
HeroClix Infinity Quest


HeroClix Infinity Quest is a fast paced, fun game of Heroic combat.  Your Heroes slog through deep, dark dungeons and battle heinous villains in a race against other Heroes to find the legendary Infinity Gems!


In HeroClix Infinity Quest, you take turns moving your Hero Team through the dungeon to defeat Villains and other Heroes, find the Infinity Gems, and fight to make it out alive.  On your opponent’s turn, you play the Villains who are trying to eliminate his Hero Team.  Along the way your Hero must face the traps that protect various treasures, battle Villains and search for the fastest and safest way out of the dungeon.

Creating your Heroic Team


Each player will start the league with a team equal to or less than 150 points.  Any unused points will be assigned to that team’s Upgrade Pool.  The 150-point team will adhere to one of the approved theme teams and will be determined before the beginning of the league.  


When initially creating your team, each figure on your team must come from your Team List.  No Veteran figures may be purchased for your initial team.  Once the league begins, you may use points from your Upgrade Pool to advance your existing players or purchase new ones (for more information see Upgrades and Advancement).  Any points not used when initially creating your team are placed in your Upgrade Pool.


Also note that any type figure may be purchased (with the exception of Colossal Figures).  Giant figures may be purchased, but must adhere to the rules for standard figures.  


Once a player has chosen a character, no one else may pick ANY other version of that character.  Some exceptions may apply and will be ruled upon by the Judge (different Heroes with the same name, i.e. Green Lantern).  The theme teams players may pick from are listed in the Appendix A: Teams.  So you have your Heroic Team, now what?

Basic Setup

Starting Player


Each player rolls two dice to determine who plays first.  The person with the highest die result is called the starting player and plays first.  Play proceeds to the left.

Creating the Dungeon


Hallway tiles are 3 squares by 5 squares; the chamber tiles are 5 squares by 5 squares.  To create the dungeon, each player chooses five Dungeons tiles, including a minimum of three chambers.  Set aside the remaining tiles.  The starting player places a chamber tile in the center of the playing surface.  This is the central chamber of the dungeon.  Next, the player to the left places a tile according to the following criteria:


• You must be able to draw a continuous path of playable squares from the new tile to the central chamber.


• The last tile each player places must be a hallway tile.  Place this tile so that it creates an entrance to the dungeon.  This tile must connect to a single chamber (tile), only.

Tiles That Don’t Fit


If you have a tile in which neither side fits the current dungeon formation (according to the above criteria), set aside that tile and randomly choose another tile from the ones left over in the initial selection.  If there are no tiles left to select or no tiles fit the dungeon formation, then you are finished placing tiles.  All players must then place their hallway tiles.

Dead Ends


Most tiles have multiple entryways.  Entryways that end in walls or with “open ends” to nothing are considered dead ends.  All these paths are considered to end in blocking terrain at the edge of the tile.

Placing Cosmic Crystals


Each player may then take turns placing their 3 Cosmic Crystals.  Cosmic Crystals may only be placed in Chamber tiles and only one Cosmic Crystal may be placed per tile.  Note that Cosmic Crystals count as hindering terrain and that a figure may not end its Activation on a square containing a Cosmic Crystal.

Place Villain Tokens


Villain tokens come in three levels: Flunkie (printed in yellow), Criminal (printed in blue), and Megalomaniac (printed in red).  Note that for each color token there are two different tables.  To create a Villain token pool, each player contributes 2 Standard tokens and 4 Weak tokens.  Place 1 Megalomaniac token for every full 300 points worth of Heroes in the game and mix them in with the other tokens.   Lay the tokens on the table face down and mix them up.


The starting player chooses a Villain token and places it in a Chamber tile.  The opponent chooses a token and places it according to the following criteria.  Each player places a maximum of five Villain tokens.


• A Villain token cannot be placed in the same square as a Cosmic Crystal.


• Only one Villain token may be placed on each tile.  However, if a tile contains a Cosmic Crystal, two Villain tokens can be placed on that tile.


• Villain tokens cannot be placed on any Hallway tile.


Note that the number and types of Villain tokens used may vary throughout the league as dictated by the League Parameters (see Appendix G).

Create the Villain Pool


Place all the Villains together off to one side of the map.  This is the Villains Pool.   These are the Villains that appear when a Hero encounters a Villain token or when a trap dictates.  The Villain Pool is created by the Judge.

Choose the Entrance and Exit


The starting player chooses a hallway tile entrance for his Heroic Team and places a colored arrow on the opening to the dungeon.  The next player chooses an entrance for his Heroic Team and uses an arrow of a different color to mark his entrance square.  Repeat this process for each player.  Each Heroic Team must begin the game in a different starting tile.


Next, the starting player will choose the exit for the player to his right, marking it with the same color arrow as that player’s entrance, only facing out of the dungeon.  Any square that opens to the exterior of the dungeon can serve as an exit; the exit does not need to be on a hallway tile.  Repeat this process so that each person chooses the exit for the player to their right.


Start the Game


Heroes begin the game off the board.  Place your Heroic next to their entrance into the dungeon.  Next, you may place 1 Object Token anywhere on the board for each Hero on your team with Super Strength or Telekinesis.  It’s time to search for defeat Villains and find the Infinity Gems!

Playing the Game


During your turn, you can navigate your Hero through the dungeon and you can move Villains around to stop your opponent’s Heroes.  The following rules tell you how to move, fight, and how to search for the Infinity Gems.

Activations


Each player receives 4 activations per turn.  A Hero, Villain, or Villain token can only be activated once per turn.  You may perform the following activations in any order.  


• Activate A Hero: An activated Hero may move through the dungeon, fight and open Cosmic Crystals.  The Hero’s activation ends immediately after a Close Combat Action, Ranged Combat Action, Power Action, or according to the use of a special ability.  


• Activate A Villain: An activated Villain may fight and move through the dungeon.  The Villain’s activation ends immediately after a Close Combat Action, Ranged Combat Action, Power Action, or according to the use of a special ability.


• Move Villain Token: Villain tokens have only 4 Action Points.  


• Pass/No Action: A player can declare at anytime that his turn is over, and forfeit any remaining activations.

First Turn Movement


A player must move his Heroes into the dungeon on the first turn.  Heroes can then encounter and fight Villains, encounter Villain tokens, or attempt to trigger a Cosmic Crystal, if it has the Action Points to do so.   Players may not move Villain tokens or activate Villains until the entire Heroic Team has entered the dungeon.

First Turn Immunity


On the first turn, no player may Activate any of the Villains or Villain Tokens in the tiles connecting to an entrance tile, nor may Villains or Villain Tokens move into that tile.

Action Points


When you activate a Hero or Villain, they may take a variety of actions.  Each action costs a certain number Action Points (or AP).  A character’s total Action Points is equal to the speed value on the figure’s combat dial at the beginning of its Activation.  The cost for various actions appears in the sections describing those actions.  Unused Action Points are lost at the end of activation.  They do not carry over to the next turn.

Movement


It costs 1 Action Point to move from square to square.  A square with a number printed on it costs that many Action Points to enter.  To move diagonally, add 1 to the base Action Point cost for that square.  A character cannot move into a square marked with an X, unless allowed by a special ability.  To enter the dungeon, you must spend the Action Points indicated on the entrance square.  Exiting the dungeon costs 1 Action Point.  Due to the closed quarters, flying characters do not ignore other figures during their movement.

Breaking Away


Breaking Away is resolved using the standard HeroClix rules with the following notations: It costs 2 Action Points to attempt to break away.  A figure may attempt to break away any number of times per activation, as long as it has enough Action Points available to break away and move to another square.

Passing Through


Heroes can pass through friendly and enemy figures (provided they can make their break away roll) and Cosmic Crystals for a cost of 3 Action Points, plus the cost of the destination square.  There is no additional cost if the figure being moved through is on a hindering or water square.  A Hero can only pass through a figure if that figure is not in a square adjacent to an opposing figure; there must be an empty square for the Hero to move into.  No two figures can end their movements in the same square.  Flying characters pass through at the cost of 1 AP. 

Moving Villains 


A player may assign one or more activations to Villains rather than their Heroes.  Use the standard speed costs and rules for activations, with the following exceptions.


• You cannot activate Villains occupying the same tile or a square adjacent to your Hero.  


• You cannot move Villains into a tile with or into a square adjacent to your Hero.  


• Villains will not attack other Villains.


• Villains cannot trigger Cosmic Crystals.


• Villains may not be activated on the same player turn that they are converted from a Villain Token.


When a Villains or Villain Token is activated, place a movement marker on or next to it.  Once a Villain or Villain token has been marked, that figure or token cannot be moved again for a full turn.  Villains can counterattack as normal and Villain tokens convert as normal when encountered.

Villain Tokens


A player may activate one or more Villain tokens instead of their Hero.  Villain tokens have 4 Action Points.  If a Villain token enters a tile containing any player’s Hero or moves adjacent to any Hero, the token immediately ends its activation and is converted into one or more Villains.  If a Hero enters a tile containing one or more Villain tokens, all the tokens convert to Villains.  The Hero can continue moving if he or she has Action Points left, but only after the Villains have been placed on the tile.

Converting Tokens to Villains

1.  Flip the token over to reveal the Villains table.  The table has three columns.

2.  The opponent of the player whose figure caused the conversion rolls 2 six-sided dice, adds the results and compares the total to the first column on the table.  Read across the appropriate row to determine the number and point value of Villains that will appear.

