suffer  

1 j and are Pushed Away from the defender 1.
• Wave of Turtles: After this attack is resolved, this character may immediately Interact with any number of 

objective tokens without spending g. If it does, after all effects are resolved, this character may Advance 1.

Action: This character immediately makes a move action followed by a Trident attack. If this attack 
deals at least 1 j, the defender gains the Stagger special condition. This superpower can be used 
only once per Turn.

IMPERIUS REX!

TRIdEnT

ARMIES of ThE dEEP

flIghT, gEM BEARER [TIME]

ATlAnTEAn MIghT

This character and allied characters within i 2 of it may reroll 1 die in their attack and defense rolls. 
ChARISMATIC lEAdER
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This character may reroll 1 die in its defense rolls. Additionally, at the start of this character’s Activation, 
it may remove 1 j from itself.

• 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.

• After this attack is resolved, Place this character within i 1 of the defender.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.

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

This character cannot Contest, Interact with, or hold objective tokens. Additionally, this character 
may reroll any number of its attack dice when attacking a character that is holding or Contesting an 
objective token.

AssAssin

CybernetiC enhAnCements

strike

shoCk sword AssAult

blAster Pistol

immunity [bleed, Poison, stun]

NEBULA 
Nebula

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n 
an

d 
Al

ex
 Tr

ip

d 2 4 0

3

3

6

4

3

0

c

c

f

f

c

2

2 L

233

4

NEBULA 
Nebula

This character may reroll 1 die in its defense rolls. Additionally, at the start of this character’s Activation, 
it may remove 1 j from itself.

• 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.

• After this attack is resolved, Place this character within i 1 of the defender.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.

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

This character cannot Contest, Interact with, or hold objective tokens. Additionally, this character 
may reroll any number of its attack dice when attacking a character that is holding or Contesting an 
objective token.

AssAssin

CybernetiC enhAnCements

strike

shoCk sword AssAult

blAster Pistol

immunity [bleed, Poison, stun]
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NICK FURY 
Nicholas J. Fury, Jr.

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

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

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

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

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

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

Call in the Cavalry

taCtiCal Knife

fury SpeCial

lead from the front

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

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

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

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

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

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

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

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

Call in the Cavalry

taCtiCal Knife

fury SpeCial

lead from the front

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

laSt line of defenSe (affiliation: S.h.i.e.l.d.)
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NICK FURY & THE HOWLING COMMANDOS
Nicholas Fury, Sr.; Timothy “Dum Dum” Dugan; 

Gabriel Jones d 4 5 0
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When an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character 
may use this superpower. This character makes a Prototype Weapons attack against the enemy 
character that caused the effect. 

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

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

Choose another allied character within i 2. Place this character within i 1 of the chosen character or 
Place the chosen character within i 1 of this character. A character can be placed by this superpower 
only once per Turn.

SiblingS in ArmS

got Your bAck

PrototYPe WeAPonS

grenADeS!

SteAlth

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• l Pour It On: After this attack is resolved, this character may make a Prototype Weapons attack. 

the ShoW’S over
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NICK FURY & THE HOWLING COMMANDOS
Nicholas Fury, Sr.; Timothy “Dum Dum” Dugan; 

Gabriel Jones

When an allied character is Dazed or KO’d by an enemy effect, after the effect is resolved, this character 
may use this superpower. This character makes a Prototype Weapons attack against the enemy 
character that caused the effect. 

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

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

Choose another allied character within i 2. Place this character within i 1 of the chosen character or 
Place the chosen character within i 1 of this character. A character can be placed by this superpower 
only once per Turn.

SiblingS in ArmS

got Your bAck

PrototYPe WeAPonS

grenADeS!

SteAlth

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• l Pour It On: After this attack is resolved, this character may make a Prototype Weapons attack. 

the ShoW’S over
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NIGHTCRAWLER 
Kurt Wagner

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

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

defender gains the Stun special condition.

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

This attack must target the original defender.

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

BAMF!

PuFF oF SMoke

TelePorTing STrike

BriMSTone BliTz

WAll CrAWler

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

unglAuBliCh ACroBATiCS

inviSiBle in ShAdoW

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

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

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

defender gains the Stun special condition.

