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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 against 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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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 against 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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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 die 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 die 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
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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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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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• 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]©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

4

2 M

532

7

e 4 5 0

3 9 5

2a

e

2b

c

k

c

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]

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]

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 2 of this character 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
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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 2 of this character 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

B4
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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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Marc Spector
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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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

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

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



August 2026 Stat Card Updates 

3

2 M

433

6

e 3 4 0

2 7 3

1b

2b

e

c

c

2a

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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

AT
RI

CK
 B

RO
W

N

e 3 4 0

2 7 3

1b

2b

e

c

3

2 M

433

6

c

2a

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
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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

©
 M

AR
VE

L ©
 A

M
G 

 
  G

ar
y D

an
ie

ls
 II

I

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

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



August 2026 Stat Card Updates 

2

2 L

233

5

d 2 4 0

3

3

6

4

3

0

c

c

f

f

c

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
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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.)

©
 M

AR
VE

L ©
 A

M
G 

 
  G

ar
y D

an
ie

ls
 II

I

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

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



August 2026 Stat Card Updates 

 3 33

6 3

2 M

NICK FURY & THE HOWLING COMMANDOS
Nicholas Fury, Sr.; Timothy “Dum Dum” Dugan; 

Gabriel Jones d 4 5 0

3 4 1
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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.

4

2 M

 3 34

7

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

d 3 5 0

2 5 1

Xa

0b

d

c

2b

c

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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• 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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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

©
 M

AR
VE

L ©
 A

M
G 

 
  T

yl
er

 W
al

po
le

3

2 M

333

6

d 3 4 0

5 7 3

2a

d

c

0a

3a

• 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
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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

1b

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
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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 a 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 a 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 

Johann Schmidt f 4 5 0
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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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RED SKULL, MASTER OF HYDRA 
Johann Schmidt
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• After this attack is resolved, this character gains 1 g.  
• l m Blitz: After this attack is resolved, Push the defender 1. Then this character may Advance 1.

• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 2. 

During the Power Phase, allied characters gain 1 g if they are holding or Contesting an objective token. 
World domination (affiliation: Hydra)

Blitz Strike

kneel Before me!

This character suffers 1 j and gains 2 g. This superpower can be used only once per Turn.
all-ConSuming oBSeSSion

During the Power Phase, this character chooses a Shielding Type. The chosen type lasts until a new type 
is chosen:

• Dispersion Field – This character rolls 3 additional dice when defending against f attacks and cannot be 
Pushed or Advanced by the effects of enemy e attacks or enemy superpowers.

• Null Field – This character rolls 3 additional dice when defending against e attacks and does not 
suffer collision j.

leviatHan armor

If an allied Hydra Troopers is not in play when this character is chosen to Activate, Place them into 
play within i 1 of this character. They gain the Stagger special condition and are part of your Squad.

Cut off one Head...

When this character makes a Blitz Strike attack, before the Resolve Criticals step, it may use this 
superpower. Treat each o result currently in the roll as a p result for the remainder of the attack.

empoWered gauntletS

peerleSS

©
 M

AR
VE

L ©
 A

M
G 

 
  D

om
in

ic
 G

lo
ve

r

5

2 M

 2 24

7

RED SKULL, MASTER OF HYDRA 
Johann Schmidt

d 3 6 0
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• After this attack is resolved, this character gains 1 g.  
• l m Blitz: After this attack is resolved, Push the defender 1. Then this character may Advance 1.

• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 2. 

During the Power Phase, allied characters gain 1 g if they are holding or Contesting an objective token. 
World domination (affiliation: Hydra)

Blitz Strike

kneel Before me!

This character suffers 1 j and gains 2 g. This superpower can be used only once per Turn.
all-ConSuming oBSeSSion

During the Power Phase, this character chooses a Shielding Type. The chosen type lasts until a new type 
is chosen:

• Dispersion Field – This character rolls 3 additional dice when defending against f attacks and cannot be 
Pushed or Advanced by the effects of enemy e attacks or enemy superpowers.

• Null Field – This character rolls 3 additional dice when defending against e attacks and does not 
suffer collision j.

leviatHan armor

If an allied Hydra Troopers is not in play when this character is chosen to Activate, Place them into 
play within i 1 of this character. They gain the Stagger special condition and are part of your Squad.

Cut off one Head...

When this character makes a Blitz Strike attack, before the Resolve Criticals step, it may use this 
superpower. Treat each o result currently in the roll as a p result for the remainder of the attack.

empoWered gauntletS

peerleSS
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RESCUE 
Pepper Potts

Action: This character immediately Advances 3. Then this character may choose another allied 
character within i 2 that has an Activated token. If it does, Place the chosen character within i 1 
of this character. Then this character may remove up to 2 j or 1 special condition from the chosen 
character. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains 1 g.
• If this attack would deal more than 1 j, it deals 1 j instead.
• m Medic: After this attack is resolved, choose up to 1 other allied character within i 3. Remove 1 special 

condition from the chosen character or remove 1 j for each m in the attack roll from the chosen character.

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

This character immediately makes a Shake action.
Life Support SyStemS

medevac

triage

Sonic Barrage

reScue armor

fLight

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

Sonic force fieLdS

When this character would suffer j from an enemy effect, reduce the amount of j suffered by 1, to a 
minimum of 1.
Additionally, when this character removes 1 or more j or special conditions from another allied character, 
after the effect is resolved, this character gains 1 g.

B4
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RESCUE 
Pepper Potts

Action: This character immediately Advances 3. Then this character may choose another allied 
character within i 2 that has an Activated token. If it does, Place the chosen character within i 1 
of this character. Then this character may remove up to 2 j or 1 special condition from the chosen 
character. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains 1 g.
• If this attack would deal more than 1 j, it deals 1 j instead.
• m Medic: After this attack is resolved, choose up to 1 other allied character within i 3. Remove 1 special 

condition from the chosen character or remove 1 j for each m in the attack roll from the chosen character.

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

This character immediately makes a Shake action.
Life Support SyStemS

medevac

triage

Sonic Barrage

reScue armor

fLight

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

Sonic force fieLdS

When this character would suffer j from an enemy effect, reduce the amount of j suffered by 1, to a 
minimum of 1.
Additionally, when this character removes 1 or more j or special conditions from another allied character, 
after the effect is resolved, this character gains 1 g.

B4
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RHINO 
Aleksei Sytsevich

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

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

When this character is damaged by an enemy or allied effect, after the effect is resolved, if it is not 
Dazed, it gains 1 g.

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. 
• Before j is dealt, Place this character within i 1 of the defender. 

This character is Pushed 2. It does not stop its movement if it contacts a r 2 or smaller interactive 
terrain feature. Instead, the contacted terrain feature is destroyed, then this character continues being 
Pushed. The next time it makes a Gore attack this Turn, add 2 dice to the attack roll. This superpower 
can be used only once per Turn. 

Stampede

Nobody ever accuSed the rhiNo of Good maNNerS

Gore

aGGreSSive

orNery

rhiNo hide
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RHINO 
Aleksei Sytsevich

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

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

When this character is damaged by an enemy or allied effect, after the effect is resolved, if it is not 
Dazed, it gains 1 g.

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. 
• Before j is dealt, Place this character within i 1 of the defender. 