3.
The opponent of the player whose figure caused the conversion places the Villains according to the following;


• Choose Villains from the pool of Villains created at the beginning of the game.


• Replace the token with the first Villain.  Place the second Villain in a square adjacent to the first Villain, the third Villain adjacent to the first or second Villain, and so on.  If a Villain cannot be placed according to these criteria, it cannot be played and must be returned to the pool.


Note that Villains may not be controlled on the same player turn as they were revealed.

Other Notes on Villains


You may not take control of a Villain you attacked this turn.  Additionally, if you attack a Villain that you controlled this turn, remove its token - this villain is now free to be activated by the next player.

Attacks


All Close Combat, Ranged Combat, and Power Actions cost 4 Action Points.  A Hero can attack a Villain or another player’s Hero, which are considered to be unfriendly figures.  Friendly figures are those controlled by you or allied teammates.  The status of a figure is established at the beginning of the game and never changes.


A Hero cannot attack a Villain token, Cosmic Crystal or any dungeon terrain feature.  A Hero cannot target a friendly Hero (one you or your teammate controls) with a damaging attack.  A Hero cannot target himself or herself with any kind of attack or special ability, except healing (or unless specifically allowed in the special ability description).  Villains are considered friendly units to each other.

Close Combat Attacks


Close Combat is resolved using the standard HeroClix rules with the following notations;


Regardless of whether the attack hit or missed, the defender may make a counterattack (optional), AFTER the damage from the initial attack has been applied.  The counterattack costs no Action Points and does not count toward activation for the figure.  If a Hero is KO’d as a result of an Attack, click him to his last click and allow him to counterattack as a Heroic last blow.  Feats cannot be used for counterattacks unless otherwise noted.
Ranged Attacks


Ranged Combat is resolved using the standard HeroClix rules with the following notations;


The targets of a ranged attack can make a counterattack (optional).  To counterattack, the target must have a ranged attack capability, be able to draw a valid line of fire, and be within range of the attacker.  The counterattack must target the attacker.  Feats cannot be used for counterattacks unless otherwise noted.
Attacks by Objects


Characters with Super Strength may use objects in the same way as detailed in the HeroClix rulebook.  Figures hit by an object (via Super Strength or Telekinesis) do not get a counterattack.  

Activation Clicks and Self-Damage


Heroes may choose to Damage themselves at a cost of 1 AP per click of Damage (may not be used in conjunction with Mind Control) anytime during their Activation.  

Cosmic Crystals


Cosmic Crystals are small pieces of the power cosmic that have concentrated into a crystal-like substance.   The touch of a sentient being can make them open like a flower, bestowing both dreams and nightmares to those who dare touch them.  Whenever a character is adjacent to a Cosmic Crystal, he may spend 4 AP to place his hand on it and trigger it open.  When triggering a Cosmic Crystal, roll on the table below to determine the result.

1d12
Result

  1

Megalomaniac (Red) Villain Token

  2

Trap! (Hero only – AV 10 with 4 Damage)

  3

Trap! (All adjacent figures – AV 9 with 3 Damage)

  4

Trap! (All figures on the same tile – AV 8 with 2 Damage)

  5

Criminal (Blue) Villain Token

  6

Flunkie (Yellow) Villain Token

  7

Teleportation

  8

Remove a single Villain from the board (no VP or Exp)

  9

Heroic Insight (+1 Exp)

 10

Healing Wind

 11

Luck Stone

 12

Infinity Gem (+1 Exp)*

*Only one Infinity Gem can be discovered per game.  If the Infinity Gem result is rolled after one has been discovered this game (or after all the Gems have been found for the league), then the Hero instead acquires a Battle Aura of cosmic energy.  The Battle Aura bestows upon the Hero one of the following stat increases for the duration of the game;
1d6

Result

  1

+2 Range

  2

+2 Movement Value

  3

+1 Attack Value

  4

+1 Defense Value

  5

+1 Damage Value

  6

The Hero chooses the result

Traps


If a Trap result is rolled, note the Attack value and Damage of the trap, along with who it affects.  If a Villain token is in position to take damage from a trap, the token is converted.   Place the Villains using the standard rules, then resolve the Attack from the trap.  This damage can eliminate Villains as they are placed.

Villain Tokens


If a Villain Token result is rolled, place the Villains according to the standard rules.  All of the Villains must be adjacent to the Cosmic Crystal.  If the Villains cannot be adjacent to the crystal, then place them adjacent to the Hero.

Teleportation


If a Teleportation result is rolled, place the Hero in any square adjacent to the nearest Cosmic Crystal.  If there are no more Cosmic Crystals on the board, place the Hero adjacent to any dungeon entrance or exit.

Heroic Insight


When this result is rolled the player may either; A) instantly reveal any Villain Token anywhere on the board or B) clear a Villain or Villain Token from another player’s control.  In addition, the player receives an extra 1 Exp.

Healing Wind 


When this result is rolled the player may either; A) heal any one member of his Heroic Team by 5 clicks or B) place a KO’d member of his Heroic Team on the player’s starting entrance.   Turn the character’s dial so that it receives 3 clicks of healing from its KO click.  A player may forgo Healing Wind for Heroic Insight.

Luck Stone 


When this result is rolled, the character that triggered the Cosmic Crystal now has a Probability Control re-roll token.  Whenever the character uses the Probability Control re-roll token, roll 1d6.   On the result of 1-3, the stone has lost its power and may no longer be used.  On a 4-6 the token remains in play.

Alternately, you may choose to drain all the power of the Luck Stone to adjust the result of a dice roll by 1 per die rolled (note that the adjustment occurs after the dice have been rolled).  Discard the Luck Stone.


While powered, this item may be transferred to another adjacent friendly figure for 1 AP.  Luck Stones may be stolen in the same manner as Infinity Gems (see Infinity Gems) and do not transfer over to the next game.

Infinity Gems

There are six different Infinity Gems (shown below).  Once discovered from a Cosmic Crystal, a Guardian will appear to defend the Gem (Guardians are defined in Appendix G: League Parameters).  The Guardian must be defeated or have the Gem stolen from it before the Hero can claim it.
Any figure who is in possession of an Infinity Gem gains the listed stat bonus immediately.  The character will continually benefit from the Infinity Gem in this way until it is no longer in his possession.  In addition to the stat bonus, at the beginning of a gem holder’s activation he may choose to possess any one power from the Infinity Gem.  This power will last until the beginning of his next activation and replaces any power that may be on the dial where the Infinity Gem power would normally be found.

Any figure may hold up to 6 Infinity Gems at once and receive the benefits from multiple gems (although note that the replacement nature of the Infinity Gems do not allow any two powers to stack on the same stat).  Friendly figures may exchange control of Infinity Gems if they are in adjacent squares at the cost of 1 AP (the careful swapping of Gems ends the ‘giving’ Hero’s activation).  The Gems may also be TKed like any other objects.  Carrying an Infinity Gem does not count as carrying an object.

If a figure with an Infinity Gem is KO'd, place that gem on the board in the square last occupied by that figure.  To pick up a fallen Gem a Hero must move into the same square as the Gem and spend 1 AP to pick it up.

Infinity gems may be stolen if an opposing Hero claims he is Stealing the Gem.  He then makes a Close Combat Action (adding a +2 to the wielder’s Defense Value) with a Damage Value of 0 (the wielder may not benefit from any Defensive Powers).  If the opposing figure successfully steals the Gem and has Action Points remaining he may continue to move (still must Break Away, etc).  In the case of a figure who is holding multiple Gems, the defender chooses which one is stolen.  Note that the targeted Hero gets to make a counterattack as normal.  If the counterattack inflicts damage, the thieving Hero drops the Gem on the tile in the legal square nearest the attacker (attacker’s choice) and ends its Activation.  

If an opposing Hero rolls double 6’s while engaging in a Close Combat Action with a figure holding a Gem, then he now possesses the Gem. In the case of a figure who is holding multiple Gems, the defender chooses which one is stolen.

To retain an Infinity Gem for use in the next game, the Hero in possession of the Infinity Gem must leave the dungeon through its team exit.


[image: image1]
Ending The Game


As soon as a player finds an Infinity Gem, he can maneuver his Heroic Team out of the dungeon through its designated exit.  A Heroic Team cannot exit the dungeon until an Infinity Gem has been discovered via the Cosmic Crystals or there are no Cosmic Crystals left on the board.  The game ends when there are no longer any Heroes left in the dungeon.

Becoming Wounded


At the end of the game any of your Heroes who are KO’d have a chance of becoming Wounded.  Roll a 1d6 for each Hero and refer to the table below;

1d6

Result

  1

The Hero is Critically Wounded and will miss the next game.