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

This attack must target the original defender.

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

BAMF!

PuFF oF SMoke

TelePorTing STrike

BriMSTone BliTz

WAll CrAWler

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

unglAuBliCh ACroBATiCS

inviSiBle in ShAdoW

While this character is within i 1 of a terrain feature of r 2 or more, this character gains the 
Stealth c superpower.
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N’KANTU,  
THE LIVING MUMMY

N’Kantu
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4 6 2

0a
e

c
c

c

0b

• After this attack is resolved, this character gains g equal to the j dealt.
• l Push: After this attack is resolved, if the defender is r 3 or less, Push it Away 1.
• l m Mummy’s Curse: After this attack is resolved, the defender gains the Hex special condition.

• After this attack is resolved, if j was dealt, this character gains a Captured Soul token. 

This character may spend any number of Captured Soul tokens. For each Captured Soul token spent, 
this character may remove 1 special condition from itself, remove 1 j from itself, or gain 1 g.

Living Death

SwariLi Strike

Sever SouL

aLchemicaL curSe of nephruS

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

anubiS’S SouL harveSter

When another character is Dazed or KO’d, this character gains a Captured Soul token. This character 
may have a maximum of 3 Captured Soul tokens at any time.

immunity [bLeeD, hex, poiSon]

While this character is attacking, at the end of the Modify Dice step, it may use this superpower. 
Spend 1 or more Captured Soul tokens. For each Captured Soul token spent in this way, this character 
may treat 1 o result in its roll as a l for the remainder of the attack roll.

unDeaD empowerment
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N’KANTU,  
THE LIVING MUMMY

N’Kantu • After this attack is resolved, this character gains g equal to the j dealt.
• l Push: After this attack is resolved, if the defender is r 3 or less, Push it Away 1.
• l m Mummy’s Curse: After this attack is resolved, the defender gains the Hex special condition.

• After this attack is resolved, if j was dealt, this character gains a Captured Soul token. 

This character may spend any number of Captured Soul tokens. For each Captured Soul token spent, 
this character may remove 1 special condition from itself, remove 1 j from itself, or gain 1 g.

Living Death

SwariLi Strike

Sever SouL

aLchemicaL curSe of nephruS

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

anubiS’S SouL harveSter

When another character is Dazed or KO’d, this character gains a Captured Soul token. This character 
may have a maximum of 3 Captured Soul tokens at any time.

immunity [bLeeD, hex, poiSon]

While this character is attacking, at the end of the Modify Dice step, it may use this superpower. 
Spend 1 or more Captured Soul tokens. For each Captured Soul token spent in this way, this character 
may treat 1 o result in its roll as a l for the remainder of the attack roll.

unDeaD empowerment
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NOVA 
Richard Rider • After this attack is resolved, this character gains 1 g.

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

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

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

• After this attack is resolved, this character gains 1 g.
• Push: After this attack is resolved, if it dealt j, Push the defender Away 1.
• ln Judgment: After this attack is resolved, the defender gains the Judgment special condition.

Action: This character makes an attack action. After the attack is resolved, Place this character within 
i 2 of its current position. This superpower can be used only once per Turn.

Faster than Light

nova Burst

Lightspeed Lance

gravimetric cannon

nova Force

When this character or an allied character within i 3 makes a defense or dodge roll, during the Modify Dice 
step, this character may spend up to 3 g to use this superpower. For each g spent, the allied character may 
reroll 1 of its defense or dodge dice. This superpower can be used only once per Turn.

Xandarian WorLdmind

FLight, immunity [incinerate]

When this character makes a move action during its Activation, after the effect is resolved, it gains 
2 g and may remove all special conditions from itself. Add 3 dice to the next attack roll made as part 
of a Nova Burst or Lightspeed Lance attack made by this character this Activation. This character can 
be affected by this superpower only once per Turn.

B5
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NOVA 
Richard Rider • After this attack is resolved, this character gains 1 g.

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

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

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

• After this attack is resolved, this character gains 1 g.
• Push: After this attack is resolved, if it dealt j, Push the defender Away 1.
• ln Judgment: After this attack is resolved, the defender gains the Judgment special condition.

