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Welcome to the Marvel Multiverse Role-Playing game! 

In this game, you and your fellow players team up to tell 
amazing new and original stories in your own personal 
corner of the Marvel Multiverse. These tales can star heroes 
from famous teams like the X-Men, the Fantastic Four and 
the Avengers, or they can feature brand new heroes of your 
own creation. You can even mix them up and have heroes 
you create fight alongside Marvel legends like Spider-Man, 
Captain America and Wolverine. 

It’s your game, and it’s entirely up to you how to play 
it. These Quick-Start Rules are here to show you some of 
your choices. 

A ROLE-WHAT? 
What you hold in your hands is a role-playing game. If you’re 
familiar with games like Dungeons & Dragons or Call of 
Cthulhu, you already know what that is, but for those who 
may have missed out on this kind of fun till now, let’s 
define that term.

A role-playing game (RPG for short) is a game in which 
the players take on the roles of various characters to create 
stories together. 

In the Marvel Multiverse Role-Playing Game, the stories 
tend to be action-packed epics featuring super-powered 
heroes and villains clashing against each other in high-
stakes conflicts. However, just as you can find many sorts 
of tales told in Marvel comics, you can create all sorts of 
different stories in your games too. The choice is up to you. 

The game part of role-playing game comes from rolling 
dice to figure out what happens when there’s a question 

about whether a character might succeed or fail at something 
their player wants them to do. This can range from talking 
their way past a guard at the Kingpin’s mansion to firing 
an energy blast at Ultron or much more. 

The actual answers to those specific questions are often 
beside the point. Succeed or fail, the story keeps going either 
way. The results simply tell you which direction the story 
heads in for the moment. A success may be a triumph in the 
moment, but a failure is just a temporary setback.

Unlike most kinds of games, there are no winners or 
losers in a role-playing game. The objective isn’t to score 
more points than anyone else or to have the last hero 
standing in a battle. The objective, instead, is to tell amazing 
stories with your fellow players. 

WHAT YOU NEED TO PLAY
To play the Marvel Multiverse Role-Playing Game, you need: 

	▶ A copy of these Quick-Start Rules

	▶ Three six-sided dice, preferably with one of a different 
color to stand as the Marvel die

	▶ A group of people to play with (at least two players)

	▶ You have permission to make copies of the pre-
generated character sheets for your personal use

	▶ A pencil

The Narrator 
One of the players in each group takes on the special 
responsibility to oversee the game for the rest of the players. 
They are known as the Narrator. 

WELCOME!
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The Narrator’s job is to describe the world and situations 
in which the heroes wind up. This includes playing the role 
of every other character in the story, all the way from Mary 
Jane Watson to Doctor Doom. 

The Narrator also serves as the game’s referee. Any time 
there’s a question about how things work in the game or 
what happens in the story, it’s up to the Narrator to make 
the final decision. 

Digital Options 
If you prefer to play your games on a virtual tabletop or use 
character generator apps, there are digital alternatives for rule-
books, character sheets, dice and pencils. Visit Marvel.com/rpg 
for details about these and other tools and books. 

USING THESE QUICK-START RULES
This set of Quick-Start Rules is meant to accompany the Free 
RPG Day 2025 adventure. However, this is a good jumping-on 
point for anybody interested in the game. 

If you’re the Narrator, you should read this pdf from 
cover to cover and do your best to understand how the game 
works. If you have questions, you can check Marvel.com/rpg 
for help. Don’t worry if you don’t understand everything in 
the game at first. While the rules are fairly straightforward, 
there’s a lot of material to absorb. As you play, your command 
of the game should grow stronger, and you should become 
more confident in running a game.

If you’re an experienced gamer who’s going to play—
rather than run—the game, you don’t have to read anything. 
The Narrator should be able to teach you the rules you need 
to know and answer questions as you go along. Chapters 2, 
3 and 4 focus on how the game’s mechanics work, how to 
understand a character’s profile and how to handle one of 
the biggest conflicts in any super-hero game: combat. 

Chapter 5: Narrator is intended for the Narrator’s use. 
However, there are no secrets here and players can feel free 
to read through this chapter. 

This is followed by characters sheets for the five heroes 
and two villains needed to play the Free RPG Day adven-
ture. Included on the back of each character sheet are the 
descriptions of the character’s powers that can be used in the 
game. (We don’t include powers like Mighty or Flight that 
are already reflected in the character’s stats.) 

Players might want to avoid looking through the character 
sheets to avoid spoilers for the adventure. Narrators should 
give out the character sheets for the players to use while 
keeping the villains for their own use.

We hope this little taste of the Marvel Multiverse Role-
Playing Game will encourage you to delve further. Your next 
stop is our Core Rulebook, but check out Marvel.com/rpg for 
our full line of books and accessories. 

PLAY IT SAFE
Players should always treat each other with respect and 
kindness. After all, you’re playing together to have fun, and 
that only works if everyone in the group enjoys the game at 
all times. This is just as true when you’re playing with people 
you’ve just met as when you’re playing with longtime friends. 

Be Considerate 
You and your group can tell all sorts of stories set in the 
Marvel Multiverse. However, some stories are not going to 
be for everyone, especially if the story involves realistic 
violence or horrific elements. To make sure that everyone 
in your game is having fun, it’s smart to talk ahead of time 
about what kind of game you want to play and what sorts of 
adventures you want your heroes to take part in. 

If you—as either the Narrator or a player—want to do 
something potentially disturbing or disruptive in a game, 
be sure to run it by the other players first. This can range 
from anything as simple as rough language all the way up 
to the untimely death of characters. 

During this discussion, the Narrator shouldn’t have to 
give away any surprises they might be preparing. They can 
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simply talk about their plans in broad terms, highlighting 
anything that might be an issue. If you’re not sure what 
could become a problem, it’s always better to ask. 

If you’re playing with younger players, please be especially 
careful about this. Children might say they’re okay with 
something you mention, but depending on their age, you 
might want to double-check with their parents to make sure. 

Anyone in the group should be able to veto a suggested 
proposal for any reason and without any recriminations. 
The game is best when it’s good for everyone. 