 2-4

The Hero is Wounded and enter the next game with 3 clicks of Damage

 5-6

No Effect – the Hero will enter the next game as normal

Upgrades and Advancement

Victory Points


Heroes collect Victory Points by KOing opposing Heroes and Villains.  Every time a player collects Victory Points, he has the opportunity to spend them for one of the in-game benefits listed below.  Note that he may only spend Victory Points in-game when he accumulates them (KO’s a figure).  Any Victory Points not spent during the game go into your Victory Point pool and may be used to buy bonus items at the Infinity Quest Online League Store (http://www.algrim.info/iqstore.htm)

5 VP’s = 1 Signature Villain (See Below) who is 50 points or less

10 VP’s = 1 Signature Villain (See Below) who is between 51-100 points

15 VP’s = 1 Signature Villain (See Below) who is 101 points or greater

30 VP’s = 1 Fate Token (See Below)

30 VP’s = 1 Click of healing to a single Hero

75 VP’s = 3 Clicks of healing to a single Hero

50 VP’s = Place any single KO’d Hero at its entrance on its last click

150 VP’s = Click a Hero to any point on his dial


Fate Token – At the beginning of the game, each team receives a number of Fate Tokens equal to the maximum allowed (see Appendix G: League Parameters) at the beginning of each game.  These tokens may be spent in one of three ways;

A) To allow a Hero a re-roll 

B) To reduce the number of Villains generated from a Villain Token by 1 per Fate Token spent 

C) To remove a token from a Villain or a Villain Token

D) To counter another player’s re-roll (via Fate Token).  Fate Tokens counter re-rolls on the roll of a 3+ on 1d6.  Regardless whether or not the counter is successful, no further Fate Tokens may be used to alter that particular roll.

Signature Villain – When a player is choosing a Villain to be placed on the board, he may elect to choose a Signature Villain from outside of the Villain Pool.  All the normal rules and restrictions apply.

Experience Points


Experience Points are used to upgrade and expand your Heroic team.  At the end of each game any Experience Points gained are put into that Team’s Upgrade Pool.  From there the team may upgrade their existing members or recruit new ones.  A team may not acquire more than 30 Exp per game.  Experience Points are earned in the following ways;

1 Exp = KO an opposing figure* who is 50 points or less

2 Exp = KO an opposing figure* who is between 51-100 points

3 Exp = KO an opposing figure* who is 101 points or greater

2 Exp = Triggering a Cosmic Crystal

3 Exp = Leaving the battlefield with an Infinity Gem

3 Exp = Playing a game of Infinity Quest

1 Exp = For every 50 unspent Victory Points at the end of the game

***Heroes receive double the amount of Exp they would normally receive when they KO other Heroes.

Upgrade Pool


Between games, players can upgrade their existing Heroes or recruit new ones using points from their Upgrade Pool.  To advance a Hero, simply choose a more expensive version of that Hero (usually an Experienced or Veteran version) and spend the difference in points between the version you are currently using and the desired version out of your Upgrade Pool.


To recruit a new Hero, simply pay the points for the character out of your Upgrade Pool.  If the Hero would not normally be allowed on your team or does not have your corresponding Team Ability on any of its versions (via the rules from Creating your Heroic Team) you will need to pay an additional 5 points for that figure.  If the Hero would not qualify for your team AND it comes from a different Universe, you will need to pay an additional 10 points for that figure.  

Feats


Heroes may purchase Feats (see Appendix D).  Feats will have both an Experience Point cost and a Victory Point cost.  No Hero may possess more than 2 Feats at any given time and the total of the Feats may not exceed the Hero’s point cost.  Feats may not be used to Counterattack unless otherwise noted.  Feats may be discarded as the Hero advances or at the player’s discretion, but any points spent on Feats that end up discarded are lost and do not return to the team’s Upgrade Pool.

Active Rosters


If a team has upgraded beyond 4 Heroes, they may choose an Active Roster for each of their games.  An Active Roster consists of 3 or 4 Heroes of the player’s choice.  The remaining Heroes will sit out for the entire game.  Note that any Infinity Gems owned by a team must still enter into the dungeon.  

Dismissing Heroes


Heroes may be dismissed from a team during the upgrade process.  A player who dismisses a Hero receives half of the Hero’s point value to their Upgrade Pool (although any other costs incurred by that Hero such as upgrading outside your team/universe or Feats are now lost).  Once a Hero is dismissed, he is no longer owned by that team and may be purchased by anyone. 

Appendix A: Teams

	Alpha Flight

	Team Ability: Avengers

	Aurora
	Diamond Lil
	Guardian

	Marrina
	Northstar
	Puck

	Sasquatch
	Shaman
	Snowbird

	Vindicator
	Wild Child
	Wolverine


	Avengers

	Team Ability: Avengers

	Beast
	Black Knight
	Black Panther

	Captain America
	Carol Danvers
	Clint Barton

	Hank Pym
	Hercules
	Iron Man

	Namor
	Photon
	Quicksilver

	Scarlet Witch
	She-Hulk
	Thor

	Vision
	Wasp
	Wonder Man


	Defenders

	Team Ability: Defenders

	Archangel
	Beast
	Dr. Strange

	Gargoyle
	Hellcat
	Hulk

	Iceman
	Moondragon
	Nighthawk

	Silver Surfer
	Sub-Mariner
	Valkyrie


	Excalibur

	Team Ability: X-Men

	Callisto
	Captain Britain
	Colossus

	Juggernaut
	Meggan
	Nightcrawler

	Nocturne
	Phoenix
	Psylocke

	Sage
	Shadowcat
	Wolfsbane


	Fantastic Four

	Team Ability: Fantastic Four

	Black Panther
	Crystal
	Human Torch

	Invisible Girl
	Luke Cage
	Mr. Fantastic

	She-Hulk
	Storm
	Thing


	Gotham Knights

	Team Ability: Batman

	Azrael
	Batgirl
	Batman

	Black Canary
	Huntress
	Nightwing

	Question
	Robin
	Spoiler


	Green Lantern Corps

	Team Ability: Green Lantern Corps

	Abin Sur
	Arisia
	Ch'p

	G'nort
	Guy Gardner
	Hal Jordan

	Jade
	Jon Stewart
	Katma Tui

	Kilowog
	Kyle Rayner
	Tomar Re


	Invaders

	Team Ability: Defenders

	Blazing Skull
	Bucky
	Captain America

	Namor
	Spitfire
	Thin Man

	Toro
	Union Jack
	USAgent


	JLA

	Team Ability: JLA

	Aquaman
	The Atom
	Batman

	Black Canary
	Black Lightning
	Elongated Man

	Green Arrow
	Hal Jordan
	Hawkgirl

	Hawkman
	Jon Stewart
	Martian Manhunter

	Plastic Man
	Red Tornado
	Superman

	Vixen
	Wonder Woman
	Zatanna


	JLI

	Team Ability: JLA

	Animal Man
	Big Barda
	Blue Beetle

	Booster Gold
	Captain Atom
	Dr. Fate

	Fire
	Flash
	Guy Gardner

	Hawkman
	Ice
	Mister Miracle

	Power Girl
	Rocket Red
	Shazam!


	JSA

	Team Ability: JSA

	AlanScott
	Atom Smasher
	Black Canary

	Damage
	Dr. Fate
	Dr. Mid-Nite

	Jade
	Jakeem Thunder
	Jay Garrick

	Johnny Thunder
	HawkGirl
	Hawkman

	Hourman
	Mr. Terrific
	Obsidian

	Power Girl
	Sandman
	Shazam!

	Starman
	Star-Spangled Kid
	Wildcat


	Legion of Superheroes

	Team Ability: Legion of Superheroes

	Braniac 5
	Chameleon
	Colossal Boy

	Cosmic Boy
	Kid Quantum
	Livewire

	Mon-El
	Phantom Girl
	Saturn Girl

	Shadow Lass
	Supergirl
	Timber Wolf

	Triplicate Girl
	Ultra-Boy
	Wildfire


	Marvel Knights

	Team Ability: Spider-Man

	Black Cat
	Blade
	Cloak

	Dagger
	Daredevil
	Elektra

	Ghost Rider
	Iron Fist
	Luke Cage

	Moon Knight
	Punisher
	Spider-Man


	New Avengers

	Team Ability: Avengers

	Captain America
	Clint Barton
	Dr. Strange

	Echo
	Iron Fist
	Iron Man

	Jessica Jones
	Luke Cage
	Spider-Man

	Spider-Woman
	 
	Wolverine


	New Mutants

	Team Ability: X-Men

	Cannonball
	Karma
	Magik

	Magma
	Mirage
	Sunspot

	Thunderbird
	Warlock
	Wolfsbane


	New Warriors

	Team Ability: Spider-Man

	Darkhawk
	Firestar
	Justice

	Namorita
	Night Thrasher
	Nova

	Outsiders

	Team Ability: Outsiders

	Arsenal
	Batman
	Black Lightning

	Captain Boomerang
	Geo-Force
	Halo

	Huntress
	Jade
	Katana

	Metamorpho
	Nightwing
	Starfire


	Teen Titans

	Team Ability: Teen Titans

	Arsenal
	Beast Boy
	Cyborg

	Jesse Quick
	Kid Flash
	Kyle Rayner

	Nightwing
	Ravager
	Raven

	Robin
	Speedy
	Starfire

	Superboy
	Terra
	Wonder Girl


	Thunderbolts

	Team Ability: Avengers

	Atlas
	Baron Zemo
	Blizzard

	Bullseye
	Charcoal
	Citizen V

	Clint Barton
	Green Goblin
	Jolt

	MACH-1
	Meteorite
	Nighthawk

	Radioactive Man
	Songbird
	Speed Demon

	Swordsman
	Techno
	Venom


	Uncanny X-Men

	Team Ability: X-Men

	Banshee
	Cable
	Cannonball

	Colossus
	Cyclops
	Gambit

	Mystique
	Nightcrawler
	Pheonix

	Psylocke
	Rogue
	Sabretooth

	Sage
	Shadowcat
	Storm

	Sunfire
	Thunderbird
	Wolverine


	West Coast Avengers

	Team Ability: Avengers

	Clint Barton
	Darkhawk
	Hank Pym

	Iron Man
	Mockingbird
	Moon Knight

	Quicksilver
	Scarlet Witch
	Thing

	Tigra
	USAgent
	Vision

	War Machine
	Wasp
	Wonder Man


	X-Factor

	Team Ability: X-Men

	Forge
	Havok
	Multiple Man

	Mystique
	Polaris
	Quicksilver

	Sabretooth
	Wild Child
	Wolfsbane


	X-Men

	Team Ability: X-Men

	Angel
	Beast
	Bishop

	Cable
	Colossus
	Cyclops

	Havok
	Iceman
	Jean Grey

	Jubilee
	Magneto
	Northstar

	Polaris
	Professor X
	Shadowcat

	White Queen
	 
	Wolverine


	Young Avengers

	Team Ability: Avengers

	Hulkling
	Iron Lad
	Patriot

	Stature
	Vision
	Wiccan


	Marvel Adventures - Avengers

	Team Ability: Avengers

	Captain America
	Hulk
	Iron Man

	Spider-Man
	Stature
	Storm

	 
	Wolverine
	 


Appendix B: Powers and Abilities

Speed Powers

CHARGE (optional): This character may make close combat attacks for 0 AP instead of the standard 4 AP.  While this power is showing on its dial, this character is not affected by Force

Blast and ignores knockback.