This character is Pushed 2. It does not stop its movement if it contacts a r 2 or smaller interactive 
terrain feature. Instead, the contacted terrain feature is destroyed, then this character continues being 
Pushed. The next time it makes a Gore attack this Turn, add 2 dice to the attack roll. This superpower 
can be used only once per Turn. 

Stampede

Nobody ever accuSed the rhiNo of Good maNNerS

Gore

aGGreSSive

orNery

rhiNo hide
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When this character is the target of an attack and an allied Groot is within i 2 of this character, 
this character may use this superpower. The allied Groot becomes the target of the attack regardless 
of i and LOS.

This character does not suffer j from collisions. 

• l Vortex: Before j is dealt, other enemy characters within i 2 of the defender suffer  
1 j and are Pushed Toward 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. The enemy character suffers 1 j for each p and l result rolled.

This character always benefits from Cover.

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

small sTaTure

Nimble

PersoNal bodyguard

booby TraPs

HadroN eNforcer

Plasma rifleROCKET RACCOON 
Rocket Raccoon
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When this character is the target of an attack and an allied Groot is within i 2 of this character, 
this character may use this superpower. The allied Groot becomes the target of the attack regardless 
of i and LOS.

This character does not suffer j from collisions. 

• l Vortex: Before j is dealt, other enemy characters within i 2 of the defender suffer  
1 j and are Pushed Toward the defender 1.

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

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

Nimble

PersoNal bodyguard

booby TraPs

HadroN eNforcer

Plasma rifle

small sTaTure

ROCKET RACCOON 
Rocket Raccoon

This character always benefits from Cover.
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ROGUE 
Anna Marie LeBeau

Choose an enemy character within i 2 of this character. Roll 5 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. 

• 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 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. 

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

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

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

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

Marvelous strength

Charge

Mutant absorption

absorbing strike

southern hospitality

kree-Mutant physiology

Flight, iMMunity [poison]
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ROGUE 
Anna Marie LeBeau

Choose an enemy character within i 2 of this character. Roll 5 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. 

• 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 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. 

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

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

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

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

Marvelous strength

Charge

Mutant absorption

absorbing strike

southern hospitality

kree-Mutant physiology

Flight, iMMunity [poison]
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RONAN THE ACCUSER 
Ronan the Accuser

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

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

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

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

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

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

Judgment

the Accuser

strike

kree Justice

universAl WeApon

gem BeArer [poWer], immunity [poison]
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RONAN THE ACCUSER 
Ronan the Accuser

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

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

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

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

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

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

Judgment

the Accuser

strike

kree Justice

universAl WeApon

gem BeArer [poWer], immunity [poison]
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RONIN 
Clinton Barton

When this character targets a character with an attack, this character may use this superpower. During 
the Modify Dice step, this character may change 1 of its attack dice to a m for each p or l in its 
attack roll.

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

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

• After all attacks generated by this attack are 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.

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

Specter of DeatH

SHaDow Strike

tHe Hawk’S BlaDeS

tHe cuttinG winD

StealtH

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

B3
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RONIN 
Clinton Barton

When this character targets a character with an attack, this character may use this superpower. During 
the Modify Dice step, this character may change 1 of its attack dice to a m for each p or l in its 
attack roll.

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

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

• After all attacks generated by this attack are 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.

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

Specter of DeatH

SHaDow Strike

tHe Hawk’S BlaDeS

tHe cuttinG winD

StealtH

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

B3
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SABRETOOTH 
Victor Creed • 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 one of the defender’s p, l, or n results to a Blank.

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

After an attack against this character is resolved, it may use this superpower. If the attacker is within 
i 2, this character may make a Claw Slash attack targeting it. This superpower can be used only 
once per Turn.

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

During the next attack this character makes this Turn, add 1 die to its attack roll for each j the target 
character has, to a maximum of 3.

Untamed Force

no mercy

claw SlaSh

Savage Predator

healing Factor [1]

aggreSSive

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

d

d

2

2

5

7

0

4

2

3

b

a

c

c

4

3 L

333

7

SABRETOOTH 
Victor Creed • 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 one of the defender’s p, l, or n results to a Blank.

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

After an attack against this character is resolved, it may use this superpower. If the attacker is within 
i 2, this character may make a Claw Slash attack targeting it. This superpower can be used only 
once per Turn.

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

During the next attack this character makes this Turn, add 1 die to its attack roll for each j the target 
character has, to a maximum of 3.

Untamed Force

no mercy

claw SlaSh

Savage Predator

healing Factor [1]

aggreSSive
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SABRETOOTH, APEX PREDATOR
Victor Creed

Throw this character 2. It does not suffer j if it collides with a 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.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

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

CatCh, Runt!

PRimal PounCe

Claw SlaSh

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

BloodthiRSty onSlaught

The next Claw Slash or Bloodthirsty Onslaught attack made by this character this turn adds 3 dice to 
its attack roll.

StoP Squealing and die

healing FaCtoR [1]
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SABRETOOTH, APEX PREDATOR
Victor Creed

Throw this character 2. It does not suffer j if it collides with a 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.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

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

CatCh, Runt!

PRimal PounCe

Claw SlaSh

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

BloodthiRSty onSlaught

The next Claw Slash or Bloodthirsty Onslaught attack made by this character this turn adds 3 dice to 
its attack roll.

StoP Squealing and die

healing FaCtoR [1]
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SANDMAN 
Flint Marko • 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 2 or less, this character may Throw it 1. 

• Underfoot: After each attack is resolved, if it dealt j, this character Pushes the defender 1. 

Silicate Strike

Sand BlaSt

Healing Factor [1], Wall craWler

create Sand conStruct

You may have 2 Sand Constructs in your Squad instead of the normal 1. You must Activate all allied 
Sand Constructs before this character’s Activation.
At the start of this character’s Activation, if there are fewer than 2 Sand Constructs in play, this 
character may suffer 2 j. If it does, Place 1 Sand Construct into play within i 2 of this character. It 
gains an Activated token and is part of your Squad.

Choose an allied Sand Construct within i 3 of this character. Place this character within i 1 of 
the chosen Sand Construct. Then the chosen Sand Construct is KO’d, and this character removes 
1 j from itself.

reaBSorB

• Add 2 dice to this attack for each allied Sand Construct within i 2 of the defender.
PuncHin’ Your ticket

Sand ManiPulation

This character gains 1 g whenever an allied Sand Construct deals j or suffers j from an enemy effect. 

B3
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SANDMAN 
Flint Marko • 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 2 or less, this character may Throw it 1. 

• Underfoot: After each attack is resolved, if it dealt j, this character Pushes the defender 1. 

Silicate Strike

Sand BlaSt

Healing Factor [1], Wall craWler

create Sand conStruct

You may have 2 Sand Constructs in your Squad instead of the normal 1. You must Activate all allied 
Sand Constructs before this character’s Activation.
At the start of this character’s Activation, if there are fewer than 2 Sand Constructs in play, this 
character may suffer 2 j. If it does, Place 1 Sand Construct into play within i 2 of this character. It 
gains an Activated token and is part of your Squad.