Action: This character makes an attack action. After the attack is resolved, Place this character within 
i 2 of its current position. This superpower can be used only once per Turn.

Faster than Light

nova Burst

Lightspeed Lance

gravimetric cannon

nova Force

When this character or an allied character within i 3 makes a defense or dodge roll, during the Modify Dice 
step, this character may spend up to 3 g to use this superpower. For each g spent, the allied character may 
reroll 1 of its defense or dodge dice. This superpower can be used only once per Turn.

Xandarian WorLdmind

FLight, immunity [incinerate]

When this character makes a move action during its Activation, after the effect is resolved, it gains 
2 g and may remove all special conditions from itself. Add 3 dice to the next attack roll made as part 
of a Nova Burst or Lightspeed Lance attack made by this character this Activation. This character can 
be affected by this superpower only once per Turn.
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This character may reroll 1 die in its defense rolls. 

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

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

Bodyguard

general of the dora Milaje

Strike

ViBraniuM Spear BlaSt

ViBraniuM Spear thruSt

Martial artiSt

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.
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OKOYE
Okoye d 2 4 0
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This character may reroll 1 die in its defense rolls. 

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

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

Bodyguard

general of the dora Milaje

Strike

ViBraniuM Spear BlaSt

ViBraniuM Spear thruSt

Martial artiSt

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.
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OMEGA RED 
Arkady Gregorivich Rossovich

Push an enemy character within i 4 and in this character’s LOS Toward this character 2. A character 
can be Pushed by this superpower 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.

Enemy characters that end their Activation within i 2 of this character gain the Poison special condition.
Additionally, at the end of this character’s Activation, enemy characters within i 2 of it gain the 
Poison special condition.

• After this attack is resolved, this character gains g equal to the j dealt.
• Drain Life: After this attack is resolved, if it dealt j, this character removes 1 j from itself.

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• l Absorb Essence: Change 1 of the defender’s p, l, or n results to a o. This character gains 1 g 

if a die was changed in this way.

This character and enemy characters within i 2 that have the Poison special condition suffer  
2 j in the order of your choosing. This superpower can be used only once per Turn.

Death Factor

ensnare

carbonaDium coils

reD terror

carbonaDium armor

Death spores

immunity [poison]©
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OMEGA RED 
Arkady Gregorivich Rossovich

Push an enemy character within i 4 and in this character’s LOS Toward this character 2. A character 
can be Pushed by this superpower 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.

Enemy characters that end their Activation within i 2 of this character gain the Poison special condition.
Additionally, at the end of this character’s Activation, enemy characters within i 2 of it gain the 
Poison special condition.

• After this attack is resolved, this character gains g equal to the j dealt.
• Drain Life: After this attack is resolved, if it dealt j, this character removes 1 j from itself.

• Before choosing a target, this character chooses whether this attack’s type is d or f. 
• l Absorb Essence: Change 1 of the defender’s p, l, or n results to a o. This character gains 1 g 

if a die was changed in this way.

This character and enemy characters within i 2 that have the Poison special condition suffer  
2 j in the order of your choosing. This superpower can be used only once per Turn.

Death Factor

ensnare

carbonaDium coils

reD terror

carbonaDium armor

Death spores

immunity [poison]©
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• After each attack is resolved, if the defender is not Dazed or KO’d, this character loses 1 Phoenix token.

Flight, Immune [Incinerate, Poison, Stagger, Stun], Peerless, Reserve

During the Power Phase, this character gains 1 additional g for each Phoenix token it has. When 
this character Dazes or KO’s an enemy character, this character loses 1 Phoenix token. When another 
allied non-Grunt character is Dazed or KO’d, this character gains 1 Phoenix token.
Additionally, if this character would flip its Stat Card to the Injured side, or if it has 5 or more Phoenix 
tokens at the end of its Activation, roll dice equal to the number of Phoenix tokens this character 
has. Each character within i 5 of this character suffers 1 j for each p, l, and m result rolled. 
Destroy each terrain feature within i 5 of this character with a r equal to or less than the number 
of p, l, and m results rolled. Then this character is KO’d.