EARTHBOUND: This character is grounded and has the boot speed mode instead of its printed speed mode. This power may not be countered.
FLURRY (optional): At the cost of 4 AP this character may make two close combat attacks (making two separate attack rolls) against either one target or two targets that are adjacent to this character.

FORCE BLAST (optional): At the cost of 4 AP target a single adjacent opposing character and move it directly away from this character 1d6 squares. The target character automatically breaks away, may move through squares adjacent to opposing characters, and ignores the effects of hindering terrain while being moved in this way. This attack deals no damage. The target may take knockback damage. The target does not get a counterattack.
HYPERSONIC SPEED (optional): Choose one of the following: 

(1) A close or ranged combat action only costs 2 AP instead of 4 AP. The figure automatically breaks away from all characters at the cost of 1 AP and may continue to spend AP after the attack has been resolved (although it may only make one combat action).  When using this option the character’s range is halved.

(2) This figure must have at least 6 AP available when activated and must use all of its AP for this action. Make a close combat attack. If the attack is successful, this character may continue to perform close combat attacks as free actions against the same target. Increase the target’s defense value by 1 for each successful attack after the first until the attack ends; for each attack, compare the attack value to the modified defense value. The attack ends when the attacking player declares an end to the attacks or an attack misses.  When the attack ends, damage dealt equals the number of successful attacks made by this character with this action. With this option (option number 2) you may ignore the Rule of 3.
LEAP/CLIMB (optional): This character automatically breaks away at the cost of 1 AP and ignores the effects of characters and terrain on movement.

MIND CONTROL (optional): At the cost of 4 AP, this character may make a close combat or ranged combat attack that does no damage; instead the successfully hit target becomes friendly to your force and opposing to your opponent’s force. Each successfully hit target may be immediately Activated for free. Upon resolving its action, each target becomes an opposing character to you and friendly to its owner’s force. This character takes 1 damage for each 100 points of the targets’ combined point value. If this character has a range value of 0, treat its range value as 4 when using this power.

PHASING/TELEPORT (optional): This character automatically breaks away at the cost of 1 AP and ignores the effects of all characters and terrain features on movement.  It costs 2 AP for each solid square of blocking terrain the character moves through. This character may not end its move in blocking terrain.

PLASTICITY (optional): This character successfully breaks away on results of 2–6. Opposing characters that have to roll to break away from a character with Plasticity must roll a 6 to break away. If opposing characters with Plasticity are adjacent, they use normal break away rules to break away from each other.

RUNNING SHOT (optional): This character may make ranged combat actions for 0 AP

instead of the standard 4 AP.
STEALTH (optional): Any line of fire drawn to this character that passes through hindering terrain, including the square that this character occupies, is treated as though it has been drawn through blocking terrain. Additionally, enemy characters attempting to target a this character with a Close Combat attack while they are on hindering terrain must roll a 1d6. On the roll of a 1, the attack cannot be made and the attacker must choose another target or take a different action (the attacker acts as if the character is not there and does NOT need to break away).

Attack Powers
BLADES/CLAWS/FANGS (optional): At the cost of 4 AP this character may make a close combat attack with a damage value of 1d6.

ENERGY EXPLOSION (optional): At the cost of 4 AP this character may make a ranged combat attack. The character’s damage value becomes 1 for this attack. If the attack is successful, compare the attack roll to the defense value of any characters adjacent to the target to determine if they are also hit. All characters successfully hit are dealt damage from the attack. Only the initial target(s) may counterattack.
INCAPACITATE (optional): Spend 4 AP to give this character a close or ranged combat attack.  This character’s damage value becomes 0 for this attack. If this character successfully hits a target, place an Incapacitate token next to the target. Any figure that begins its turn with a token may not act unless it activates and breaks free.  It costs 4 AP to attempt to break free and the character must roll a 5+ on 1d6 (Characters with Plasticity, Super Strength, or Willpower receive a +1 to this roll). Figures that break free may act this turn using any remaining AP.  For every full turn a character is Incapacitated, it receives a +1 to its roll to break free.  If the roll to break free becomes 2+, the character does so automatically (without needing to spend the AP) – remove the token.  Incapacitated models do not counterattack.  Figures using Incapacitate as a counterattack receive a -2 AV.
POISON (optional): At the beginning of this character’s Activation, each opposing character adjacent to this character is dealt 1 damage.
PSYCHIC BLAST (optional): While performing a ranged combat attack, the damage dealt may not be reduced by any power that reduces damage dealt.

PULSE WAVE (optional): At the cost of 4 AP this character may make a ranged combat attack. Reduce its range value by half. Draw lines of fire to every character (friendly and opposing) within range in every direction. This attack ignores all team abilities, powers and feats possessed by characters within range. These lines of fire are not blocked by character bases, but are affected normally by terrain. If clear lines of fire can be drawn to two or more characters, this character’s damage value becomes 1 for this attack; otherwise, use this character’s normal damage value. Compare the attack roll to the defense value of each character in range; each hit character is dealt damage.  Characters hit by a Pulse Wave attack may not use any team abilities, powers, or feats when counterattacking this attack.

QUAKE (optional): At the cost of 4 AP this character may make a close combat attack. This character’s damage value becomes 2 if it is greater than 2. Make a single attack roll, and compare the result to the defense values of all opposing characters adjacent to this character. Each character that takes damage suffers knockback and may not counterattack.

SMOKE CLOUD (optional): This character may create squares of hindering terrain anywhere within its range at a cost of 1 AP per 2 squares (max 6 squares). Place up to 6 smoke terrain markers on the battlefield. Each smoke terrain marker must be adjacent to another smoke terrain marker created by this character. Markers may be placed in squares containing figures. These terrain markers remain in place until the beginning of your next turn or until the power is countered or lost.

STEAL ENERGY: Give this character 1 click of healing when a character this character hit with a close combat attack takes damage from that attack.

SUPER STRENGTH (optional): A character may pick up an object in its own square or an adjacent square and carry it for the cost of 1 AP for a Light Object and 2 AP for a Heavy Object. This character may use the object as a weapon. If this power is lost or countered while this character holds an object, immediately place the object in the square this character occupies. This character may cancel this power while carrying an object.

TELEKINESIS (optional): Give this character a power action and choose one of the following:

(1) It may make one close combat attack. This attack deals no damage. If the attack is successful, you may move the target character up to 10 squares. The target character automatically breaks away and ignores the effects of characters and hindering terrain on movement. If the target is moved against blocking terrain and has moved less than 10 squares, the target suffers knockback. This character must have a clear line of fire to the target square.

(2) It may move a target adjacent object that is not being held—or a friendly character—up to 10 squares. The target character automatically breaks away and ignores the effects of characters and hindering terrain on movement. This character must have a clear line of fire to the target square. 

(3) It may make a ranged combat attack using an adjacent object that is not held by another character (see the “Objects” section of the rulebook). This character must have a clear line of fire to the target square.
Defense Powers
BARRIER (optional): This character may spend 4 AP to create up to 4 squares of blocking terrain anywhere within its range. Place up to four barrier terrain markers on the battlefield. Each barrier terrain marker must be adjacent to each other. These terrain markers remain in place until the beginning of your next turn or until the power is countered or lost.  Figures may also destroy the terrain markers for a cost of 4 AP if they are able to do 3 or more Damage.  This action counts as an Attack, but does not end the characters activation.

COMBAT REFLEXES (optional): Modify this character’s Defense Value by +2 against Close Combat attacks.  This character may choose to be knocked back by any attack that damages it.  This character does not take knockback damage.  Additionally, when rolling to determine if this Hero is Wounded add a +1 to the roll.
DEFEND (optional): Any friendly character adjacent to this character may use this character’s unmodified defense value instead of its own.  Additionally, when rolling to determine if this Hero is Wounded add a +1 to the roll.
ENERGY SHIELD/DEFLECTION: Increase this character’s defense value by 2 against ranged combat attacks.