Choose an allied Sand Construct within i 3 of this character. Place this character within i 1 of 
the chosen Sand Construct. Then the chosen Sand Construct is KO’d, and this character removes 
1 j from itself.

reaBSorB

• Add 2 dice to this attack for each allied Sand Construct within i 2 of the defender.
PuncHin’ Your ticket

Sand ManiPulation

This character gains 1 g whenever an allied Sand Construct deals j or suffers j from an enemy effect. 
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SCARLET SPIDER 
Ben Reilly
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• After this attack is resolved, this character gains g equal to the j dealt. 
• l m Elusive: After this attack is resolved, this character may Advance 1.

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

less within i 3 and destroy it. The defender suffers a collision as if the terrain feature were Thrown into it. 

Scarlet Strike

Whatever a Spider can

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

impact Webbing

2a

c

c

3a
Choose an enemy character within i 3 and in LOS, and Push it Toward this character 1. Then Place 
this character within i 1 of the enemy character. This superpower can be used only once per Turn. 

Web Whip

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

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. 

proportionate Strength of a Spider
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SCARLET SPIDER 
Ben Reilly

Choose an enemy character within i 3 and in LOS, and Push it Toward this character 1. Then Place 
this character within i 1 of the enemy character. This superpower can be used only once per Turn. 

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

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

less within i 3 and destroy it. The defender suffers a collision as if the terrain feature were Thrown into it. 

Web Whip

Scarlet Strike

Whatever a Spider can

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

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. 

proportionate Strength of a Spider

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

impact Webbing
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SCARLET WITCH 
Wanda Maximoff

When this character is damaged by an enemy effect, after the effect is resolved, it may use this 
superpower. The enemy character that caused the effect gains the Judgment special condition.

When attacking, defending, or dodging, this character adds o results in its rolls to its  
total successes.

Enemy characters performing a Shake action while within i 3 of this character may not remove the 
Hex, Judgment, or Poison special conditions.

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

following special conditions: Bleed, Hex, Incinerate, or Poison.

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

• o Reality Contortion: 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.

Telekinesis

Curse

Hex BolT

Cruel TwisT

CHosen of CHTHon

Hex field

fligHT
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SCARLET WITCH 
Wanda Maximoff

When this character is damaged by an enemy effect, after the effect is resolved, it may use this 
superpower. The enemy character that caused the effect gains the Judgment special condition.

When attacking, defending, or dodging, this character adds o results in its rolls to its  
total successes.

Enemy characters performing a Shake action while within i 3 of this character may not remove the 
Hex, Judgment, or Poison special conditions.

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

following special conditions: Bleed, Hex, Incinerate, or Poison.

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

• o Reality Contortion: 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.

Telekinesis

Curse

Hex BolT

Cruel TwisT

CHosen of CHTHon

Hex field

fligHT
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SENTINEL MK4 
Sentinel MK4

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

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

suffers 1 j. Then this character loses 1 g.

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

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

RestRaint Cables

MasteR Mold

PlasMa leak

suPPRession PRotoCols

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

Flight, iMMunity [bleed, Poison]

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

sentinel PRogRaMMing

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

aCCePtable CollateRal daMage
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SENTINEL MK4 
Sentinel MK4

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

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

the attack for each g spent this way.

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

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

RestRaint Cables

MasteR Mold

PlasMa blast

suPPRession PRotoCols

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

Flight, iMMunity [bleed, Poison]

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

sentinel PRogRaMMing

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

aCCePtable CollateRal daMage
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SENTINEL PRIME MK4
Sentinel Prime MK4

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

Mutant Hunters (affiliation: sentinels)

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

the attack for each g spent this way.

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

PlasMa Blast MK2

suPPression Protocols MK2

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

restraint caBles

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

Pattern analysis

fligHt, iMMunity [Bleed, Poison]

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

overloading Power core

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

sentinel PrograMMing
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SENTINEL PRIME MK4
Sentinel Prime MK4

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

Mutant Hunters (affiliation: sentinels)

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

the attack for each g spent this way.

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

PlasMa Blast MK2

suPPression Protocols MK2

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

restraint caBles

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

Pattern analysis

fligHt, iMMunity [Bleed, Poison]

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

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

sentinel PrograMMing
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SHADOW KING
Amahl Farouk

This character removes up to 3 j from itself. This superpower can be used only once per Turn.

When a character ends an Advance within i 3 of this character, this character may use this 
superpower. Roll 4 dice. The enemy character suffers 1 j for each p and l in the result. If this 
superpower deals at least 1 j, this character may Advance the enemy character 1. This superpower 
can be used only once per Turn.

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

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

• Add dice to the attack roll equal to the amount of g the target character has, to a maximum of 5.
• The defender cannot reroll or modify dice in the defense roll during this attack.

Action: Place a Projection token within i 3 of this character. When measuring i for this character’s 
attacks and superpowers, measure from the Projection token. When measuring i for enemy e 
attacks, enemy characters may measure to this character or its Projection token. When this character is 
dealt j by an enemy e attack, remove this token. At the beginning of the Cleanup Phase, remove 
this token. This superpower can be used only once per Turn. 

AstrAl Fiend

immortAl essence

mentAl shAckle

AstrAl disintegrAtion

omegA level multi-versAl entity

 nightmAre visions
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SHADOW KING
Amahl Farouk

This character removes up to 3 j from itself. This superpower can be used only once per Turn.

When a character ends an Advance within i 3 of this character, this character may use this 
superpower. Roll 4 dice. The enemy character suffers 1 j for each p and l in the result. If this 
superpower deals at least 1 j, this character may Advance the enemy character 1. This superpower 
can be used only once per Turn.

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

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

• Add dice to the attack roll equal to the amount of g the target character has, to a maximum of 5.
• The defender cannot reroll or modify dice in the defense roll during this attack.

Action: Place a Projection token within i 3 of this character. When measuring i for this character’s 
attacks and superpowers, measure from the Projection token. When measuring i for enemy e 
attacks, enemy characters may measure to this character or its Projection token. When this character is 
dealt j by an enemy e attack, remove this token. At the beginning of the Cleanup Phase, remove 
this token. This superpower can be used only once per Turn. 

AstrAl Fiend

immortAl essence

mentAl shAckle

AstrAl disintegrAtion

omegA level multi-versAl entity

 nightmAre visions
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SHADOWCAT
Katherine “Kitty” Pryde
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When this character or an allied character within i 2 is targeted by a d or f attack or would make a 
dodge roll, this character may use this superpower. This character adds 2 dice to the defense or dodge roll. 
If this character or the allied character is Pushed or Thrown by the special rules of the attack, after the effect 
is resolved, this character may Place the Pushed or Thrown character within i 1 of its current position.

• After this attack is resolved, this character gains g equal to the j dealt. 
• During this attack, the defender does not add p results in its defense roll to its total successes and 

cannot add additional dice to the defense roll as a result of p results. 
• l Sidestep: After this attack is resolved, Place this character within i 1 of its current position.

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

• During this attack, the defender does not add p results in its defense roll to its total successes and 
cannot add additional dice to the defense roll as a result of p results. 

• l Ghosted: After this attack is resolved, Place this character within i 2 of itself. 