Untamed Cosmic Entity

When this character is attacking or defending, during the Modify Dice step, it may use this 
superpower. This character gains 1 Phoenix token and may reroll up to 3 dice in its attack or defense 
roll. This superpower can be used only once per Turn. 
 All Are Beneath Me
When measuring the i and LOS for this character’s attacks, you may choose 1 of this character’s 
Flame Pillars and measure i and LOS from it. If you do, after all the attacks are resolved, each target 
character gains the Incinerate special condition. Then the chosen Flame Pillar is destroyed. 

Temporal Domination

Molecular Disintegration

• Destructive Force: When creating the dice pool for this attack, this character may choose an interactive 
terrain feature of r 2, 3, or 4 within i 4 and destroy it. Add a number of dice to the attack pool equal to 
the r of the terrain feature destroyed. Then, if there are fewer than 2 of this character's Flame Pillars in 
play, Place 1 Flame Pillar within i 4 of this character. It is a r 1 interactive terrain feature.

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

Phoenix BlastPHOENIX UNLEASHED 
Jean Grey

B4
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PHOENIX 
Jean Grey

A3

• 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.

• Allied characters within i of this attack may remove 1 j. 
• l Incinerate: After this attack is resolved, the defender gains the Incinerate special condition.

Choose an enemy character of r 5 or less or an interactive terrain feature of r 4 or less within  
i 2 and Throw it 2. This superpower can be used only once per Turn.

Cosmically Empowered Telekinesis

Bolts of Flame

Firestorm

I Am Fire and Life Incarnate
Whenever an allied non-Grunt character is Dazed or KO’d, this character gains 1 Phoenix token. When this 
character would be Dazed, it gains 3 Phoenix tokens. If this character has 3 or more Phoenix tokens at the start 
of your Turn, or if this character would flip its Stat Card to the Injured side, Place Phoenix Unleashed within 
i 2 of it. Phoenix Unleashed is now part of your Squad. Move all g, all Activated tokens, and all Phoenix 
tokens from this character to Phoenix Unleashed. Then, remove this character from the battlefield.

Choose an allied character within i 3. The chosen character removes up to 2 j and up to 1 special 
condition from itself. A character may be targeted by this superpower only once per Turn. 

Rejuvenating Flames

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

Flight, Immune [Incinerate, Poison], Peerless

When another allied character within i 3 would be Advanced, Placed, or Pushed by an enemy effect, 
this character may use this superpower. The allied character is not Advanced, Placed, or Pushed. 

 

Burning Resolve
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PROFESSOR X 
Charles Xavier

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

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

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

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

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

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

Professor’s Guidance

PsYchic dart

Mental suGGestion

astral duel

oMeGa-level telePath

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

telePathic lock

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

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

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

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

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

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

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

Professor’s Guidance

PsYchic dart

Mental suGGestion

astral duel

oMeGa-level telePath

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

telePathic lock

This character cannot be Pushed or Advanced by the effects of e attacks or enemy superpowers.©
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PROWLER 
Aaron Davis

When this character attacks, during the Modify Dice step, it may use this superpower. This character 
may reroll all of its attack dice, including o results.

• 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. 
• l Suppressive: Before j is dealt, for each l in the attack roll, the defender loses 1 g. 

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

• After this attack is resolved, this character may Advance 2.
• l Throw: Before j is dealt, if the defender is r 3 or less, this character may Throw it 1. 

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

Charge

You’re right, i Can Do Better

Prowler gauntlet Strike

Covert armament

nothing PerSonal, JuSt BuSineSS

CuStom-DeSigneD Burglar gaDgetS

Stealth, wall Crawler

The first time this character interacts with an objective each Turn, after the effect is resolved, this 
character gains 1 g.
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PROWLER 
Aaron Davis

When this character attacks, during the Modify Dice step, it may use this superpower. This character 
may reroll all of its attack dice, including o results.

• 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. 
• l Suppressive: Before j is dealt, for each l in the attack roll, the defender loses 1 g. 

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

• After this attack is resolved, this character may Advance 2.
• l Throw: Before j is dealt, if the defender is r 3 or less, this character may Throw it 1. 

