Special Powers Errata

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.

Mutations & Monsters Expansion Set

(MM008) Mass Absorption – When Box occupies Hindering Terrain, he Ignores Penetrating Damage and Lines of Fire to and from Box are not blocked by any adjacent figures.  This power may not be Countered.

Crisis Expansion Set

(CR029) Dual Membership – At the beginning of his Activation, Nightwing may choose to use either the Outsiders Team Ability or the Titans Team Ability.  Nightwing is treated as if he has both symbols printed on his base.
Secret Invasion Expansion Set
(SI104) Yer Ever-Lovin’ Pal – At the beginning of his Activation, if the Thing is adjacent to one or more friendly characters who share a common Team Ability or keyword, roll a d6.  On a result of 5 or 6 you may give one of them a free Activation or cancel the effects of Incapacitate once the Thing’s turn has resolved.  The friendly character may not benefit from the free Activation if it has already been activated this turn.