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

Can’t touCh this

Phasing stRike

get ‘em LoCkheed! 

intangibLe assauLt

steaLth
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SHADOWCAT
Katherine “Kitty” Pryde

When this character or an allied character within i 2 is targeted by a d or f attack or would make a 
dodge roll, this character may use this superpower. This character adds 2 dice to the defense or dodge roll. 
If this character or the allied character is Pushed or Thrown by the special rules of the attack, after the effect 
is resolved, this character may Place the Pushed or Thrown character within i 1 of its current position.

• After this attack is resolved, this character gains g equal to the j dealt. 
• During this attack, the defender does not add p results in its defense roll to its total successes and 

cannot add additional dice to the defense roll as a result of p results. 
• l Sidestep: After this attack is resolved, Place this character within i 1 of its current position.

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

• During this attack, the defender does not add p results in its defense roll to its total successes and 
cannot add additional dice to the defense roll as a result of p results. 

• l Ghosted: After this attack is resolved, Place this character within i 2 of itself. 

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

Can’t touCh this

Phasing stRike

get ‘em LoCkheed! 

intangibLe assauLt

steaLth
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SHADOWLAND DAREDEVIL
Matt Murdock

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

When an allied character attacks an enemy character holding or Contesting an objective token, it may 
reroll 1 of its attack dice. This k ability can reroll o results.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if there is not an allied Hand Ninjas character in play, Place it in play within  
i 1 of this character with an Activated token. It is part of your Squad.

• This attack ignores LOS, and the defender does not benefit from Cover.
• Pursuit: Before j is dealt, this character may Advance 1 Toward the defender.

• If an allied Hand Ninjas character is within i 2 of the defender, add 2 dice to the attack roll.

Coordinated Strike

Baton Snare

demon’S devaStation

radar SenSe

Stealth, Wall CraWler

ShadoW War (Criminal SyndiCate)

The next time the Demon’s Devastation attack is used this Activation, its i becomes A2.
there iS only the BeaSt
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SHADOWLAND DAREDEVIL
Matt Murdock

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

When an allied character attacks an enemy character holding or Contesting an objective token, it may 
reroll 1 of its attack dice. This k ability can reroll o results.

• After this attack is resolved, this character gains g equal to the j dealt.
• After this attack is resolved, if there is not an allied Hand Ninjas character in play, Place it in play within  
i 1 of this character with an Activated token. It is part of your Squad.

• This attack ignores LOS, and the defender does not benefit from Cover.
• Pursuit: Before j is dealt, this character may Advance 1 Toward the defender.

• If an allied Hand Ninjas character is within i 2 of the defender, add 2 dice to the attack roll.
• l Vanish: After this attack is resolved, Place this character within i 2.

Coordinated Strike

Baton Snare

demon’S devaStation

radar SenSe

Stealth, Wall CraWler

ShadoW War (Criminal SyndiCate)
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SHANG-CHI 
Zheng Shang-Chi • Before choosing a target, this character chooses whether this attack’s type is d or e. 

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

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

Hidden Flower Under tHe leaves

ten tHoUsand sHapes strike

sUpreme martial artist

• After this attack is resolved, if the defender has the Stagger special condition, it loses the Stagger special 
condition and gains an Activated token.

dim mak

When this character makes a Ten Thousand Shapes Strike attack, before j is dealt, it may use this 
superpower. Choose and resolve 1 of the following effects: 

• Cleansing Strike: This character removes up to 1 j and up to 1 special condition from itself.
• One-Inch Punch: Choose an enemy character within i 1 and of r 3 or less. Push the chosen 

character Away 1.

sixty-FoUr inFinite palms

When this character is defending against an attack, if the attacker is within i 3, this character adds 
Blanks in its defense roll to its total successes. 

After an attack against this character is resolved, if the attacking character is within i 2, this character 
may use this superpower. This character may Advance 1. Then Place the attacking character within 
i 1 of this character. This superpower can be used only once per Turn.

wild goose leaves tHe FloCk
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SHANG-CHI 
Zheng Shang-Chi

After an attack against this character is resolved, if the attacking character is within i 2 and this character 
did not suffer j from the attack, this character may use this superpower. Throw the enemy character 1. 

• Before choosing a target, this character chooses whether this attack’s type is d or e. 
• After this attack is resolved, this character gains g equal to the j dealt.
• p n o Stagger: After this attack is resolved, the defender gains the Stagger special condition. 

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

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

Hidden Flower Under tHe leaves

dragon CHases its tail

ten tHoUsand sHapes strike

rising pHoenix kiCk

sUpreme martial artist

When this character makes a Ten Thousand Shapes Strike attack, before j is dealt, it may use this 
superpower. Choose and resolve 1 of the following effects:

• Flow like Water: This character Advances 1. 
• One-Inch Punch: Choose an enemy character within i 1 and of r 3 or less. Push the chosen 

character Away 1.

Five elements Fist

When this character is defending against an attack, if the attacker is within i 3, this character adds 
Blanks in its defense roll to its total successes.©

 M
AR

VE
L ©

 A
M

G 
 

  G
ar

y D
an

ie
ls

 II
I

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

3 M

344

10

d

d

2

3

7

10

0

5

3a
3

2

a

b

c

c

k

SHE-HULK 
Jennifer Walters

During the next attack made by this character this Turn, add dice to the attack roll equal to the r of 
the defender.

When an 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.

During the Power Phase, this character gains 1 additional g. Additionally, after an attack targeting 
this character is resolved, if this character suffered j, it may Advance Toward the attacker 1.

When an allied character is damaged by an enemy effect, another allied character may gain 1 g. A 
character cannot gain more than 1 g from this k ability per Turn.

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

• After this attack is resolved, if it dealt j, the defender gains the Slow and Stun special conditions. If the 
defender already had the Slow special condition, it gains the Stagger special condition.

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

Clear the Court

Superior Weight training

legal DefenSe

SenSational upperCut

the DefenSe reStS

immunity [poiSon]

gamma tranSfuSion

DefenDerS of arCaDia (affiliation: a-forCe)
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SHE-HULK 
Jennifer Walters

During the next attack made by this character this Turn, add dice to the attack roll equal to the r of 
the defender.

When an 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.

During the Power Phase, this character gains 1 additional g. Additionally, after an attack targeting 
this character is resolved, if this character suffered j, it may Advance Toward the attacker 1.

When an allied character is damaged by an enemy effect, another allied character may gain 1 g. A 
character cannot gain more than 1 g from this k ability per Turn.

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

• After this attack is resolved, if it dealt j, the defender gains the Slow and Stun special conditions. If the 
defender already had the Slow special condition, it gains the Stagger special condition.

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

Clear the Court

Superior Weight training

legal DefenSe

SenSational upperCut

the DefenSe reStS

immunity [poiSon]

gamma tranSfuSion

DefenDerS of arCaDia (affiliation: a-forCe)
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SHOCKER 
Herman Schultz • After this attack is resolved, this character gains g equal to the j dealt.

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

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

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.

Vibrational Shield

Vibro-Shock Strike

Shake ‘em down

immunity [Stun]

if the Ground iS rockinG. . . 
When an enemy character within i 2 of this character makes an attack, it rolls 1 fewer die on its 
attack roll. 
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SHOCKER 
Herman Schultz • After this attack is resolved, this character gains g equal to the j dealt.

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

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

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.

Vibrational Shield

Vibro-Shock Strike

Shake ‘em down

immunity [Stun]

if the Ground iS rockinG. . . 
When an enemy character within i 2 of this character makes an attack, it rolls 1 fewer die on its 
attack roll. 