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

Charge

You’re right, i Can Do Better

Prowler gauntlet Strike

Covert armament

nothing PerSonal, JuSt BuSineSS

CuStom-DeSigneD Burglar gaDgetS

Stealth, wall Crawler

The first time this character interacts with an objective each Turn, after the effect is resolved, this 
character gains 1 g.
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At the end of this character’s activation, if it is within i 3 of an allied Corvus Glaive, this character 
may use this superpower. If the allied Corvus Glaive does not have an activated token, he may 
Activate before your Turn ends.

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

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

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

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

Martial Prowess

wife of Corvus Glaive

strike

sPear throw

QuantuM starburst

invulnerability

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

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

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

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

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

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

Martial Prowess

wife of Corvus Glaive

strike

sPear throw

QuantuM starburst

invulnerability

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

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

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

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

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

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

TelekineTic combaT enhancemenT

TelepaThic precogniTion

TelekineTic kaTana

psi-bow

psionic assaulT

sTealTh

marTial arTisT

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

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

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

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

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

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

TelekineTic combaT enhancemenT

TelepaThic precogniTion

TelekineTic kaTana

psi-bow

psionic assaulT

sTealTh

marTial arTisT

When this character is defending against a d or f attack, if the attacker is within i 2, this character 
adds Blanks in its defense roll to its total successes. 
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• After this attack is resolved, this character gains 1 g. 
• Rapid Fire: After this attack is resolved, this character may make 1 additional Hip Fire attack. This 

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

• l Pierce: Change 1 of the defender's p, l, or n results to a Blank.
• After this attack is resolved, if it dealt j, the defender gains the Stun and Slow special conditions.

Advance this character 1. This superpower can be used only once per turn.
Spec OpS Training

Hip Fire

aimed SHOT

Remove up to 3 Punishment tokens from this character. During the next attack made by this character 
this Turn, add 1 die to its attack roll for each Punishment token removed. This superpower can be used 
only once per Turn.

nO mOre SecOnd cHanceS

Action: Choose an interactive terrain feature of r 3 or less within i 4. Enemy characters within i 1 
of the chosen terrain feature suffer 2 j. Then the chosen terrain feature is destroyed and removed from 
the battlefield. This superpower can be used only once per Turn.

War ZOne

cTHe Fallen

When another allied character is Dazed or KO'd by an enemy effect, after the effect is resolved, this 
character gains a Punishment token. This character can have a maximum of 3 Punishment tokens at 
any time.

PUNISHER
Frank Castle
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• After this attack is resolved, this character gains 1 g. 
• Rapid Fire: After this attack is resolved, this character may make 1 additional Hip Fire attack. This 

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

• l Pierce: Change 1 of the defender's p, l, or n results to a Blank.
• After this attack is resolved, if it dealt j, the defender gains the Stun and Slow special conditions.

Advance this character 1. This superpower can be used only once per turn.
Spec OpS Training

Hip Fire

aimed SHOT

THe Fallen

When another allied character is Dazed or KO'd by an enemy effect, after the effect is resolved, this 
character gains a Punishment token. This character can have a maximum of 3 Punishment tokens at 
any time.

Remove up to 3 Punishment tokens from this character. During the next attack made by this character 
this Turn, add 1 die to its attack roll for each Punishment token removed. This superpower can be used 
only once per Turn.

nO mOre SecOnd cHanceS

Action: Choose an interactive terrain feature of r 3 or less within i 4. Enemy characters within i 1 
of the chosen terrain feature suffer 2 j. Then the chosen terrain feature is destroyed and removed from 
the battlefield. This superpower can be used only once per Turn.

War ZOne

PUNISHER
Frank Castle
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PYRO 
St. John Allerdyce

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

When this character attacks, after the attack is resolved, if the defender has the Incinerate special 
condition, this character may choose another enemy character within i 2 of the defender. The chosen 
character gains the Incinerate special condition.

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

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

Choose an enemy character within i 3 of this character. The chosen character gains the Root and Slow 
special conditions. This superpower can be used only once per Turn.

Firewall

Stoke the FlameS

inFerno

Flame Jet

Fire BlaSt

Fire manipulation

B3
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PYRO 
St. John Allerdyce

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

When this character attacks, after the attack is resolved, if the defender has the Incinerate special 
condition, this character may choose another enemy character within i 2 of the defender. The chosen 
character gains the Incinerate special condition.