Sometimes it’s hard to tell what might bother another 
player, and you might not think to ask about it ahead of time. 
By the same token, players might not realize that something is 
a problem until they actually encounter it during play. It’s not 
uncommon for players to want to go along during an initial 
discussion and then discover in the moment that they’re much 
more uncomfortable than they ever thought they would be. 

In such cases, any player should feel free to call a time-
out to raise the issue and discuss it. If it turns out there is a 
problem, you should rewind the game to before the troubling 
bit and restart from there.

Session Zero 
To handle issues of mutual comfort and any other issues that 
might come up, many experienced groups of role-players 
schedule a meeting before they start a new game. 

They call this Session Zero because it happens before the 
first session of actual gameplay even begins. Players can use 
this time to raise any concerns they might have. How peaceful 
or violent would they like the game to be? Should they have 
a “no killing in this game” rule? Should they declare other 
things off-limits ahead of time? (Sometimes it’s useful to 
think of this in terms of maturity ratings.) 

Once Session Zero is over, you should be ready to start 
playing in the Free RPG Day adventure. In any case, the 
cardinal rule for any role-playing game is this: 

If everyone in the group is having fun, you’re doing it right. 

THE SPIRIT OF THE GAME 
When you’re playing the Marvel Multiverse Role-Playing Game, 
always try to keep in mind the spirit of the game and stick 
to it. The spirit of the game can vary a lot depending on the 
people playing it, but in general, it is: 

The characters are super heroes who are trying to save the 
people they care about by direct action. 

You can interpret this in lots of ways, but it’s a good 
guideline to keep in mind during play. If your game strays 
too far from it, you might want to try to bring the story back 
around toward it. 

Sticking to the Spirit 
If you’re playing an established Marvel character, sticking 
to the spirit of the game is easy. When faced with a choice 
in the game, all you have to do is ask yourself, “What would 
this character do?” 

There’s a lot of latitude for such decisions, and much of that 
can depend on the context of the situation. Would a hero use 
deadly force against a villain? If you’re playing Spider-Man, 
the answer would always be no. If you’re playing Wolverine, 
the answer could be yes, but even then that could threaten 
his status as a hero. 

Straying from the Spirit 
If you want to play a character differently from how they’re 
usually portrayed—or from how you think a Marvel super 
hero would act—well, it’s your corner of the Multiverse. You 
and your fellow players can do whatever you want in it. 

There are all sorts of strange universes out there, and in 
some of them, Captain America (for example) is not the nation’s 
greatest hero but a flat-out villain. In others, the variants of 
those regular heroes are helpless or cowardly or otherwise 
troubled. You can do whatever you like in your home game. 
Just make sure that the other players in the game are okay 
with it first, or you may wind up causing all sorts of friction. 

There are other ways that you can stray from the spirit of 
the game besides leaning into villainy, though. For instance, 
if your character prefers to call the police rather than step 
in and try to solve a problem directly, that doesn’t feel much 
like a Marvel story. The same thing goes if they would rather 
walk away than get involved. 

It would also be jarring if the heroes decide to use their 
powers for profit rather than for the common good. Marvel 
heroes don’t generally sell their own merchandise, for 
instance, or use the patents on their inventions to make 
themselves rich. They’re too busy trying to save the world 
directly to worry about such things. Sometimes that’s to their 
detriment, but that’s part of the drama that surrounds them. 

In another vein, you could play a game that focuses on 
the office drama happening in the lives of the characters’ 
secret identities. While that might make for a fun break 
from high-stakes adventures, if the characters don’t ever 
get to use their powers, it’s probably not going to feel much 
like a Marvel game. 

As the saying goes, “With great power there must also 
come great responsibility.” While that comes from Spider-
Man’s origin story, it applies to most Marvel super heroes 
too—including yours. 

WHICH UNIVERSE? 
The Marvel Multiverse is made up of an infinite number of 
universes separated only by the thinnest of barriers. Moving 
from one of them to another isn’t easy, but characters manage 
it through various means all the time. 

The main Marvel comic book universe is commonly 
known as Earth-616. Most of the profiles and other details 
published in this book are for characters who hail from 
that universe. 

However, the universe in which you play your game is 
actually its own separate universe, one run by your game’s 
Narrator. Things that happen there only affect the continuity 
of events in that universe. Events that happen in other 
universes might be mirrored in your game’s universe, or 
they might not. That’s entirely up to your Narrator. 

At the same time, each character has their own continuity. 
As your character’s player, you control their continuity.

Most characters spend their entire lives inside their 
home universe. However, you can—if you like and with the 
involved Narrators’ blessings—move your character from 
one Narrator’s game to another. In effect, you’re transporting 
them from their home universe to an entirely different 
universe. If they return to their original game, they retain 
all their memories and experiences from their adventures 
outside of their home universe. 

© 2025 MARVEL
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CORE MECHANICS
Playing the game only requires understanding a 
few basic rules, which we cover in this short chapter. Once 
you get those down, you’re ready to get started. 

THE ACTION CHECK 
While playing the Marvel Multiverse Role-Playing Game, the 
players have their characters try to do all sorts of things. 
Some are amazing, while others are more mundane. 

Many of these mundane things are sure to succeed. As far 
as the game is concerned, they just happen automatically. 

For instance, if Spider-Man’s player wants Peter Parker to 
walk to a bodega to pick up some groceries, then he just does 
it. The Narrator doesn’t bother rolling any dice or checking 
any details on a character sheet. They simply describe what 
Parker sees, hears, smells, feels and so on when he walks 
through the neighborhood and enters the bodega. 

Most of the time, there’s no real challenge to this, so 
there’s no need to consult the rules or to roll any dice. The 
Narrator and the other players just describe their parts of 
the story with words. It happens narratively. 

However, sometimes heroes want to try to do things 
for which the outcome isn’t always certain. Often there’s 
an element of risk involved. 

Later, for example, when Spider-Man is swinging through 
Manhattan on his way to work, does he hear the alarm going 
off at a nearby bank? His player might need to roll some 
dice to figure that out. 

And what happens if Spider-Man spots the Vulture flying 
away from the bank with the alarm going off and tries to 
punch the super villain? Does he hit the Vulture? 

Anytime the circumstances make it challenging for a 
character to complete an action, the Narrator calls for an action 
check to figure out what happens. This helps keep things fair 
because no one gets to decide exactly what happens. Instead, 
the dice let you know, and you continue on from there. 