©
 M

AR
VE

L ©
 A

M
G 

 
  G

ar
y D

an
ie

ls
 II

I

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

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



August 2026 Stat Card Updates 

 3 33

6 3

2 M

SHURI 
Shuri f 5 6 0

2 7 4

1b

Xb

f

c

• After this attack is resolved, this character gains 1 g.
• If this attack would deal 1 or more j, it deals 1 j instead.
• After this attack is resolved, if the defender is r 3 or less, Push it Away 1.

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

Super GeniuS

upGradeS

panther GauntletS

Sonic cruSh

head of Wakanda r&d

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

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

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

• After this attack is resolved, this character gains 1 g.
• If this attack would deal 1 or more j, it deals 1 j instead.
• After this attack is resolved, if the defender is r 3 or less, Push it Away 1.

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

Super GeniuS

upGradeS

panther GauntletS

Sonic cruSh

head of Wakanda r&d

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

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

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

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

• 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 2 or less, this character may Push it 1. 

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

• After each attack is resolved, the defender is Pushed Toward this character 1.
• After all attacks generated by this attack have been resolved, Place this character within i 3 of itself.

When an enemy character ends a movement within i 3 of this character, this character may use this 
superpower. Roll 4 dice. The enemy character suffers 1 j for each p and l result rolled. Then, if this 
superpower dealt 1 or more j, this character may Advance 1.

Caught in the Web

Spider Strike

Fingertip SpinneretS

the SpeCtaCular Spinning Jenny

Wall CraWler

Silk SenSe

When an enemy character with the Slow special condition ends a movement within i 3 of this 
character, this character gains 1 g. 

Web oF the bride
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SILK 
Cindy Moon

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

• 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 2 or less, this character may Push it 1. 

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

• After each attack is resolved, the defender is Pushed Toward this character 1.
• After all attacks generated by this attack have been resolved, Place this character within i 3 of itself.

When an enemy character ends a movement within i 3 of this character, this character may use this 
superpower. Roll 4 dice. The enemy character suffers 1 j for each p and l result rolled. Then, if this 
superpower dealt 1 or more j, this character may Advance 1.

Caught in the Web

Spider Strike

Fingertip SpinneretS

the SpeCtaCular Spinning Jenny

Wall CraWler

Silk SenSe

When an enemy character with the Slow special condition ends a movement within i 3 of this 
character, this character gains 1 g. 

Web oF the bride
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SILVER SABLE 
Silvija Sablinova

When an enemy character within i 4 of this character targets an allied character with an attack, 
if the allied character is holding an Asset or Civilian token, this character may use this superpower. 
After the attack is resolved, this character makes a Tactical Takedown attack targeting the attacking 
character. This superpower can be used only once per Turn.

• After this attack is resolved, this character gains 1 g.
• p Tranquilized: After this attack is resolved, the defender gains the Root special condition. 
• p l Bringing You In: After this attack is resolved, this character may Push the defender 

 Toward this character 1.

Choose another allied character within i 4 and Advance it 1. Then the chosen character gains  
1 g. A character can be affected by this superpower only once per Turn. 

Shot Caller

proteCt the aSSet!

taCtiCal takedoWn

Sniper neSt

• If the target character is not within i 3 and does not benefit from Cover, if this attack would deal j, 
increase the amount dealt by 2.

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

headShot

Wall CraWler

When this character is targeted by a d or f attack, if this character is overlapping a terrain feature 
of r 3 or more and the attacking character is not overlapping the same terrain feature, this character 
adds 2 dice to its defense roll.
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SILVER SABLE 
Silvija Sablinova

When another allied character within i 4 of this character makes an attack, during the Create Attack 
Dice Pool step of the attack, this character may use this superpower. The allied character loses 2 g. If 
it does, this character gains 1 g, and the allied character adds 1 die to its attack roll. This superpower 
can be used only once per Turn. 

• After this attack is resolved, this character gains 1 g.
• p Tranquilized: After this attack is resolved, the defender gains the Root special condition. 
• p l Bringing You In: After this attack is resolved, this character may Push the defender 

 Toward this character 1.

Choose another allied character within i 4 and Advance it 1. Then the chosen character gains  
1 g. A character can be affected by this superpower only once per Turn. 

Shot Caller

Want My help? pay Up.

taCtiCal takedoWn

Sniper neSt

• If the target character is not within i 3 and does not benefit from Cover, if this attack would deal j, 
increase the amount dealt by 2.

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

headShot

Wall CraWler

When this character is targeted by a d or f attack, if this character is overlapping a terrain feature 
of r 3 or more and the attacking character is not overlapping the same terrain feature, this character 
adds 2 dice to its defense roll.
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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 Automatic Pistol attack. 

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

• l Insult to Injury: After this attack is resolved, this character may make 1 additional Make it Personal 
attack without paying the g cost. This additional attack must target the original defender, is a e attack 
instead of its normal type, and does not have the Insult to Injury special rule.

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

Hit and Run

automatic Pistol

make it PeRsonal

HeiR to tHe Wicked

When this character is damaged by an enemy or allied effect, after the effect is resolved, this character 
gains 1 g.

At the end of this character's Activation, if it is within i 4 of an allied Brock Rumlow, this character 
may use this superpower. If the allied Brock Rumlow does not have an activated token, it may Activate 
before your Turn ends.

PaRtneRs in cRime

stealtH

Red mayHem (affiliation: cabal)
During the Cleanup Phase, resolve the following effects in either order:

• Roll a die for each objective token contested by an allied character. If the result is a p, l, or m, 
Push each enemy character contesting the objective Away from it 1.

• Roll a die for each enemy character holding an Asset token within i 2 of an allied character. If the 
result is a p, l, or m, the enemy character drops 1 Asset token of your choice.

SIN
Sinthea Schmidt
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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 Automatic Pistol attack. 

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

• l Insult to Injury: After this attack is resolved, this character may make 1 additional Make it Personal 
attack without paying the g cost. This additional attack must target the original defender, is a e attack 
instead of its normal type, and does not have the Insult to Injury special rule.

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

Hit and Run

automatic Pistol

make it PeRsonal

HeiR to tHe Wicked

When this character is damaged by an enemy or allied effect, after the effect is resolved, this character 
gains 1 g.

At the end of this character's Activation, if it is within i 4 of an allied Brock Rumlow, this character 
may use this superpower. If the allied Brock Rumlow does not have an activated token, it may Activate 
before your Turn ends.

PaRtneRs in cRime

stealtH

Red mayHem (affiliation: cabal)
During the Cleanup Phase, resolve the following effects in either order:

• Roll a die for each objective token contested by an allied character. If the result is a p, l, or m, 
Push each enemy character contesting the objective Away from it 1.

• Roll a die for each enemy character holding an Asset token within i 2 of an allied character. If the 
result is a p, l, or m, the enemy character drops 1 Asset token of your choice.

SIN
Sinthea Schmidt
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SKURGE, THE EXECUTIONER 
Skurge

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.

• If the defender has the Bleed special condition, this character may reroll up to 2 of its attack dice.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

Storm Giant StrenGth

riGht-hand man

Battle-axe

the executioner

aGGreSSive

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

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

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

aSGardian

During the Power Phase, this character gains 1 additional g.
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SKURGE, THE EXECUTIONER 
Skurge

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.