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

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

Choose an enemy character within i 3 of this character. The chosen character gains the Root and Slow 
special conditions. This superpower can be used only once per Turn.

Firewall

Stoke the FlameS

inFerno

Flame Jet

Fire BlaSt

Fire manipulation

B3
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QUASAR
Phyla-Vell

Choose an enemy character within i 2 and roll 4 dice. The chosen character loses g equal to the 
number of p, l, and m results. If the chosen character would lose more g than it has, it suffers 1 
j for each g it could not lose. The chosen character does not gain g for j suffered in this way. 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.

• l Incinerate: After each 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.

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

Charge

Quantum Bands

Quantum sword

nega-Quantum Blast wave

Flight, immunity [Poison, stun]

When this character suffers j from an enemy effect, after the effect is resolved, it may use this 
superpower. This character removes 1 j or 1 special condition from itself. 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.

ForCe Field

Kree-titan hyBrid Physiology

B3
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2b
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QUASAR 
Phyla-Vell

Choose an enemy character within i 2 and roll 4 dice. The chosen character loses g equal to the 
number of p, l, and m results. If the chosen character would lose more g than it has, it suffers 1 
j for each g it could not lose. The chosen character does not gain g for j suffered in this way. 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.

• l Incinerate: After each 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.

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

Charge

Quantum Bands

Quantum sword

nega-Quantum Blast wave

Flight, immunity [Poison, stun]

When this character suffers j from an enemy effect, after the effect is resolved, it may use this 
superpower. This character removes 1 j or 1 special condition from itself. 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.

ForCe Field

Kree-titan hyBrid Physiology

B3
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QUICKSILVER 
Pietro Maximoff

When this character is targeted by an attack, it may use this superpower. This character Advances 1. 
If, at the end of the Advance, this character 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, the attacker may 
make another action. This superpower can be used only once per Turn.

When this character is defending against an d or f attack or making a dodge roll, it may reroll up 
to 2 of its defense or dodge dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• p n Dash: After this attack is resolved, this character may Advance 1.
• l m Velocity: After this attack is resolved, this character may make a Supersonic Strike attack. This 

attack may not target the original defender.

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

This character drops all objective tokens it is holding. Then it Advances 3. This superpower can be 
used only once per Turn.

SpeedSter

Can’t CatCh Me

SuperSoniC Strike

CyCloniC Vortex

SuperSoniC reflexeS

Wall CraWler
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QUICKSILVER 
Pietro Maximoff

When this character is targeted by an attack, it may use this superpower. This character Advances 1. 
If, at the end of the Advance, this character 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, the attacker may 
make another action. This superpower can be used only once per Turn.

When this character is defending against an d or f attack or making a dodge roll, it may reroll up 
to 2 of its defense or dodge dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• p n Dash: After this attack is resolved, this character may Advance 1.
• l m Velocity: After this attack is resolved, this character may make a Supersonic Strike attack. This 

attack may not target the original defender.

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

This character drops all objective tokens it is holding. Then it Advances 3. This superpower can be 
used only once per Turn.

SpeedSter

Can’t CatCh Me

SuperSoniC Strike

CyCloniC Vortex

SuperSoniC reflexeS

Wall CraWler
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RED GUARDIAN
Nikolai Krylenko

When this character is targeted by a d or f attack, it may use this superpower. This character adds 
Blanks in its defense roll to its total successes.

When this character is damaged by an enemy or allied effect, after the effect is resolved, if this 
character is not Dazed it gains 1 g.

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

• 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 

attack must target another character that is 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.

• Before j is dealt, if the defender is r 3 or less, this character may Throw it 1.

Focused Repulsion Field

stRike

shield thRow

sibeRian shield slam

Red GuaRdian’s suit
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RED GUARDIAN
Nikolai Krylenko

When this character is targeted by a d or f attack, it may use this superpower. This character adds 
Blanks in its defense roll to its total successes.

When this character is damaged by an enemy or allied effect, after the effect is resolved, if this 
character is not Dazed it gains 1 g.