IMPERVIOUS (optional): When this character is dealt damage, you may roll one six-sided die; on a result of 5 or 6, the damage dealt is reduced to 0; on a result of 1–4, the damage dealt is reduced by 2.
INVULNERABILITY: Damage dealt to this character is reduced by 2.

MASTERMIND (optional): Each time this character would be dealt damage, you may instead choose to have this damage be dealt to an adjacent friendly character with a lower point value than this character.
REGENERATION (optional): Anytime (once) during this figure's Activation, it may spend 2 AP to roll 1d6 and subtract 2 from the result (default is 1). The result equals the damage this character heals.  Additionally, when rolling to determine if this Hero is Wounded add a +1 to the roll.

SUPER SENSES (optional): When this character is successfully hit by an attack, you may roll one six-sided die. On a result of 5 or 6, this character evades the attack.

TOUGHNESS: Damage dealt to this character is reduced by 1.

WILLPOWER (optional): Upon activation, this figure may roll a 1d6 to gain additional AP to be used this turn. On a 3+ it gains 1 additional AP and may roll again. Ignore the Rule of 3.
Damage Powers
BATTLE FURY: This character may not make a ranged combat attack, may not be targeted by Mind Control, and may not be carried.
CLOSE COMBAT EXPERT (optional): This character may spend 4 AP to perform a close combat power action against a single target. If this character does so, increase its damage value by 2. Close Combat Expert may not be used when using an object as a weapon.
ENHANCEMENT (optional): Any friendly characters who are adjacent to this figure and performing any type of ranged combat may increase the damage value of the attack by 1. Enhancement may be used only once per turn per friendly adjacent character.
EXPLOIT WEAKNESS (optional): While performing a close combat attack, the damage dealt may not be reduced by any power that reduces damage dealt.

LEADERSHIP (optional): At the beginning of the character’s Activation it may allocate up to half of its AP to another member of your team.  Alternately, the character may spend 4 AP to roll for an additional Activation.  If the character rolls a 5 or 6 on 1d6, then his team gains an additional Activation.

OUTWIT (optional): Once during your Activation, for 1 AP, this character may counter a power on a target opposing character. Treat the target as if it does not have the countered power. That power remains countered until the beginning of your next turn. This character must be within 10 squares of the target and have a clear line of fire to the target. If this character loses Outwit or is KOd, the countered power returns immediately. 
PERPLEX (optional): Once during your Activation, for 1 AP, this character may increase or decrease by 1 any combat value (including range) of any character within 10 squares, including itself, until the end of the turn. This character must have a clear line of fire to the target. If either the character or the target is damaged or healed during this turn, the effect ends. 
PROBABILITY CONTROL (optional): At the cost of 2 AP, this character may create a special re-roll token.  This token allows you to re-roll one die or dice roll. Use the re-rolled result instead of the original result. This character must be within 10 squares of the character performing the action and have a clear line of fire to that character. Alternately, you may at any time use this token to force another player to re-roll one die or dice roll. Use the re-rolled result instead of the original result. This character must be within 10 squares of the character performing the action and have a clear line of fire to that character. Discard the token once it has been used for a re-roll or at the beginning of your next turn.
RANGED COMBAT EXPERT (optional): This character may spend 4 AP to perform a ranged combat power action against a single target. If this character does so, increase its damage value by 2. Ranged Combat Expert may not be used when using an object as a weapon.

SHAPE CHANGE: When this character is chosen as the target of an attack, roll one six-sided die. On a result of 5 or 6, the attack cannot be made. The attacker must choose another target or take a different action with that character instead.
SUPPORT (optional): At the cost of 4 AP this character may make a close combat attack against a target friendly character in an attempt to heal them. Neither character may be adjacent to an opposing character. Ignore all modifiers to the close combat attack. If the attack succeeds, roll one six-sided die and subtract 2 (defaulting to 1). The result equals the damage the target character heals.
Appendix C: Team Abilities

2000 AD: At any time during the game, you may declare an opposing Heroic team or the dungeon Villains as your target. Once the selection is made, it may not be changed. All 2000 AD team members increase their attack value by +1 when attacking the chosen Heroic team or Villains.

Avengers: A member of this team may move diagonally at the cost of 1 AP instead of 2.

Batman Ally: Any line of fire drawn to this character that passes through hindering terrain, including the square that this character occupies, is treated as though it has been drawn through blocking terrain. Additionally, enemy characters attempting to target a member of this team with a Close Combat attack while they are on hindering terrain must roll a 1d6. On the roll of a 1, the attack cannot be made and the attacker must choose another target or take a different action (the attacker acts as if the character is not there and does NOT need to break away).

Batman Enemy: A Batman Enemy team member may use the unmodified attack value of any other friendly Batman Enemy team member who is either adjacent or on the same tile.

Brotherhood of Mutants: A member of this team may move diagonally at the cost of 1 AP instead of 2.

Bureau of Paranormal Research and Defense: Members of the B.P.R.D. team act as wild cards. They can use any team ability that any friendly character on the battle map possesses. The copied team ability is announced at the beginning of the character’s turn and last until the beginning of its next turn.

Calculator: Members of this team act as wild cards. They can use any team ability that any friendly character on the battle map possesses. The copied team ability is announced at the beginning of the character’s turn and last until the beginning of its next turn.

Crime Syndicate: Members of this team have Probability Control. This team ability may not be copied by wild card team abilities.

CrossGen: When this character takes damage from an attack, it immediately deals 1 damage to the attacker. This damage may not be evaded or reduced.

Crusade: Opposing figures trying to counterattack this figure must roll 4+ on 1d6 to do so. Knockback damage dealt to this character is reduced to 0.
Danger Girl: When a member of this team is chosen as the target of an attack, roll one six-sided die. On a result of a 5 or 6, the attack cannot be made. The attacker must choose another target or take a different action.

Defenders: A member of this team may use the unmodified defense value of any other friendly Defenders team member who is either adjacent or on the same tile.

Fantastic Four:  Once at the beginning of your turn, as a free action (0 AP), a member of this team may choose a target friendly character within 10 squares and to which the Hero has a clear line of fire. The target gains a +1 to any of its Combat Values with the exception of Damage.  This bonus only lasts during the target character’s Activation.  Additionally, when a member of this team is KOd, each friendly character with the Fantastic Four team symbol may be healed of 2 clicks of damage.  This team ability cannot be copied by wild card team abilities.

Freedom Phalanx: Members of this team act as wild cards. They can use any team ability that any friendly character on the battle map possesses. The copied team ability is announced at the beginning of the character’s turn and last until the beginning of its next turn.

Green Lantern Corps: If this character has Barrier, Defend, Energy Shield, or Telekinesis showing on the dial, this character gains Toughness.

Guardians of the Globe: When a member of this team rolls doubles on a successful attack roll, in addition to the effects of the attack, the opposing figure is Incapacitated.

Hydra: When one of your characters makes a ranged combat attack, you may modify its attack value by +2 for each friendly member of this team that is adjacent to the attacker and has a line of fire to the target.

Injustice League: Nominate an opposing character at the beginning of your turn.  For this turn, all members of this team have Charge or Running Shot when attacking the nominated target.  This ability may not be used by characters who are not a part of your team. 

Justice League: A member of this team may move diagonally at the cost of 1 AP instead of 2.

Justice Society: A member of this team may use the unmodified defense value of any other friendly Justice Society team member who is either adjacent or on the same tile.

Kabuki: Any line of fire drawn to this character that passes through hindering terrain, including the square that this character occupies, is treated as though it has been drawn through blocking terrain. Additionally, enemy characters attempting to target a member of this team with a Close Combat action while they are on hindering terrain must roll a 1d6. On the roll of a 1, the attack cannot be made and the attacker must choose another target or take a different action (the attacker acts as if the character is not there and does NOT need to break away).

Kingdom Come: Whenever an opposing player attempts to move a character adjacent to this character, that player rolls one six-sided die. On a result of 1 or 2, the character cannot move adjacent to this character this turn. This character, and characters suffering knockback, ignore this team ability.

Legion of Super Heroes: Members of the Legion of Super Heroes team act as wild cards. They can use any team ability that any friendly character on the battle map possesses. The copied team ability is announced at the beginning of the character’s turn and last until the beginning of its next turn.

Masters of Evil: Nominate an opposing character at the beginning of your turn.  For this turn, all members of this team have Charge or Running Shot when attacking the nominated target.  This ability may not be used by characters who are not a part of your team.

Minions of Doom: Members of this team act as wild cards. They can use any team ability that any friendly character on the battle map possesses. The copied team ability is announced at the beginning of the character’s turn and last until the beginning of its next turn.

Morlocks: When it makes a close combat attack, a member of this team gets +2 to its attack value for each friendly character that is both adjacent to this team member and the target character.

Mystics: When this character takes damage from an attack, it immediately deals 1 damage to the attacker. This damage may not be evaded or reduced.

Outsiders: Once during your Activation, at the cost of 2 AP, an Outsiders team member on your force may choose a target friendly or opposing character. The team member must be within 10 squares of the target and have a clear line of fire to the target. Until the beginning of your next turn, the target's combat values cannot be modified by powers or team abilities. This team ability cannot be copied by wild card team abilities.

Police: When making a ranged combat attack, you may modify the attacker’s attack value by +2 for each friendly Police team member that is adjacent to the attacker and has a line of fire to the target.

The Power Cosmic: Members of this team do not take damage from team abilities and their powers cannot be countered. This team ability cannot be copied by wild card team abilities.