• If the defender has the Bleed special condition, this character may reroll up to 2 of its attack dice.
• l Bleed: After this attack is resolved, the defender gains the Bleed special condition.

Storm Giant StrenGth

riGht-hand man

Battle-axe

the executioner

aGGreSSive

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

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

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

aSGardian

During the Power Phase, this character gains 1 additional g.
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SPECTACULAR SPIDER-MAN 
Peter Parker
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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. 

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

ProPortionate Strength of a SPider

SPider-SenSe

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.

• After this attack is resolved, this character gains 1 g. 
• l m Elusive: After this attack is resolved, this character may Advance 1.

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

• l m Catch!: After this attack is resolved, you may choose an interactive terrain feature of r 2 or less 
and within i 3 of this character and destroy it. The defender suffers a collision as if the terrain feature 
had collided with it.

SWinging Strike

imPact Webbing

Web-head WalloP

Wall craWler
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SPECTACULAR SPIDER-MAN 
Peter Parker

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. 

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

ProPortionate Strength of a SPider

SPider-SenSe

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.

• After this attack is resolved, this character gains 1 g. 
• l m Elusive: After this attack is resolved, this character may Advance 1.

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

• l m Catch!: After this attack is resolved, you may choose an interactive terrain feature of r 2 or less 
and within i 3 of this character and destroy it. The defender suffers a collision as if the terrain feature 
had collided with it.

SWinging Strike

imPact Webbing

Web-head WalloP

Wall craWler
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SPECTRUM 
Monica Rambeau • After this attack is resolved, this character gains 1 g.

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

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

• Before choosing a target, this character chooses whether this attack’s type is d or f.
• After this attack is resolved, Place this character within i 1 of its current position. 
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 2. 

When this character or another allied character within i 4 of this character makes an attack, during 
the Create Attack Dice Pool step, this character may use this superpower. The attacking character adds 
2 dice to its attack roll. This superpower can be used only once per Turn.

EnErgy Boost

gamma strikE

Photon Blast

Pulsar WavE

Flight, immunity [BlEEd, incinEratE, Poison]

Once per Turn, when an allied character would gain 1 or more g, it may choose to gain 1 less g. If it 
does, after the effect is resolved, choose an allied character. The chosen character gains 1 g.

strongEr togEthEr than aPart (aFFiliation: mighty avEngErs)

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

multi-sPEctrum EnErgy aBsorPtion

B4
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SPECTRUM 
Monica Rambeau • After this attack is resolved, this character gains 1 g.

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

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

• Before choosing a target, this character chooses whether this attack’s type is d or f.
• After this attack is resolved, Place this character within i 1 of its current position. 
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 2. 

When this character or another allied character within i 4 of this character makes an attack, during 
the Create Attack Dice Pool step, this character may use this superpower. The attacking character adds 
2 dice to its attack roll. This superpower can be used only once per Turn.

EnErgy Boost

gamma strikE

Photon Blast

Pulsar WavE

Flight, immunity [BlEEd, incinEratE, Poison]

Once per Turn, when an allied character would gain 1 or more g, it may choose to gain 1 less g. If it 
does, after the effect is resolved, choose an allied character. The chosen character gains 1 g.

strongEr togEthEr than aPart (aFFiliation: mighty avEngErs)

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

multi-sPEctrum EnErgy aBsorPtion

B4

©
 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 

2

1 M

222

3

d 2 4 0

4 4 0

2 6 4

2a

d
d

c

c
c

SPIDER-HAM
Peter Porker

When this character would suffer 1 or more j, it reduces the amount of j suffered by 1 to a minimum of 1. 

• After this attack is resolved, this character gains 1 g.
• l Slow: After this attack is resolved, the defender gains the Slow special condition.
• p Stun: After this attack is resolved, the defender gains the Stun special condition.
• nmm Elusive: After this attack is resolved, this character may Advance 1.
• pmm Push: After this attack is resolved, Push the defender 1.

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

• Outrageously Oversized Cartoon Hammer: After this attack is resolved, if the defender has the Shock 
and Stun special conditions, it gains the Stagger special condition. 

Choose an enemy character within i 4 and roll a die. On a p, l, or m result, if the chosen 
character is r 3 or less, Push it Toward this character 1. On any other result, Push this character 
Toward the chosen character 1. This superpower can be used only once per Turn.

Web Yoink

Porker Hijinks

Here’s Pie in Your eYe

WHo’s You Calling a Cartoon?

Wall CraWler

animation Domination

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. 
Additionally, when this character suffers j, after the effect is resolved, it drops any objective 
tokens it is holding.

sPiDer-nonsense
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SPIDER-HAM
Peter Porker

When this character would suffer 1 or more j, it reduces the amount of j suffered by 1 to a minimum of 1. 

• After this attack is resolved, this character gains 1 g.
• l Slow: After this attack is resolved, the defender gains the Slow special condition.
• p Stun: After this attack is resolved, the defender gains the Stun special condition.
• nmm Elusive: After this attack is resolved, this character may Advance 1.
• pmm Push: After this attack is resolved, Push the defender 1.

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

• Outrageously Oversized Cartoon Hammer: After this attack is resolved, if the defender has the Shock 
and Stun special conditions, it gains the Stagger special condition. 

Choose an enemy character within i 4 and roll a die. On a p, l, or m result, if the chosen 
character is r 3 or less, Push it Toward this character 1. On any other result, Push this character 
Toward the chosen character 1. This superpower can be used only once per Turn.

Web Yoink

Porker Hijinks

Here’s Pie in Your eYe

WHo’s You Calling a Cartoon?

Wall CraWler

animation Domination

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. 
Additionally, when this character suffers j, after the effect is resolved, it drops any objective 
tokens it is holding.

sPiDer-nonsense
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SPIDER-MAN 
Miles Morales
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Place this character within i 3 of its current position. The next time it makes a Web Line Kick 
attack this Turn, add 2 dice to that attack roll. This superpower can be used only once per Turn.

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

• After the attack is resolved, the defender drops all objective tokens they are holding.

Allied characters may re-roll 1 defense die. Additionally, they may modify and reroll o results while 
they are holding or Contesting an objective token.

Great responsibility (affiliation: Web Warriors)

Web sWinG

Webline KicK

Venom blast

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

cstealth, Wall craWler
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SPIDER-MAN 
Miles Morales
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Place this character within i 3 of its current position. The next time it makes a Web Line Kick 
attack this Turn, add 2 dice to that attack roll. This superpower can be used only once per Turn.

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

• After the attack is resolved, the defender drops all objective tokens they are holding.

Allied characters may re-roll 1 defense die. Additionally, they may modify and reroll o results while 
they are holding or Contesting an objective token.

Great responsibility (affiliation: Web Warriors)

Web sWinG

Webline KicK

Venom blast

stealth, 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
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Peter Parker
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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.

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

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

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

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

Web Line

Web-A-PuLt

Strike

imPAct Webbing

tASer WebS

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
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SPIDER-MAN 
Peter Parker

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.