To resolve an action check, you need three six-sided dice 
(each referred to as a “d6”): two regular ones and a special 
one called a “Marvel die,” sometimes referred to as dMarvel. 
Together, we call these three dice d616. 

An official Marvel Multiverse Role-Playing Game die has a 
special Marvel logo in place of the 1. It’s important to be 
able to differentiate your ordinary dice from your Marvel 
die, because any time a Marvel logo comes up on the Marvel 
die, something special happens. 

If you don’t have an official Marvel die, you can substitute 
an ordinary d6 different from the other two dice you’re 
rolling. For example, make your Marvel die a red one while 
the other two dice are white. Just remember that getting a 
1 on that red die means you got a Marvel logo result. 

With your d616 in hand, follow these steps to resolve 
any action check:

	▶ Roll d616. 

	▶ Apply the relevant ability score.

	▶ Compare the total to the target number. 

2
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Roll d616 
When you’re asked to roll d616, roll your three six-sided dice 
and add up the numbers. 

Example: You roll 3 5 4, so your total is 12.  

Note that when we list the results for a d616 roll, we 
always list the Marvel die as the middle die. Think of it as 
the number 1 in the 616. 

There is one special exception when you add up the 
dice. If your Marvel die comes up with a Marvel logo, that’s 
a Fantastic result. Count the Marvel die as a 6 instead of a 1 
and then add up the numbers like usual.

When we list an action check that has a Fantastic roll as 
its result, we use an M to represent the middle (Marvel) die.

Example: You roll 3 M 6, so your total is 15.

Apply Ability Score 
Add the character’s ability score for the ability they’re using 
to try to pull off the attempted action, like using their Melee 
ability to punch someone. 

An ability score helps define what a character is good 
at. They can range from –3 to +9 or more, so the numbers 
can make a huge difference. You’ll learn more about ability 
scores in Chapter 3. 

Compare the Total to the Target Number 
Every action check has a target number (TN). This is the number 
that you’re trying to meet or beat with the d616 roll. The rules 
describe the TNs for a number of different action checks. If 
a particular kind of action check isn’t covered by the rules, 
it’s up to the Narrator to determine the target number, using 
their judgment. 

If the result of the action check’s d616 roll meets or beats 
the target number, then the action succeeds. If it’s less than 
the target number, the action fails. 

Example: A S.H.I.E.L.D. agent has been cornered by three A.I.M. 
scientists, and the agent decides to fight their way past them. Their 
player declares that the agent wants to punch one of the scientists. 

The Narrator announces that the target number for this action 
check is 10. The agent’s player makes a d616 roll. The result is 2 
4 3. That totals up to 9, which would fail. The attack would miss! 

However, the agent gets to add the appropriate ability score 
from their character profile, which in this case is +1. That brings 
the total up to 10, which is a success! Pow! 

A
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The Action Check Format 
Throughout this book and others in the 
Marvel Multiverse Role-Playing Game line, 
we try to stick to consistent formats to 
make things easier to understand. 

If an action check has a static target 
number (TN), it uses the format “[ability] 

vs. TN [#].” 

Example: To break out of Spider-Man’s webbing, 
make a Melee vs. TN 20 action check.

If the action is an attack against another 
character—as often happens in combat—the 
format is “make an [ability] vs. [ability] check.” 
Often these are the same ability matched up 
against each other.

TARGET NUMBERS 
Target numbers can vary a lot, but the lowest 
standard target number is 10. That’s a pretty easy 
number for most characters to reach on an action 
check, especially when figuring in ability scores.

Often the target number for a particular action 
check is set at a single number that doesn’t change.

For instance, the target number to free yourself 
from Spider-Man’s webbing is 20. That’s a hard 
number for regular people to hit—almost impossible, 
in fact. The more powerful a character is, though, the 
easier it becomes to hit that target number. 

Setting Target Numbers 
Sometimes, though, it’s easier to think about target 

numbers in terms of how much of a challenge it would 
be for the particular character attempting the action 

check. If it seems like they might have a roughly even 
chance of failure or success at what they’re attempting, 
then that action check would be considered Challenging. 

A Challenging action check takes a bit of luck and 
effort to pull off. The Challenging TN by Rank 

table shows the target number for what would be 
considered a Challenging action at each rank.

(Rank is a measure of how powerful a 
character is, and that’s covered a bit later in 

this book.)  

Adjusting the Target Number 
The Narrator can modify a target number by assigning it a 
different adjective than Challenging: Trivial, Easy, Routine, 
Difficult, Ridiculous or Absurd. See the TN Modifiers by 
Adjectives table for how this works. 

Example: Captain America (who is Rank 4) is soaring through 
a combat zone on a hang glider, and he needs to zip through a 
narrow gap between two skyscrapers. The Narrator thinks about 
it for a moment and decides that this is a Ridiculous task for a 
Rank 4 character.

A Challenging Rank 4 task has a target number of 14, so if the 
task is Ridiculous (+4), the target number is (14+4 =) 18. Better 
hope the dice are in Cap’s favor! 

Impossible Things 
Just as the Narrator can say that many actions are so easy 
or simple that they don’t require an action check, they can 
also state that other actions are flat-out impossible and so 
don’t allow for an action check. 

Example: The Hulk wants to try to push the Earth out of orbit. It 
doesn’t matter how hard the Hulk hits the ground or jumps up 
and down on it—even the Hulk isn’t strong enough to manage 
this. The Narrator tells the Hulk’s player that it’s impossible, but 
they can go ahead and try something else. 

FANTASTIC ROLLS 
Fantastic rolls add extra drama to the game in unexpected 
ways. Getting one at the right time can make a huge 
difference in a game and can turn the tide of a battle or 
even a whole adventure! 

Fantastic Success 
If you get a Fantastic roll and your total meets or beats the 
action check’s target number, that’s a Fantastic success. That’s 
considered a “Yes, and” result. The action succeeds, and an 
extra-special something happens. 

The default effect of a Fantastic success that happens 
during any attack is that the attack does double the normal 
damage. However, if you’re using a power at the time, you can 
often find a specific special result in the power’s description 
to use instead. 