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

• 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 

attack must target another character that is 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.

• Before j is dealt, if the defender is r 3 or less, this character may Throw it 1.

Focused Repulsion Field

stRike

shield thRow

sibeRian shield slam

Red GuaRdian’s suit
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Choose this character or another allied character within i 4. Place the chosen character within i 2 
of its current position. A character can be Placed by this superpower only once per Turn.

When this character is targeted by an attack, it may use this superpower. Choose another allied character 
within i 2 to become the new target of the attack regardless of i or LOS.

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

• After this attack is resolved, if it dealt j, this character may Throw the defender 1.
• l Reality Warp: After this attack is resolved, the defender and each other character within i 1 of it gain 

the Stun special condition. This character is not affected by Reality Warp.

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

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

Each time an allied character damages an enemy character with an attack, after the attack is resolved, 
the attacker gains 1 g.

CosmiC Cube

master of the Cube

hail hydra

strike

unleash the Cube

CosmiC blast

master of evil (affiliation: Cabal)

RED SKULL 
Johann Schmidt
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RED SKULL 
Johann Schmidt

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

When this character is targeted by an attack, it may use this superpower. Choose another allied character 
within i 2 to become the new target of the attack regardless of i or LOS.

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

• After this attack is resolved, if it dealt j, this character may Throw the defender 1.
• l Reality Warp: After this attack is resolved, the defender and each other character within i 1 of it gain 

the Stun special condition. This character is not affected by Reality Warp.

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

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

Each time an allied character damages an enemy character with an attack, after the attack is resolved, 
the attacker gains 1 g.

CosmiC Cube

master of the Cube

hail hydra

strike

unleash the Cube

CosmiC blast

master of evil (affiliation: Cabal)
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RED SKULL,  
MASTER OF THE WORLD 
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Choose an interactive terrain feature of r 3 or less and within i 3, and Throw it 2. This superpower 
can be used only once per Turn. 

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

• p l m Reality Rupture: After this attack is resolved, this character may make an additional Reality 
Bows to Me! attack without paying the g cost. This additional attack must target a character within i 2 
of the original defender that has not been targeted by Reality Bows to Me! this Round.  

Once per Turn, after a non-Grunt allied character rolls attack dice but before the Resolve Criticals step, 
it may treat 1 o result in the attack roll as a p result for the remainder of the roll. If it does, after the 
attack is resolved, the attacking character loses 1 g. If it does not lose g, it suffers 1 j instead.

My Cabal is Only fOr the strOng (affiliatiOn: Cabal)

reshape the WOrld

COsMiC burst

reality bOWs tO Me!

Choose this character or another character within i 2 of it and Place it within i 3 of its current 
position. This superpower can be used only once per Turn. 

nOthing is beyOnd My reaCh  

When this character spends g to make an attack action or to use a superpower, it may spend g for 
the attack or superpower from an allied character within i 3 of it.

pOWer is Only fOr the One WhO rules
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Choose an interactive terrain feature of r 3 or less and within i 3, and Throw it 2. This superpower 
can be used only once per Turn. 

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

• p l m Reality Rupture: After this attack is resolved, this character may make an additional Reality 
Bows to Me! attack without paying the g cost. This additional attack must target a character within i 2 
of the original defender that has not been targeted by Reality Bows to Me! this Round.  

Once per Turn, after a non-Grunt allied character rolls attack dice but before the Resolve Criticals step, 
it may treat 1 o result in the attack roll as a p result for the remainder of the roll. If it does, after the 
attack is resolved, the attacking character loses 1 g. If it does not lose g, it suffers 1 j instead.

My Cabal is Only fOr the strOng (affiliatiOn: Cabal)

reshape the WOrld

COsMiC burst

reality bOWs tO Me!

Choose this character or another character within i 2 of it and Place it within i 3 of its current 
position. This superpower can be used only once per Turn. 

nOthing is beyOnd My reaCh  

When this character spends g to make an attack action or to use a superpower, it may spend g for 
the attack or superpower from an allied character within i 3 of it.

pOWer is Only fOr the One WhO rules

RED SKULL,  
MASTER OF THE WORLD 

Johann Schmidt
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