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

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

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

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

Web Line

Web-A-PuLt

Strike

imPAct Webbing

tASer WebS

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
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SPIDER-MAN 2099 
Miguel O’Hara

While this character is defending, during the Modify Dice step of the attack, it may use this 
superpower. This character may reroll any number of its defense dice, including o results. After the 
attack is resolved, this character may Place itself within i 2 of its current position.

• 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 Heal: After this attack is resolved, if it dealt 1 or more j, this character may  

remove 1 j from itself. 

• 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 Poison and Stun special conditions. 
• After this attack is resolved, this character may Place itself within i 1 of the defender. 
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 1. 

Choose an enemy character within i 3 and in LOS and Push it Toward this character 1. Then, Place 
this character within i 1 of the chosen character. This superpower can be used only once per Turn. 

Web Whip

AccelerAtion Decoy

SpiDer tAlonS

orgAnic Web Shot

2099 SenDS itS regArDS

heAling FActor [1], WAll crAWler

When this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least 1 p. When this 
character attacks, it ignores the Stealth c superpower and the defender does not benefit from Cover.

Future tech geniuS
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SPIDER-MAN 2099 
Miguel O’Hara

While this character is defending, during the Modify Dice step of the attack, it may use this 
superpower. This character may reroll any number of its defense dice, including o results. After the 
attack is resolved, this character may Place itself within i 2 of its current position.

• 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 Heal: After this attack is resolved, if it dealt 1 or more j, this character may  

remove 1 j from itself. 

• 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 Poison and Stun special conditions. 
• After this attack is resolved, this character may Place itself within i 1 of the defender. 
• l Throw: Before j is dealt, if the defender is r 4 or less, this character may Throw it Away 1. 

Choose an enemy character within i 3 and in LOS and Push it Toward this character 1. Then, Place 
this character within i 1 of the chosen character. This superpower can be used only once per Turn. 

Web Whip

AccelerAtion Decoy

SpiDer tAlonS

orgAnic Web Shot

2099 SenDS itS regArDS

heAling FActor [1], WAll crAWler

When this character rolls dice, after the effect is resolved, it gains 1 g if it rolled at least 1 p. When this 
character attacks, it ignores the Stealth c superpower and the defender does not benefit from Cover.

Future tech geniuS
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SPIDER-MAN NOIR
Peter Parker Earth-90214

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

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

to this attack roll.
• l m Elusive: After this attack is resolved, this character may Advance 1. 

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

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

Hit tHe Pavement

inured to Pain

tHe ol’ one, two

Crime FigHting arsenal

sPider-sense

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. 

wall Crawler

B4
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B4

SPIDER-MAN NOIR
Peter Parker Earth-90214

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

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

to this attack roll.
• l m Elusive: After this attack is resolved, this character may Advance 1. 

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

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

Hit tHe Pavement

inured to Pain

tHe ol’ one, two

Crime FigHting arsenal

sPider-sense

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. 

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

• l Sensory Overload: If the defender has the Poison special condition, before j is dealt, this character 
may Advance it 1.

• After this attack is resolved, the defender drops all objective tokens it is holding.

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

following special conditions: Poison, Shock, or Stun.

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

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. 

I Don’t Fly, I GlIDe

InterroGate

IntoxIcatInG Blast

BIo-electrIc strIke

MartIal artIst

IMMunIty [PoIson], stealth, Wall craWler
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SPIDER-WOMAN 
Jessica Drew

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

• l Sensory Overload: If the defender has the Poison special condition, before j is dealt, this character 
may Advance it 1.

• After this attack is resolved, the defender drops all objective tokens it is holding.

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

following special conditions: Poison, Shock, or Stun.

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

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. 

I Don’t Fly, I GlIDe

InterroGate

IntoxIcatInG Blast

BIo-electrIc strIke

MartIal artIst

IMMunIty [PoIson], stealth, Wall craWler
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SQUIRREL GIRL
Doreen Green • After this attack is resolved, this character gains g equal to the j dealt. 

• l Ambush: After this attack is resolved, Place this character within i 1 of the defender.

• After this attack is resolved, if it dealt j, the defender gains the Bleed and Stun special conditions. 
• l Push: Before j is dealt, if the defender is r 3 or less, Push it 1.

This character may spend any amount of g to use this superpower. Choose an enemy character 
within i 3 of this character that has t equal to or lower than the amount of g spent to use this 
superpower. Move the Tippy-Toe token to that character. While that character has the Tippy-Toe token, it 
does not add p results in its attack, defense, or dodge rolls to its total successes and cannot add dice 
to its attack, defense, or dodge rolls as a result of p results.

Tippy-Toe Takedown!

knuCkle Spike STrike

army of SquirrelS

wall Crawler

SquirreleSe

This character begins the Game with a Tippy-Toe token. While this character has the Tippy-Toe token, it 
may reroll up to 2 dice when making an attack, defense, or dodge roll. During the Power Phase, you 
may move the token from anywhere to this character. Whenever a character is Dazed or KO’d while it 
has the Tippy-Toe token, move the Tippy-Toe token to this character. This character cannot have a Tippy-
Toe token except the one it begins the Game with. When this character is removed from the battlefield, 
remove its Tippy-Toe token from the Game.

Guardian Squirrel 
When this character would be KO’d by an enemy effect, if it has the Tippy-Toe token, remove the token 
from the Game. This character removes 1 j, is not KO’d, and may be Placed within i 2 of its current 
position. Then this character cannot have Tippy-Toe tokens for the rest of the Game. 
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SQUIRREL GIRL
Doreen Green

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

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

• After this attack is resolved, if it dealt j, the defender gains the Bleed and Stun special conditions. 
• l Push: Before j is dealt, if the defender is r 3 or less, Push it 1.

This character may spend any amount of g to use this superpower. Choose an enemy character 
within i 3 of this character that has t equal to or lower than the amount of g spent to use this 
superpower. Move the Tippy-Toe token to that character. While that character has the Tippy-Toe token, it 
does not add p results in its attack, defense, or dodge rolls to its total successes and cannot add dice 
to its attack, defense, or dodge rolls as a result of p results.

Tippy-Toe Takedown!

Tippy Come BaCk!

knuCkle Spike STrike

army of SquirrelS

wall Crawler

SquirreleSe

This character begins the Game with a Tippy-Toe token. While this character has the Tippy-Toe token, it 
may reroll up to 2 dice when making an attack, defense, or dodge roll. During the Power Phase, you 
may move the token from anywhere to this character. Whenever a character is Dazed or KO’d while it 
has the Tippy-Toe token, move the Tippy-Toe token to this character. This character cannot have a Tippy-
Toe token except the one it begins the Game with. When this character is removed from the battlefield, 
remove its Tippy-Toe token from the Game. 
Additionally, when this character is Dazed, move the Tippy-Toe token to this character from anywhere.
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STAR-LORD 
Peter Quill • After this attack is resolved, this character gains g equal to the j dealt.

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

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

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

ElEmEnt Gun

Full Auto

WinGinG it (AFFiliAtion: GuArdiAns oF thE GAlAxy)

Plucky AttitudE

FliGht, GEm BEArEr [PoWEr]

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

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

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

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

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

ElEmEnt Gun

Full Auto

WinGinG it (AFFiliAtion: GuArdiAns oF thE GAlAxy)

Plucky AttitudE

FliGht, GEm BEArEr [PoWEr]

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

hit And run
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While this character is attacking, during the Modify Dice step of the attack, it may use this 
superpower. This character may reroll any number of its attack dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• l n Flurry: After this attack is resolved, this character may make a Stars and Stripes Strike attack. This 

additional attack does not have the Flurry special rule.