Serpent Society: When a member of this team moves they may ignore the effects of all characters and terrain, including walls and blocking terrain. This team member may not end its move in blocking terrain.
S.H.I.E.L.D.: Members of this team may assist in Ranged Combat as though they had the Enhancement power.

Sinister Syndicate: A member of this team member may use the unmodified attack value of any other friendly Sinister Syndicate team member who is either adjacent or on the same tile.

Skrulls: When a member of this team is chosen as the target of an attack, roll one six-sided die. On a result of a 5 or 6, the attack cannot be made. The attacker must choose another target or take a different action.

Spider-Man: Members of this team act as wild cards. They can use any team ability that any friendly character on the battle map possesses. The copied team ability is announced at the beginning of the character’s turn and last until the beginning of its next turn.

Suicide Squad: When a friendly character is KOd, roll one six-sided die and subtract 2 from the result. If the result is less than 1, the result is 1. All team members who are adjacent or on the same tile as the KO’d figure are healed of damage equal to the result.

Superman Ally: Members of this team ignore the effects of hindering terrain on movement, combat, and powers and team abilities.

Superman Enemy: If two friendly members of the Superman Enemy team are adjacent or on the same tile, the character with the highest point value gains Outwit. If that character already possesses Outwit, then he gains Perplex. This team ability ceases to function at the end of an action in which the two Superman Enemy team members are no longer adjacent or on the same tile.

Titans: Once at the beginning of your turn, as a free action (0 AP), a member of this team may choose a target friendly character within 10 squares and to which the Hero has a clear line of fire. The target gains a +1 to any of its Combat Values with the exception of Damage.  This bonus only lasts during the target character’s Activation.
Top Cow: A member of this team may move diagonally at the cost of 1 AP instead of 2.

Ultimate X-Men: At any time during the game, you may declare an opposing Heroic team or the dungeon Villains as your target. Once the selection is made, it may not be changed. All Ultimate X-Men team members increase their attack value by +1 when attacking the chosen Heroic team or Villains.

Ultimates: Members of this team ignore the effects of hindering terrain on movement, combat, and powers and team abilities.

X-Men: Once at the beginning of your turn, as a free action (0 AP), a member of this team may choose a target friendly character within 10 squares and to which the Hero has a clear line of fire. The target gains a +1 to any of its Combat Values with the exception of Damage.  This bonus only lasts during the target character’s Activation.
Note that Infinity Quest allows for Wildcards to copy Team Abilities from other universes.

Appendix D: Feats

AMBUSH (5 Exp / 50 VP)

PREREQUISITE: Stealth

The Hero gets +2 to its Attack Value for Close Combat attacks while in hindering terrain.  The opposing character does not get a Counterattack.  After the attack is resolved, the Hero’s Stealth is countered until the beginning of your next turn.

AND STAY DOWN! (6 Exp / 60 VP)

PREREQUISITE: Exploit Weakness or Super Strength

When this Hero is not using an object as part of a close combat attack, an attack roll of 11 or 12 is a Critical Hit.

ARMOR PIERCING (10 Exp / 100 VP)

Damage dealt by the character may not be reduced below 1.  This applies to counterattacks as well.
AUTOMATIC REGENERATION (7 Exp / 75 VP)

PREREQUISITE: Regeneration

Once, at the beginning of your turn, this character uses Regeneration as a free action.  Additionally, when rolling to determine if this Hero is Wounded add a +1 to the roll.
BRILLIANT TACTICIAN (20 Exp / 200 VP)

PREREQUISITE: Outwit and Perplex

Outwit does not need to show in the character’s stat slot in order for the character to use this feat. When the character uses Perplex, it may affect every target friendly character within 10 squares of it that shares a team ability with it. The character must have clear line of fire to each target.

CAMOUFLAGE (15 Exp / 150 VP)

PREREQUISITE: Shape Change

When adjacent to a wall or blocking terrain, the square this Hero occupies counts as hindering terrain for line of fire purposes and this Hero gains Stealth.

CLOAKING (20 Exp / 200 VP) 
PREREQUISITE: Damage value of 3 or less 
Any line of fire drawn to this Hero that passes through hindering terrain, including the square that this character occupies, is treated as though it has been drawn through blocking terrain.

COMPEL (15 Exp / 150 VP)

PREREQUISITE: Mind Control

When this Hero uses Mind Control, it may target another member of its Heroic Team that has already been Activated this turn.  If the attack succeeds, deal the target Hero 1 click of unavoidable damage and Activate the Hero again.  .

CONTINGENCY PLAN (15 Exp / 150 VP)

PREREQUISITE: Leadership or Mastermind

This Hero may spend 2 AP to boost the Attack Value or Range of another member of its Heroic Team.  The Hero may spend up to 6 AP during a single turn in this fashion.

COORDINATION (15 Exp / 150 VP)

PREREQUISITE: Team Ability

Lines of fire to and from this Hero are not blocked by characters with the same team symbol.

COORDINATED ATTACK (15 Exp / 150 VP) 
This Hero may use the unmodified attack value of any other friendly Hero with an attack-sharing Team Ability or the Coordinated Attack Feat who is either adjacent or on the same tile.

CRYSTAL SEEKER (15 Exp / 100 VP)

This Hero may Activate Cosmic Crystals using only 2 AP’s instead of 4 AP’s.  Limit 1 per Heroic Team.

DAMAGE SHIELD (10 Exp / 100 VP)

PREREQUISITES: Close Combat Expert, Combat Reflexes, Energy Shield/Deflection, Flurry, Hypersonic Speed, Impervious, Invulnerability, or Poison

If the character is the target of a successful close combat attack, the attacker is dealt 1 damage after the attack resolves. The prerequisite ability must be showing on the dial at the time of the attack in order to use Damage Shield.

DARKNESS WITHIN (15 Exp / 100 VP)

Once per turn before this character makes an attack, deal 1 click of damage (may not be reduced) to a friendly figure.  The character receives a +1 to its Damage Value for this attack.

DISARM TRAP (5 Exp / 30 VP)

PREREQUISITE: Combat Reflexes, Phasing, Stealth, or Super Senses

If this Hero rolls a Trap! result when Activating a Cosmic Crystal, roll 1d6.  On the roll of 4+ the effects of the trap are ignored.  Limit 1 per Heroic Team.

DISINTEGRATE (7 Exp / 70 VP)

PREREQUISITE: Close Combat Expert, Exploit Weakness, or Poison

When this Hero performs a close combat action, before making the close combat attack, remove from the game an object adjacent to the Hero or an object carried by an adjacent figure.  

DISSENT (18 Exp / 180 VP)

PREREQUISITE: Outwit

When using Outwit, this Hero may choose to counter a team ability instead of countering a power.  

DRAG (8 Exp / 80 VP)

PREREQUISITE: Flight

If this Hero successfully breaks away from an opposing figure, he may carry that opponent as if it were a member of his team, regardless if the opposing figure has flight or not.  Any figure carried in this fashion may not be attacked by the Hero this turn.

ENTANGLE (12 Exp / 120 VP)

PREREQUISITE: Plasticity

Before an opposing character attempts a Close Combat attack against this Hero, they roll a 1d6.  On the result of a 1 or 2, the opposing character cannot attack the Hero and its Activation ends and the Hero may Counterattack. 
ENTRENCH (7 Exp / 70 VP)

PREREQUISITE: Defend or Enhancement

Friendly characters adjacent to this Hero ignore Knockback and Critical Hits.  

FASTBALL SPECIAL (12 Exp / 75 VP) - AV +2 see text /, Damage +1 see text

PREREQUISITE: Super Strength and a specified Team Ability

At the cost of 4 AP, this character may make a ranged combat attack by throwing a friendly adjacent character that shares the same team ability.  The thrown character may not have Flight or a damage value higher than 3. The first character makes a ranged combat attack against a single opposing target within 6 squares. Place the second character in any square adjacent to the target to which the first character has a clear line of fire. If the attack succeeds, the second character deals the damage. After the attack is resolved, the thrown character is dealt 1 damage and may not be activated this turn. Note that a figure that is carrying an object cannot be thrown as part of the Fastball Special.

FLASHBANG (5 Exp / 50 VP)

PREREQUISITE: Smoke Cloud

At the end of this Hero’s Activation, you may automatically place up to 4 Smoke Cloud markers in any square the Hero moved through or occupied during its movement.

FORCE FIELD (10 Exp / 100 VP)

PREREQUISITE: Barrier, Defend, Energy Shield/Deflection, or Telekinesis

May not be given to a character with a power that reduces damage.

The character gains Toughness.

FORTITUDE (25 Exp / 250 VP)

The Hero ignores other characters’ Exploit Weakness.  Additionally, the Hero’s powers, feats, and team ability may not be countered by Outwit (or feats with Outwit as a prerequisite).  Limit 1 per Heroic Team.

HAYMAKER (10 Exp / 50 VP) – AV -1, Damage +2

At the cost of 4 AP this character may make a close combat action targeting a single opposing character. Each time it uses this ability the character takes 1 click of damage that cannot be prevented or reduced.  This feat may be used in counterattacks as well.
HEIGHTENED REFLEXES (10 Exp / 100 VP)

PREREQUISITE: Combat Reflexes or Energy Shield/Deflection

When this Hero is hit by an opposing figure that used Charge, Hypersonic Speed, or Running Shot, roll 1d6 before the damage is dealt.  On the result of a 5+ the Hero evades the attack.