If nothing is listed under the power—or the action check 
isn’t part of an attack—the controlling player can suggest an 
effect, subject to the Narrator’s approval. If the player isn’t 
able to come up with something on the spot, we suggest that 

TN Modifiers by Adjectives
Adjective TN Modifier

Trivial –6
Easy –4

Routine –2
Challenging —

Difficult +2
Ridiculous +4

Absurd +6

Challenging TN by Rank
Rank Challenging TN

1 11
2 12
3 13
4 14
5 15
6 16

© 2025 MARVEL
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the character gains an edge on their next action. (More on 
how all that works in a moment.) 

Example: The S.H.I.E.L.D. agent from before tries to punch a 
second A.I.M. scientist (with the same target number of 10). This 
time, the agent’s player rolls 3 M 2. That totals up to 11. (Remember, 
the M counts as a 6.) Adding the agent’s ability score of +1 makes 
the result 12, which hits.

Because it’s a Fantastic success this time, the attack does 
double the normal damage! Kapow! 

Fantastic Failure 
Believe it or not, it is possible to get a Fantastic roll and still 
fail the action check. It’s not easy to do, but it can happen. 
This is a “No, but” result. The action fails, but something 
special still happens. 

If you get a Fantastic roll and your result is less than the 
action check’s target number, that’s a Fantastic failure. Unlike 
with a Fantastic success, there are no set standards for how 
to handle a Fantastic failure. Instead, the extra effect is left 
entirely up to the player. They get to suggest an idea for 
that special something on the spot. If the Narrator approves, 
then it happens. 

Example: Our S.H.I.E.L.D. agent feels like they’re on a roll, and 
they try to punch the third A.I.M. scientist. This time, the agent’s 
player rolls 1 M 1. Counting the M as 6, that totals up to 8. With 
the agent’s ability score of +1, that gives us a total of 9, which 
is less than the target number of 10. It’s a miss! Whiff!

However, because the action check result includes a Fantastic 
result, something good still happens. The player decides that the 
S.H.I.E.L.D. agent’s massive miss causes them to stumble through 
an open doorway, which shuts behind them, placing them out of 
danger—for now! 

The Narrator likes how this plays into their plans for the rest 
of the adventure and approves. 

The Ultimate Fantastic Roll 
Really lucky players might wind up with an ultimate Fantastic 
roll: a d616 roll of 6 M 6. This is equal to a result of 18, plus it’s 
a Fantastic success. 

When a player makes such a rare roll, their character 
automatically succeeds at whatever they’re attempting to 
do, no matter what the target number for the action check 
might be. They can also ignore any trouble (which is the 
opposite of an edge) affecting the character. 

Note that you cannot make an action check for something 
the Narrator declares impossible. Not even an ultimate 
Fantastic success can make the impossible happen.

EDGES AND TROUBLES
Sometimes circumstances surrounding your character in 
the game can help the dice go your way, and sometimes they 
hurt the character’s chances instead. That’s the difference 
between having an edge and having trouble. 

Art by Salva Espín
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Edge 
If your character makes an action check under extra-favorable 
circumstances, uses special skills, employs top-notch tools 
or otherwise has some kind of advantage, the Narrator can 
grant your character an edge on that action check. When 
that happens, you can reroll a single die of your d616 roll 
for that action check and use the better of the two numbers. 

Example: The S.H.I.E.L.D. agent is sneaking up behind an A.I.M. 
scientist in the dark and attacks him. The Narrator declares 
that the agent has an edge because the A.I.M. scientist doesn’t 
see them coming. The player makes an action check and rolls 1 
5 2, for a total of 8. Adding their ability score of +1 makes that a 
9, but the target number is 10. 

Because the agent has an edge, the player gets to reroll one 
of the dice. They decide to reroll the 1, and this time, they get a 5. 
Their roll is now 5 5 2, for a total of 12. That plus their ability score 
gives them a 13, which is plenty for their attack to hit. 

Note that the player could have rerolled their Marvel die—
which was a 5—in the hopes of getting a 6 or an M. But since they 
only needed 1 more for their attack to hit, they played it safer by 
rerolling the 1 instead. 

Stacking Edges 
Sometimes a character may have an edge from several 
circumstances that can stack together, giving you a double 
edge, a triple edge and so on. The Narrator determines if 
various sources of edge can stack (add up to help you) or not. 

For instance, if a character trying to sneak up on someone 
is both invisible and moving through a noisy nightclub, the 
Narrator could rule that they have two edges: one for people 
not being able to see them and another for people not being 
able to hear them. 

On the other hand, if a character is invisible and the 
lights are out, there’s no extra benefit to being invisible in 
the dark. That situation would give the character only one 
edge instead of two. 

When you have edges stacked from two or more sources, 
you can reroll the same die repeatedly or reroll different 
dice, choosing as you go. 

You don’t have to use an edge. It’s always your choice. If 
you’re happy with your roll as it is, you can leave it alone. 

That said, it never hurts you to use an edge, as you always 
get to use the better result. 

Trouble 
The opposite of having an edge is having trouble. 

A character may have trouble on an action check if 
they attempt the action under bad circumstances, lack the 
appropriate expertise, use poor equipment or otherwise 
suffer from a drawback. When a character has trouble on 
an action check, their player must reroll the best of their 
dice numbers in that roll, and they must use the worse of 
the two numbers. 

An M is always considered to be the best die number. 

Example: The character has one arm tied behind their back when 
they’re attacking, giving them trouble. They roll 6 M 5 on their 
action check, for a total of 17. They must reroll the M and use the 
worse of the two results. They roll a 2, so their roll is now 6  5, for 
a total of 13.

Remember, if the action check comes up 6 M 6, that’s an 
ultimate Fantastic success, and it automatically succeeds. 
Ignore any trouble at that point. 

Stacking Trouble 
Sometimes a character may have trouble from several 
circumstances that can stack together to cause double 
trouble, triple trouble and so on. As with edges, the Narrator 
determines if various sources of trouble can stack. 

When you have trouble stacked from two or more sources, 
you might have to reroll the same die repeatedly or reroll 
different dice as you go. You always reroll the best die. 