• l Throw: After this attack is resolved, if the defender is r 3 or less, this character may Throw it 2.
• l m Language!: After the attack is resolved, the defender gains the Stun and Slow special conditions.

Advance this character 2. This superpower can be used only once per Turn.
On YOur Left

I’ve KnOcKed Out tYrants Over 200 tImes

stars and strIpes strIKe

I dOn’t LIKe BuLLIes

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.

vIBranIum shIeLd
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STEVE ROGERS, CAPTAIN AMERICA 
Steve Rogers

While this character is attacking, during the Modify Dice step of the attack, it may use this 
superpower. This character may reroll any number of its attack dice.

• After this attack is resolved, this character gains g equal to the j dealt.
• l n Flurry: After this attack is resolved, this character may make a Stars and Stripes Strike attack. This 

additional attack does not have the Flurry special rule.

• l Throw: After this attack is resolved, if the defender is r 3 or less, this character may Throw it 2.
• l m Language!: After the attack is resolved, the defender gains the Stun and Slow special conditions.

Advance this character 2. This superpower can be used only once per Turn.
On YOur Left

I’ve KnOcKed Out tYrants Over 200 tImes

stars and strIpes strIKe

I dOn’t LIKe BuLLIes

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.

vIBranIum shIeLd
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STORM 
Ororo Munroe

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.

• 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.

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

tEmpESt

Lightning BoLt

fLight, immunity [Shock]

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

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

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

hurricanE

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

goddESS of StormS

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

©
 M

AR
VE

L ©
 A

M
G 

 
  P

at
ri

ck
 B

ro
w

n

f 4 4 0

2a
3a

c

3

2 M

343

6
d 4 0

d 6 4

k

c

STORM 
Ororo Munroe

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.

• 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.

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

tEmpESt

Lightning BoLt

fLight, immunity [Shock]

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

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

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

hurricanE

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

goddESS of StormS

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

B3

A2
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Roberto da Costa
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Action: This character Advances its s. If it has 3 Flare tokens, it Advances 3 instead and gains 
the Flight c superpower during this Advance. After Advancing, it makes an attack action. This 
superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l m Heating Up: After this attack is resolved, this character gains 1 Flare token. 

• l m Thermokinetic Concussion: After this attack is resolved, other characters within i 2 of the 
defender suffer 1 j. Characters dealt j by this special rule do not gain g for this j. This character 
cannot damage itself with this special rule.

Choose an interactive terrain feature or enemy character, both within i 2 and of r equal to or less than the 
number of Flare tokens this character has, and Throw it 1. This superpower can be used only once per Turn.

HigH EnErgy ConvErsion

sunburn

uv strikE

Dark solar blast

FlarE statE

Before rolling attack dice, this character may use this superpower. Spend 1 or more Flare tokens. Add 
1 die to the attack roll for each Flare token spent. If at least 1 Flare token was spent, after the attack is 
resolved, the defender gains the Incinerate special condition.

tHErmokinEsis

After this character ends a movement, it gains 1 Flare token. This character can have a maximum of 
3 Flare tokens at any time.
Additionally, when this character would become Dazed or KO’d, this character may choose to spend 
all its Flare tokens. If it does, this character deals 1 j to all enemy characters within i X of it, 
where X is the number of Flare tokens spent. Then this character is Dazed or KO’d.©
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SUNSPOT 
Roberto da Costa

Action: This character Advances its s. If it has 3 Flare tokens, it Advances 3 instead and gains 
the Flight c superpower during this Advance. After Advancing, it makes an attack action. This 
superpower can be used only once per Turn.

• After this attack is resolved, this character gains g equal to the j dealt.
• l m Heating Up: After this attack is resolved, this character gains 1 Flare token. 

• l m Thermokinetic Concussion: After this attack is resolved, other characters within i 2 of the 
defender suffer 1 j. Characters dealt j by this special rule do not gain g for this j. This character 
cannot damage itself with this special rule.

Choose an interactive terrain feature or enemy character, both within i 2 and of r equal to or less than the 
number of Flare tokens this character has, and Throw it 1. This superpower can be used only once per Turn.

HigH EnErgy ConvErsion

sunburn

uv strikE

Dark solar blast

FlarE statE

Before rolling attack dice, this character may use this superpower. Spend 1 or more Flare tokens. Add 
1 die to the attack roll for each Flare token spent. If at least 1 Flare token was spent, after the attack is 
resolved, the defender gains the Incinerate special condition.

tHErmokinEsis

After this character ends a movement, it gains 1 Flare token. This character can have a maximum of 
3 Flare tokens at any time.
Additionally, when this character would become Dazed or KO’d, this character may choose to spend 
all its Flare tokens. If it does, this character deals 1 j to all enemy characters within i X of it, 
where X is the number of Flare tokens spent. Then this character is Dazed or KO’d.©
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SUPERGIANT
Supergiant e 3 5 0
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When an allied character within i 4 of this character would be pushed, this character may use this 
superpower. The allied character is not Pushed.

Submit!

Supreme Control

mental Vampire

DeVaState intelleCt

• After this attack is resolved, this character gains 1 g.
• Drain Life: After this attack is resolved, if it dealt damage, remove 1 j from this character.

• If this attack would deal j, it does not and the defender loses that much g instead.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.
• l l Stagger: After this attack is resolved, the defender gains the Stagger special condition. 
• p l m m o o Devour Mind: After this attack is resolved, if the defender is Healthy, it becomes 

Dazed. If the defender is Injured, it becomes KO’d.

This character may spend up to 5 g to use this superpower. Choose a Civilian token within i X of this 
character, where X is the amount of g spent to use this superpower. This character may interact with the 
chosen token without paying the g Cost. 

ethereal
If this character would suffer 2 or more j from a d attack or collision, it suffers 1 j instead.
Additionally, if this character suffers damage from a d attack or collision, it drops all objective tokens 
it is holding.

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

Gem bearer [Soul]©
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When an allied character within i 4 of this character would be pushed, this character may use this 
superpower. The allied character is not Pushed.

Submit!

Supreme Control

mental Vampire

DeVaState intelleCt

• After this attack is resolved, this character gains 1 g.
• Drain Life: After this attack is resolved, if it dealt damage, remove 1 j from this character.

• If this attack would deal j, it does not and the defender loses that much g instead.
• l Stun: After this attack is resolved, the defender gains the Stun special condition.
• l l Stagger: After this attack is resolved, the defender gains the Stagger special condition. 
• p l m m o o Devour Mind: After this attack is resolved, if the defender is Healthy, it becomes 

Dazed. If the defender is Injured, it becomes KO’d.

This character may spend up to 5 g to use this superpower. Choose a Civilian token within i X of this 
character, where X is the amount of g spent to use this superpower. This character may interact with the 
chosen token without paying the g Cost. 

ethereal
If this character would suffer 2 or more j from a d attack or collision, it suffers 1 j instead.
Additionally, if this character suffers damage from a d attack or collision, it drops all objective tokens 
it is holding.

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