HOLD THE LINE (6 Exp / 60 VP)

PREREQUISITE: Leadership or Super Strength

This Hero may spend 4 AP to make a close combat attack against an opposing character.  If the attack is successful, the Hero automatically makes an additional close combat attack against a different opposing character with a -2 to the Hero’s AV.

HOMING DEVICE (8 Exp / 50 VP) – AV -1

When this Hero hits an opposing character with a Close Combat attack, lines of fire drawn to that character are not affected by hindering terrain until the end of your turn.  This feat may be used in counterattacks as well.
INDOMITABLE (5 Exp / 50 VP)

PREREQUISITE: Battle Fury or Willpower

When this Hero is the target of an Incapacitate or Mind Control attack, it gets +2 to its Defense Value.  Additionally, when rolling to determine if this Hero is Wounded add a +1 to the roll.
INSPIRING COMMAND (15 Exp / 150 VP)

PREREQUISITE: Leadership or Mastermind

Once per turn you may Activate a character on your team that either has the same Team Ability as this Hero or who is worth less points.  This Activation does not count against your total Activations for the turn.  Limit 1 per Heroic Team.

LAZARUS PIT (25 Exp / 250 VP)

When this character is KOd, remove it from the battlefield, place it on this card with its first KOd click, and then place a Special marker on the square where it was KOd. At the beginning of each player’s turn, you may either heal the character of 1 damage or return it to the battlefield on the square with the Special marker. If you return the character to the battlefield, remove this Lazarus Pit from the game; roll one six-sided die at the beginning of each of your turns. On a result of 5 or 6, remove the Special marker from the battlefield. As long as the Special marker is on the battlefield, the character gains Battle Fury, Toughness, and Willpower; it may not use any of its other powers or its team ability. When time expires, or if all other members of the character’s force are KOd while the character is on this card, this character is KOd. The character awards victory points each time it is KOd.

Note that until the character that has Lazarus Pit assigned to it is returned to the battlefield, no other character may be placed in the square with the Special marker.  Also, as long as the Special marker is on the battlefield, the character that had Lazarus Pit assigned to it cannot use any other Feat cards it may also have assigned to it.  Limit 1 per Heroic Team.

LUCKY BREAK (5 Exp / 50 VP)

PREREQUISITE: Grounded or Dolphin Speed Symbol
When this Hero makes and Attack Roll where either of the two dice is a 1, you may re-roll one die before determining the attack result.  You may only use this ability once per game.

MENTAL SHIELDS (15 Exp / 150 VP)

PREREQUISITE: Mind Control or Willpower

This Hero may ignore the effects of Mind Control.  When this Hero uses Mind Control, it may target a single character to avoid taking damage due to the point value of the target.  Limit 1 per Heroic Team.

MERCENARY (10 Exp / 125 VP)

PREREQUISITE: No team symbol

At the beginning of the game, choose a team ability possessed by a friendly character.  The friendly character may not be a wild card.  The Hero can use the chosen team ability whenever adjacent or on the same tile as a friendly character with that team ability and a higher point value.
NANOARMOR (7 Exp / 75 VP)

This Hero ignores the effects and additional Damage done to them by objects.  Limit 1 per Heroic Team.

NANOBOTS (10 Exp / 100 VP)

PREREQUISITE: Damage value of 2 or less

During its Activation, if this character is the only character adjacent to an object not being carried by a character, it may automatically remove the object from the game and heal itself of 2 damage.  Limit 1 per Heroic Team.

NOVA BLAST (15 Exp / 150 VP)

PREREQUISITE: Pulse Wave

When the character uses Pulse Wave, its damage does not become 1 for the attack. Use the character’s unmodified damage value for the attack, regardless of how many clear lines of fire can be drawn.  After resolving this action, the character takes 3 clicks of damage that cannot be prevented or reduced.  Nova Blast may only be used once per game.  Limit 1 per Heroic Team.  This feat may be used in counterattacks as well.

OPTICAL SWEEP (18 Exp / 180 VP) 
This Hero ignores the effects of hindering terrain on movement, combat, powers and team abilities.

PASSENGER (10 Exp / 100 VP)

PREREQUISITES: Leap/Climb or Phasing/Teleport

This Hero may carry other friendly characters as if it were a flying figure.

POINT BLANK (5 Exp / 50 VP)

PREREQUISITE: Ranged Combat Expert

When making any kind of ranged action, if the target is within 4 squares this Hero may add +1 to their AV.

POUNCE (15 Exp / 100 VP) – AV +1, Damage +1

PREREQUISITES: Leap/Climb; damage value 1 or 2

This character may make close combat attacks for 0 AP instead of the standard 4 AP.  Each time it uses this ability the character takes 1 click of damage that cannot be prevented or reduced.

REPULSOR (12 Exp / 125 VP)

PREREQUISITE: Force Blast

When this Hero successfully hits a single opposing character with a ranged combat attack, the target suffers Knockback.

REPULSOR SHIELD (25 Exp / 200 VP)

This character ignores then effects of Force Blast, Psychic Blast and Ranged Combat Expert.

RIP IT UP (20 Exp / 150 VP)

PREREQUISITE: Super Strength

When this Hero is Activated, it may be given a single light object token from outside the game for the cost of 1 AP.

SHIELDING (16 Exp / 160 VP) 
This Hero may use the unmodified defense value of any other friendly Hero with a defense-sharing Team Ability or the Shielding Feat who is either adjacent or on the same tile.

SIDEKICK (12 Exp / 100 VP)

Choose two characters: The first character must have a point value at least twice that of the second character.  The two characters must be adjacent or on the same tile to use this feat.  Neither character may carry the other.  The second character may use the first character’s Defense Value instead of its own.

SIPHON POWER (20 Exp / 200 VP)

PREREQUISITE: Wild Card Team Ability

Once at the beginning of each player’s turn, this character may choose and use any team ability that any figure on the field possesses.

SLIPPERY (15 Exp / 150 VP)

PREREQUISITE: Combat Reflexes, Defend, or a Defense Value greater than 17

This Hero ignores the effects of Plasticity and it fails to break away only on a result of 1.

SNEAK (7 Exp / 70 VP)

PREREQUISITE: Stealth or Super Senses

This Hero may spend 3 AP to automatically break away from an opposing figure that he is attempting to move past.  The Hero may not use this ability on any figures that are adjacent at the beginning of its Activation.

STUNNING BLOW (10 Exp / 100 VP)

PREREQUISITE: Incapacitate

When the character makes a successful attack with Incapacitate, in addition to the effects of Incapacitate, the character may deal damage equal to its unmodified damage value. Divide the attacker’s damage value any way you choose among the successfully hit targets.

SUBMERGED (5 Exp / 30 VP)

PREREQUISITE: Dolphin Speed Symbol

When this character enters water terrain, it gains Stealth.

SUPPORTING FIRE (20 Exp / 200 VP) 
PREREQUISITE: Range value greater than 0 
If the target is within the Range Value of this Hero, the Hero may assist in Ranged Combat as though it had the Enhancement power.

SWINGLINE (10 Exp / 100 VP)

PREREQUISITE: Grounded Speed Symbol

This Hero ignores Hindering Terrain for movement purposes.  If the Hero succeeds at a Ranged Attack against an opposing figure with the Flight Speed Symbol, the target gains Earthbound for one full turn.

TACTICAL MOVEMENT (18 Exp / 180 VP) 
This Hero may move diagonally at the cost of 1 AP instead of 2.

TAUNT (15 Exp / 100 VP) – AV  +1

PREREQUISITE: Range value greater than 0

Once per Activation, at the cost of 1 AP, this character may make a ranged combat attack (range of 6) targeting all opposing characters to which it has clear line of fire. If the attack succeeds, it deals no damage. Instead, if the targets are Activated this turn, they must either attempt to move adjacent to or attack this character.  Taunting does not end this character’s Activation.

TELEKINETIC REACH (12 Exp / 120 VP)

PREREQUISITE: Telekinesis

This Hero may use option 2 and 3 of Telekinesis on objects up to 6 squares away.  All other rules for Telekinesis apply as normal.

THWART (15 Exp / 150 VP)

PREREQUISITE: Mastermind or Outwit

This Hero may spend 4 AP to counter the effect of a single feat of an opposing character who is within 10 squares and to which the Hero has clear line of fire.  

TOXIC BURST (15 Exp / 150 VP)

PREREQUISITE: Poison

For purposes of resolving its Poison power, this Hero is adjacent to characters up to two squares away.  This adjacency ignores any lines of fire.  

TRIAGE (10 Exp / 100 VP)

PREREQUISITE: Support

When this Hero succeeds with a Support roll, the resulting healing may be divided among the target and any other characters who are adjacent to the Hero, following all the standard rules for Support.  The initial target must be healed of at least 1 click of damage.  

TRICK SHOT (25 Exp / 250 VP)

PREREQUISITE: Plasticity or Ranged Combat Expert

When making an attack from a square that is not adjacent to an opposing character, the character ignores Stealth and team abilities that duplicate the effects of Stealth, and it ignores characters and hindering terrain for line of fire purposes.  Limit 1 per Heroic Team.

UNSTOPPABLE (5 Exp / 50 VP)

PREREQUISITE: Super Strength

The character treats hindering terrain features as clear terrain for movement purposes.

VAULT (5 Exp / 50 VP)

PREREQUISITE: Combat Reflexes or Leap/Climb

After the Hero resolves a Close Combat action, it may be placed in any legal square adjacent to the target.  This feat may be used in counterattacks as well.