Example: The character has one arm tied behind their back and 
they’re fighting blindfolded, giving them double trouble. When 
attacking one of their captors, they roll 2 M 5 on their action check, 
for a total of 13. They must reroll the M and use the worse of the 
two results. They roll a 2, so their roll is now 2  2 5, for a total of 9. 

For their second trouble, they have to reroll the 5. They get a 
6 this time, which means they must keep the 5. Their roll is still 
2 2 5, for a final total of 9.

Mixing Things Up 
It’s possible to have both edges and troubles at the same time. 
These things cancel each other out in equal measure, so you 
only need to deal with what’s left. 

Example: On one roll, a character has trouble from two factors 
and edges from three other factors. (They must be having a pretty 
wild time!) The two troubles cancel out two edges, leaving the 
character with just one edge. 

Later, the same character has lost two of the edges. They 
still have trouble from two factors but now have only one edge. 
The edge cancels out one of the troubles, leaving the character 
with one trouble.
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CHARACTER PROFILES
As a player in the Free RPG Day adventure of the 
Marvel Multiverse Role-Playing Game, you can take on the 
role of a legendary Marvel hero you already know and love. 
You decide the actions your hero performs within the game, 
and your hero’s profile (as recorded on your character sheet) 
helps determine what they can do and how well they do it. 

We call the one-page descriptions of Marvel characters 
in game terms a character profile. You can find seven of 
them at the end of this pdf for use with the Free RPG Day 
adventure. If you’re a player, you should probably stick to 
using a hero, while the Narrator can control the villains 
and everyone else in the game. 

Each character profile has a number of elements that 
help define the character through a set of statistics and 
descriptions. See the profile for Winter Soldier at the end 
of this book by way of example. 

CHARACTER DATA 
Many of these details don’t influence the game’s mechanics, 
but they can affect how other characters in the game see 
them and interact with them. They help provide a lot of 
flavor to the character and can help you figure out how 
you’d like to play the character during the game. 

Such details can also provide intriguing subject matter 
for adventures or stories that feel more personal—and 
therefore more important—to the characters involved. 

	▶ Codename: The character’s publicly known name (if 
it’s different from their real name).

	▶ Real Name: The character’s regular/secret name. 

	▶ Height 

	▶ Weight

	▶ Gender

	▶ Eyes

	▶ Hair

	▶ Size: Usually “Average,” but some traits and powers 
can change this.

	▶ Distinguishing Features: Anything out of 
the ordinary. 

	▶ Teams: Any teams or organizations the character is 
associated with.

	▶ Base: The place the character works/lives. 

	▶ Origin: How the character got their powers, if any. 

	▶ Occupation: How the character spends their days. 

	▶ History: A short biography.

	▶ Personality: Some notes on how the character acts. 

RANK 
A character’s rank measures their training and raw power. 
Most of the characters in the Marvel Multiverse have a rank 
between 1 and 6. 

ABILITY SCORES 
Each character is defined by six abilities: Melee, Agility, 
Resilience, Vigilance, Ego and Logic. By no coincidence, the 
initials of these spell MARVEL. 
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The average score for any ability is 0. Standard human 
level abilities range from –3 (in the case of an extremely ill 
person) to +3 (the limit of human ability). Super-powered 
characters can push the numbers far beyond that, though. 

Melee 
Melee measures a character’s brawling ability in close combat. 
Shang-Chi, Thor and the Hulk are famous for their high Melee. 
It’s an important score for characters who like to fight with 
their fists. Melee affects: 

	▶ Melee action checks for things like 
punching or throwing.

	▶ Melee defense, which helps against being grabbed, 
punched, thrown or otherwise knocked around. 

Agility 
Agility represents the ability to attack at a distance. Spider-
Man, Hawkeye and Cyclops are renowned for their high 
Agility. It’s an important score for those who shoot at things 
or dodge attacks. Agility affects: 

	▶ Agility action checks for things like acrobatics, driving 
and blasting enemies at range.

	▶ Agility defense, which helps with dodging or avoiding 
ranged attacks.

	▶ A character’s Run Speed 

Resilience 
Resilience measures a character’s stamina, tenacity and pain 
tolerance. The Thing has an exceptional Resilience. It’s an 
important score for those who regularly wind up in the thick 
of fights. Resilience affects: 

	▶ Resilience action checks for things like withstanding 
extreme conditions.

	▶ Resilience defense, which helps against being 
poisoned or infected.

	▶ A character’s Health. 

Vigilance 
Vigilance represents situational awareness, mindfulness and 
discipline. Shang-Chi and Professor X score high in Vigilance. 
It’s an important score for people who wind up in dangerous 
spots. Vigilance affects: 

	▶ Vigilance action checks for things like investigating 
crime scenes and searching for hidden objects.

	▶ Vigilance defense, which helps against being 
surprised or ambushed.

	▶ A character’s Focus.

	▶ A character’s Initiative Modifier. 

Ego 
Ego measures a character’s energy, self-confidence, personal 
magnetism and force of personality. Doctor Strange has a 
high Ego. This ability score is vital for leaders of all kinds. 
Ego affects: 

	▶ Ego action checks for things like intimidating or 
persuading people and using psychic powers.

	▶ Ego defense, which protects against psychological 
trauma and mind control.

	▶ The use of magical and elemental powers. 

Logic 
Logic represents a character’s powers of reason and insight. 
Mister Fantastic and Professor X have high Logic scores. It’s an 
important score for the smartest people around. Logic affects: 

	▶ Logic action checks for things like inventing gadgets, 
solving puzzles and using complex weapons.

	▶ Logic defense, which helps against being confused, 
befuddled or tricked.

	▶ The use of telepathic powers. 

Ability Checks 
A character’s ability score is added to any action check made 
using that ability. 

Example: The Winter Soldier has an Agility of 3. Whenever he 
makes an Agility action check, he adds +3 to his roll to get his 
final total. 

Example: The Winter Soldier wants to shoot at the Executioner. 
This is a ranged attack, he makes an Agility action check. He 
rolls 4 2 5 for a result of 11. To that, he adds his Agility score of 
+3 for a total of 14. 

Ability Defenses 
Ability defenses define the target number that someone 
attacking the character with that ability must meet or beat. 
To calculate a character’s defense for any particular ability, 
just add 10 to their ability score. 

Example: The Winter Soldier’s Agility score modifier is +3. Add 
10 to that to determine his Agility defense, which is 13. If the 
Executioner wants to throw something back at the Winter Soldier, 
he needs to make an Agility check and get a total of at least 
13 to hit him. 

HEALTH 
A character’s Health measures their capacity to endure 
physical damage and keep fighting. It can be temporarily 
lowered by physical damage. 

To calculate a character’s Health, multiply their Resilience 
by 30. The minimum is 10 Health, even if the character’s 
Resilience is less than 1. 

Example: The Winter Soldier’s Resilience is 3. Multiply that by 
30 to determine his Health, which is 90.

FOCUS 
A character’s Focus represents their capacity for concentration 
and willpower. It can be temporarily lowered by psychic 
damage or the use of certain powers. 

To calculate a character’s Focus, multiply their Vigilance 
by 30. The minimum is 10 Focus, even if the character’s 
Vigilance is less than 1. 

Example: The Winter Soldier’s Vigilance is 2. Multiply that by 30 
to figure out his Focus, which is 60. 
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KARMA 
Karma represents that wild mix of luck, grit and destiny 
that seems to intervene in the lives of heroes. All heroes 
have Karma equal to their rank. To be considered a hero, 
the character has to have the tag Heroic (we’ll get to what 
tags are in a moment). 

Example: The Winter Soldier is Rank 3, so he has 3 points of Karma. 

Using Karma 
After a character makes an action check, they can spend a 
point of Karma to gain an edge on the check. This allows 
them to reroll one of their dice. 

When an enemy makes an action check that affects a 
character, the target can spend a point of Karma to give 
the attacker trouble on the check. This forces the attacker 
to reroll the best one of their dice. 

A character cannot spend more than 1 
point of Karma on any given action check. 

A character’s Karma resets to its 
standard number each time they get 
a decent night’s sleep. 

Recovering with Karma 
If a hero is low on Health or 
Focus, they can spend a Karma 
point to make an action check to 
recover some of it. 

For a Health recovery, make a Resilience check. For a 
Focus recovery, make a Vigilance check. The target number 
for either is 10. 

On a success, take the Marvel die and multiply it by the 
character’s rank, just like you would with a damage roll.  
The character gains that many Health or Focus points back, 
up to their maximum scores. A Fantastic success gives double 
that amount back. (We’ll get to how damage works in just a bit.) 

Art by Chris Sprouse, Karl Story & Dave McCaig
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You cannot spend additional Karma on this check to 
reroll a die. 

In some circumstances, a character’s teammate can spend 
a point of Karma to give them a recovery check as well. 

Earning Karma 
The Narrator can give a character a point of Karma for several 
reasons, at their discretion. Some examples include: 

	▶ The player did an excellent job role-playing 
the character.

	▶ The character rescued someone.

	▶ The character went out of their way to help someone.

	▶ The character made an inspiring speech.

	▶ The character shouted their catchphrase at an 
appropriate moment.

	▶ One of the character’s challenging traits came into play. 

A character can have more Karma than their starting 
number, but if they fail to spend it before their Karma resets, 
they lose the excess. 

Karma and Acting Heroic 
Only characters with the tag Heroic start out with Karma, but 
other characters can earn Karma too by doing good things—
even if they are not generally heroic people. This includes 
villains, like Doctor Doom or Killmonger, and antiheroes 
like the Punisher too. 

To make any use out of the Karma they earn, these non-
heroes should spend it that same day. Otherwise, after they 
have a full night’s sleep, their earned Karma vanishes. 

INITIATIVE MODIFIER 
A character’s Initiative Modifier helps determine when they 
can act during combat. The higher the number, the more 
likely they are to go first. 

A character’s Initiative Modifier is equal to their Vigilance. 
If there’s an E next to a character’s Initiative Modifier, that 
means they have an edge on their initiative checks. 

Example: The Winter Soldier’s Vigilance is 2, so his Initiative 
Modifier is +2. 

SPEED 
A character’s speed determines how fast they can move with 
a movement action. By default, all characters can have a Run 
Speed, Climb Speed, Jump Speed and Swim Speed (though 
for some characters, the speed might be 0). The base Run 
Speed for most characters is 5 spaces. This can be modified 
by the character’s Agility and size. For every 5 full points 
of a character’s Agility score, add 1 space to their Run Speed.

Example: The Winter Soldier’s Agility is 3. This does not add 
any additional spaces to his Run Speed, so his Run Speed is 5. 

The character’s size can affect their Run Speed too. If they 
have the Big trait, add +1 to their Run Speed. If they have 
the Small trait, take –1 from their Run Speed. 

Example: The Winter Soldier is average size, so his size doesn’t 
affect his Run Speed at all. The Executioner, however, is big—one 
step above average. That adds +1 to his Run Speed. 

A character’s base Climb Speed, Jump Speed and Swim 
Speed are half their Run Speed. Note that the Jump Speed 
applies to horizontal jumps, not vertical ones. 

Some powers can affect a character’s base speed. Other 
powers can grant additional modes of movement—like flying 
or swinglining—each with their own base speed. 

DAMAGE 
Damage is expressed as a multiplier to the Marvel die result 
on your attack roll. This multiplier is usually equal to the 
character’s rank. 

Example: The Winter Soldier is Rank 3, so his damage 
multiplier is ×3. 

Some powers can affect a character’s damage multiplier. 
These often only affect damage done with a particular 
ability. Powers or other things that grant bonuses to damage 
multipliers do not stack. 

Example: The Winter Soldier’s Mighty 1 power adds +1 to his 
Melee damage multiplier. That raises his Melee damage multiplier 
from ×3 to ×4. 

On top of this, add the ability score of the ability being 
used to the damage. 

Example: The Winter Soldier’s Melee score is 4. When he makes 
a Melee attack, the damage is dMarvel×4+4. If he rolls 3 4 5 on 
the attack, the total damage is [4×4]+4=20. 

SIZE 
A character’s size determines how large they are compared 
to an ordinary person. Most characters are average size, but 
certain powers or traits can lead to a character being bigger 
or smaller—or even to changing on the fly! 