VENDETTA (18 Exp / 180 VP) 
At any time during the game, this Hero may declare an opposing Heroic team or the dungeon Villains as its target. Once the selection is made, it may not be changed. The Hero increases its attack value by +1 when attacking the chosen Heroic team or Villains (or +2 if Battle Fury is showing on the dial).

WHIRLWIND (5 Exp / 50 VP)

PREREQUISITE: Force Blast

When this Hero uses Force Blast, the result of the six-sided die roll may be split among multiple adjacent targets.  The targets are otherwise affected normally by Force Blast.

Appendix E: Special Powers Errata
Special Powers - If the Special Power for a character is not listed here, use the power as it is stated on the character card.
Legion of Super Heroes Starter Set

(LS002) Telepathic Coordination – For 1 AP Saturn Girl may modify by +2 the Attack Value or Defense Value of any friendly character for the duration of the team’s turn.  Saturn Girl must be within 10 squares of and have a clear line of fire to the target.

Avengers Expansion Set

(AV007) Brainwash – Crossbones can use Mind Control, but can target only an opposing character that has the same team symbol as a villain in play.
(AV036) Fly-By – Falcon can use Charge, and he can continue to use the rest of his AP’s for movement after the attack (automatically breaking away from the target for 0 AP).  

(AV051) Webbing – Spider-Man has Incapacitate and the Stunning Blow Feat.

(AV052) Press the Attack – During his Activation, if Citizen V KO’s an opposing character with a close combat attack, he may immediately move 4 AP’s worth of squares and make an additional close combat attack.

Justice League Expansion Set

(JL001) Out of the Shadows – Batman has Leap/Climb and Charge.

(JL007) Copcicles – Icicle can use Barrier.  If three or more Barrier markers are placed adjacent to an opposing character, deal that character 1 damage.

(JL009) Embiggen – Joker has Invulnerability.

(JL016) Richochet – If Bouncing Boy KO’s an opposing character or hits them with a critical hit, after the attack resolves he can break away automatically, move up to 8 squares, and make one close combat attack against a different opposing character.

(JL017) Brain Drain – If Parasite is within 4 squares of an opposing character and has line of fire to it, then he may use Perplex.

(JL036) Disciplinary Motivation – If Granny Goodness is adjacent to a friendly character at the end of her Activation, she may deal the friendly character 2 unavoidable damage and roll 1d6.  If the result of a 3+ the friendly character may take another Activation (does not count against your team total).

(JL041) Object Animation – Mr. Mxyzptlk may target an opposing character within 4 squares to which he has line of fire and is carrying an object.  The object is destroyed and the opposing figure is dealt 3 clicks of damage.

Appendix F: Special Objects and Terrain

Special Objects (Includes 3-D Objects)
AERIAL BAFFLER: (LIGHT) Any character with flight that is 3 or fewer squares from this object gains Earthbound. Any character it carries takes no damage and is placed in the nearest square it can occupy.
BOOKCASE: (LIGHT) Continual. Increase the attackers attack value by 1.
BROKEN DRONE: (LIGHT) Continual. While a character is carrying this object, you may choose to either (1) use this object normally in an attack, or (2) give this character a ranged combat action (treating the character’s range value as 4) and make a ranged combat attack against a single target opposing character. An attack using option 2 deals 1 damage but does not destroy this object.
COM DISH: (HEAVY) Continual. When this object is used in an attack, modify the attacker’s damage value by +1 for the attack.
COMPUTER: (HEAVY) Continual. Increase the attackers attack value by 1.
CRATE: (LIGHT) Continual. A character may throw this object 8 squares.
DARK CAULDRON: (IMMOBILE) Characters 4 or fewer squares from this object can’t be healed.
DUMPSTER: (HEAVY) Continual. This object is not destroyed when used in an attack. The attacker places it in any square adjacent to the target after use.
FORCE FIELD GENERATOR: (IMMOBILE) This object allows an adjacent character to use Barrier as if the character had a range value of 0. If the object is destroyed, any barrier terrain markers placed using Barrier granted by this object are removed from the game.
FUEL TANK: (HEAVY) Continual. A character may throw this object up to 6 squares. If this object is used as part of a successful attack, also deal 1 damage to all figures adjacent to the target.
GENERATOR: (HEAVY) Continual. This object is not destroyed when used in an attack. After the Generator is used as part of an attack, the attacker places it in any square adjacent to the target after the attack resolves.
KINETIC ABSORBER: (LIGHT) All clear terrain 2 or fewer squares from this object is hindering terrain for movement purposes (2 AP per square).
LASER TURRET: (HEAVY) (optional) Once during your turn (but not during another action) when a character friendly to you occupies this object's square, give this object a free action to make a ranged combat attack (AV 8, Damage 2, Range 4) against any opposing figure.  The Laser Turret may make an attack against any opposing character within range, regardless of adjacency.  When making an attack with the Laser Turret, any adverse effects that can normally result from the attack (such as damage from the Mystics team ability or a critical miss) are dealt to the Laser Turret and not the character using the Laser Turret.

LIGHT POST: (HEAVY) Continual. A character hit by the Light Post is Incapacitated.
MAILBOX: (LIGHT) Continual. Increase the attacker’s damage dealt by 1.
METEORITE: (HEAVY) Continual. When this object is used in a successful close combat attack, roll one six-sided die and subtract 2 from the result, minimum result 1 / maximum result 3 (Rule of 3). Add the result to the attacker’s unmodified damage value for the attack.
NEWSBOT: (LIGHT) Continual. A character may attack using this object for 0 AP.
OFFICE DESK: (LIGHT) Continual. May be used as a normal light object, or may increase the carrying character’s defense value by 2. When either option is used, the object is destroyed when an attack roll is made.
SATELLITE: (LIGHT) Continual. For 4 AP a character may remove this object from the game and place debris tokens in the square occupied by the character and in any two adjacent, unoccupied squares.
SEPARATION FIELD GENERATOR: (IMMOBILE) A character carrying an object or a character immediately drops it into an adjacent square when 3 or fewer squares from this object. The carrying character may continue its move. Objects can not be picked by characters that are 3 or fewer squares from this object.
SODA MACHINE: (HEAVY) Continual. Increase the attacker’s damage dealt by 1.
TELEPORT PAD: (IMMOBILE) (optional) If a character friendly to you is adjacent to this object, it may spend 4 AP to instantly move up to 6 squares, ignoring characters and terrain features for movement purposes.  A character using the Teleport Pad may pick up and carry a character or object when moving via the Teleport Pad, if they could normally do so.

Special Terrain
Chasms – If a character is knocked into a chasm (Knockback, TK, Force Blast, etc.), refer to the chart below;
Grounded Villain -
5+ Save
Flying Villain -

4+ Save

Grounded Hero - 
3+ Save

Flying Hero -

2+ Save
*Giant figures add +1 to their roll.  A roll of a 1 always fails.

If a character fails its save, it is KO’d.  If it succeeds, it remains in the Chasm but hanging on for dear life.  While a figure is clinging to the edge it may not Attack or Counterattack.  A figure may spend 2 AP’s to climb or hover out of the Chasm, after which they may move normally.
Appendix G: League Parameters

Games – Season 5 will consist of 9 Standard games with 2 Storyline events and the season finale.  Below is a breakdown to show the order of the games along with the Villain and Fate Token parameters;

Game 1 – 3 Yellow, 3 Blue (+1 Red per 300 points fielded) / Maximum 3 Fate Tokens
Game 2

Game 3

Storyline Event

Game 4 – 2 Yellow, 3 Blue, 1 Red (+1 Red per 300 points fielded) / Maximum 2 Fate Tokens
Game 5

Game 6

Storyline Event

Game 7 – 1 Yellow, 2 Blue, 3 Red (+1 Red per 300 points fielded) / Maximum 1 Fate Token
Game 8

Game 9

Finale

Gem Guardians – For Season 5, Gems will be guarded by the Qwardians (300 point Sinestro Constructs).  The Qwardian may not counterattack on the player’s turn in which the Gem was discovered.  Qwardians take a turn in the next round, after the team who discovered the Gem’s turn is over.  They will attempt to attack the Hero who opened the Gem, the closest Hero on the tile, or any Hero within its line of fire – in that order.  Qwardians will be controlled by the Judge. 
Victory Points – Victory Points may be earned between games in the following ways;

Write-ups – Victory Points will be awarded to any team which does a write-up of their previous game within 48 hours of when the event occurred.  A team may only be awarded Victory Points for one write-up per event.  The amount of Victory Points awarded will be between 5 VP’s and 20 VP’s as determined by the Judge.

House Teams – A player may earn Victory Points for his team by playing the House Team.  The House Team plays when there is an unavoidable absence.  The player will build a custom House Team (pending Judge’s approval) based on the point parameters below;

Game 1 – 155 Point Team

Game 2 – 185 Point Team 

Game 3 – 215 Point Team

Game 4 – 240 Point Team

Game 5 – 265 Point Team 

Game 6 – 295 Point Team

Game 7 – 325 Point Team

Game 8 – 350 Point Team 

Game 9 – 380 Point Team

No player may play the House Team for more than two games out of the league.  At the end of the game, players earn 1/5 of the Victory Points gained by the House Team for their regular league team.  Additionally, the player may use the House Team Exp result to replace the Exp value earned in that players next game.
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