In general, the bigger a character is, the faster they move 
and the easier they are to hit. The smaller they are, the 

slower they move and the harder they are to hit. 
The way this affects combat is described 

in more detail in Chapter 4. 

Example: The Winter Soldier’s 
size is average. 

Art by Greg Land, Jay Leisten & Frank D’ArmataArt by Greg Land, Jay Leisten & Frank D’Armata
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POWER SETS AND POWERS 
Powers are special abilities—such as flight, super-
strength or telepathy—that are beyond the capabilities of 
ordinary people. 

A character’s rank determines how many powers they can 
have. Many powers are organized into collections of closely 
related abilities known as power sets. Other powers—known 
as basic powers—stand alone. 

Example: The Winter Soldier has six powers from the Martial 
Arts power set, four from Ranged Weapons power set and two 
basic powers. 

BACKSTORY 
Every character has a personal history that affects who they 
are today: their backstory. There are two major elements to 
this: origins and occupations. Each of them gives the character 
a package of traits and tags that affect how the character 
works in the game. 

Origin 
Superhumans abound in the Marvel Multiverse, and they all 
have intriguing origins that help explain their powers. Some 
of them were born with their powers. Others gained them 
accidentally, through some strange and often unrepeatable 
scientific experiment or mishap. Still others acquired their 
powers through years of hard work or diligent study. And 
some don’t really have powers at all but instead rely on 
technological wizardry that puts them on par with aliens 
and mutants. 

There are several kinds of origins. They include: 

	▶ Alien: The character is an alien, is related to aliens or 
has been affected by aliens. Example: Captain Marvel.

	▶ High tech: The character’s powers arise from 
high-tech devices beyond the limits of modern-day 
engineering. Example: Iron Man.

	▶ Magic: The character’s powers arise from supernatural 
means. Example: Doctor Strange.

	▶ Mutant: The character’s powers spring from them 
being a member of the subspecies Homo sapiens 
superior. Example: All of the X-Men.

	▶ Special training: The character’s powers come from 
long hours of intense practice. Example: Hawkeye.

	▶ Weird science: The character’s powers arose from a 
scientific experiment or accident that’s hard—if not 
impossible—to reproduce. Example: Spider-Man. 

Each of these origins comes with a specific package of 
traits and tags. Note that it’s possible to have more than one 
origin in special cases. This often happens with characters 
who have been around for a long time. 

Example: The Winter Soldier gained his powers from a 
combination of sources, from his cybernetic arm to his assassin 
training. He has multiple origins: High Tech: Cybernetics, Special 
Training and Weird Science. 

Occupation 
Most characters had lives of their own before they gained 
powers, and many of them try to maintain those lives 

even after their world changes. The things they do are 
called occupations, and they each come with a package of 
traits and tags.

Example: The Winter Soldier has a long background in espionage. 
Because of that, his occupation is spy.

TRAITS AND TAGS 
Traits and tags are labels for all sorts of things, including 
talents, skills, circumstances, minor super-powers, 
vulnerabilities and other terms that describe a character’s 
capabilities. Most of these are positive things, while others 
are more challenging. The elements of a character’s backstory 
grant them a number of traits and tags. They can also have 
others over and above those that aren’t necessarily affiliated 
with origins or occupations. 

In general, traits have a mechanical effect in the game, but 
tags do not. Traits come with rules and often have some sort 
of benefit for the character. Some traits can be challenging 
to the character. When those traits become challenging in 
the course of play, the character can earn Karma points for 
dealing with them. 

Tags mostly cover narrative elements, things that can 
affect the character’s story but that don’t have a direct 
mechanical effect in the game. This includes things like 
whether the character’s identity is public or secret, where 
they’re from and other similar elements of their backstory.

Example: The Winter Soldier has the following traits: 

	◆ Combat Expert 
	◆ Connections: Espionage 
	◆ Determination 
	◆ Extraordinary Origin (2) 
	◆ Leverage 
	◆ Sneaky 
	◆ Tech Reliance 
	◆ Weird 

He also has the following tags: 

	◆ Black Market Access 
	◆ Extreme Appearance 
	◆ Heroic 
	◆ Linguist: Chinese (Mandarin), English, German, 

Japanese, Russian 
	◆ Public Identity
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Once you have your characters ready, it’s time to 
jump in and start playing the game. The Narrator handles 
most of the preparation for that, as described in full in 
Chapter 5. They set up the adventures, present the people 
and places in them and orchestrate the conflicts that make 
them exciting and fun.

Most adventures involve a mix of different things: 
talking with other characters, investigating crimes, solving 
mysteries, even getting to work on time or explaining 
where you’ve been to your parents. In many cases, though, 
the conflicts between characters—especially super heroes 
and super villains—escalate to the point at which a fight 
breaks out. When that happens, you need to know how 
combat works in the game.

Combat is far from the only thing that happens in the 
game. It’s often not even the most important thing. But it’s 
something that requires a lot of attention to make sure 
It’s done right.

You can handle a conversation around a table by talking. 
When the fists start flying, it’s time to break out the dice.

WAYS TO PLAY
Players can represent combat in the Marvel Multiverse Role-
Playing Game in whatever way suits them best. The two main 
ways are in their imaginations or on a map.

Theater of the Mind
The default way to play the game is in the collective 
imaginations of all of the players, otherwise known 
as the theater of the mind. Most of the time, this works 
wonderfully well, as lots of role-playing game sessions 

consist of conversations and dramatic moments in which 
the characters’ precise locations don’t matter much. When 
combat starts, though, things like the characters’ relative 
positions become more important.

Still, some groups can handle even the most complex 
combats in their heads. To do so, they treat locations, 
speeds and ranges more as rough suggestions rather than 
restrictions, and they trust the Narrator to rule on any 
edge cases fairly.

This works especially well if the players don’t happen to 
be sitting around a table together. Instead of breaking out 
maps and miniatures, they can play the game wherever they 
happen to be, either online or in the same room. All they 
need to have on hand are their character sheets and dice.

On a Map
Many players, however, enjoy being able to see everything 
clearly on a map, often with miniatures representing 
each of the characters, their foes and anyone else in the 
area. This can increase the drama of the moment, and it 
can help make things seem eminently fair, as everyone 
can see the exact situation on the table. It leaves a lot less 
room for quibbling.

Some Narrators like to use dry-erase whiteboards on 
which they can draw a map of the combat. Others use 
roll-up vinyl battlemats, often with a grid printed on 
them. A dedicated few make massive printouts or even 
use computerized projections or gigantic screens. The 
most ambitious create fully realized, hand-painted, three-
dimensional dioramas on which to play, often with a grid 
marked on the play surface’s floor.
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Using Miniatures
Many official Marvel miniatures have been produced over the 
years, and these work perfectly when playing with official 
Marvel characters. You can also check Marvel.com/rpg for 
official Marvel Multiverse Role-Playing Game miniatures.

Most standard figures (25mm to 35mm scale) work 
perfectly, but you could even play with full-sized action 
figures if you like. You’d just need to provide a bigger map 
on which to move them.

Playing on a Grid
Official Marvel Multiverse Role-Playing Game maps usually 
feature a square grid, which makes it easy to copy the map 
over to a battlemat with a square grid. Each square on the 
map is considered to be 1 space, and each character can 
usually stand by itself inside of a space.

However, you can play on any kind of surface you like. 
When playing on a square grid, a character can move from 
its current square into any of the eight adjacent squares. If 
you play on a hex grid, a character can move into any of 
the six adjacent hexes. Just count out the spaces normally.

Characters on a square grid who move diagonally are 
moving slightly farther than those who move orthogonally 
(into squares that share sides rather than just corners), 
but—for the sake of simplicity—ignore that. Just count out 
each square moved into as 1 space moved, no matter which 
direction the character moves.

Vertical Movement
Characters can also move through an area vertically—
whether flying, swimming, wallcrawling or by some other 
means, even just riding an elevator. When under their own 
power, they can move up or down 1 space at the same time 
that they move horizontally. This doesn’t cost them any  
extra movement.

In general, each floor of a building is 2 spaces high. 
This can vary with the building, of course, but it’s a good 
rule of thumb.

When you want to figure out how far a character can 
move, just count the number of spaces they want to move 
vertically and the number of spaces they want to move 
horizontally. Whichever of them is the biggest number is 
the length of the move.

Example: Iron Man is standing next to a traffic light. He wants to 
cross the street diagonally and fly up to the roof of the three-story 
building on the opposite corner. The street is 7 spaces across from 
corner to corner, and the roof of the building is 6 spaces high. Iron 
Man can reach it by spending a total of 7 spaces of movement.

Playing Free-Form
Throughout this book, we assume the game is being played 
on a map with a grid. If you’d rather do it without a grid, 
that’s okay too.

When playing on a map or diorama without a grid, the 
characters have full freedom of movement, and they can 
be placed wherever their players like. You can use a ruler 
to figure out how far they can move. If the map is set up for 
standard figures and terrain, an inch equals 1 space, so a 
character with a Run Speed of 5 can move 5 inches with a 
single movement action.

Virtual Tabletops
If the players in your group can’t all be in the same room, you 
can run your game online instead. A simple way to manage 
this is through any teleconferencing software that allows 
you to share a screen. The Narrator can put a map on a slide 
or image and show the position of the characters as icons or 
graphics on top of that, or they can use a virtual whiteboard 
system in the same way. In either case, the other players can 
all handle their own die rolls and character sheets by hand.

However, there are a number of options out there for 
virtual tabletop (VTT) systems to run your game. Officially 
licensed VTTs (see Marvel.com/rpg for more information) 
feature premade maps, character sheets, tokens and virtual 
dice rollers to enhance the entire experience. These can 
handle just about every aspect of a game, and they can be 
a lot of help with figuring things like ranges, lines of sight 
and more. This can be so handy that some groups make use 
of them even when they’re playing in the same room.

TIMING
When a fight breaks out, adrenaline kicks in, and everything 
seems to go incredibly fast and break into slow motion at the 
same time. To help keep things clear and orderly in such chaos, 
we break down combat into a series of rounds and turns.

A round represents roughly five seconds of time. In the 
course of a round, each combatant gets to take a turn in 
an established sequence, during which they get to take 
their actions.

The exception is reactions, which can happen out of order. 
These can be used to interrupt another character’s turn at 
crucial moments.

SEQUENCE OF PLAY
When a fight breaks out, here’s how it works.

1.	 Determine positions.
2.	 Roll initiative checks to determine the initiative order.
3.	 Start a new round.
4.	 Each character takes their turn in initiative order.
5.	 If any combatants are still able and want to fight, go 

back to step 3.
6.	 Otherwise, the combat ends.

A combat can be over in a single round, or it can take 
several rounds to resolve. It’s up to the players and the dice

DETERMINE POSITIONS
Most of the time, a character’s exact position doesn’t matter 
that much, but during combat, it can become a matter of life 
or death. When a combat starts, the players work together to 
figure out where everyone involved in the combat is located.

If you’re using a battlemat or virtual tabletop, place the 
figures or icons where they belong in those spaces. In general, 
only one character is allowed in each space, but this is more 
a matter of practicality than anything else. It helps keep the 
fight from turning into a pileup.

If you’re working with theater of the mind, simple 
descriptions of the characters’ positions can be enough. The 
Narrator just has to be able to keep everything straight in 
their head during the battle. To make it easier, the Narrator 
can use a small map or diagram of their own without showing 
it to the rest of the players.
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Line of Sight
Many powers and attacks require the character to be able to 
see their target. This is called having a line of sight.

If it’s unclear if a character can see a particular thing, they 
should make a Vigilance check against a TN the Narrator 
assigns. Under ideal circumstances, anything within 200 
spaces is considered within line of sight for attacks, although 
the maximum range for a ranged attack is often much 
less than this.

In any case, the maximum distance for a line of sight can 
vary wildly with conditions like weather, darkness, flashing 
lights and more.

In most cases, the Narrator can simply state whether 
or not the character can see their target. Other characters 
generally block line of sight, although Narrators can make 
exceptions for characters of unusual size, characters who 
are flying and so on.

If a target is using something or someone for cover—like 
partially hiding around a corner or a car—but can still be 
seen, attacks against that target have trouble.

Earshot
Some powers and attacks require the character to be 
able to hear or speak to their target. This is called being 
within earshot.

If it’s unclear if a character can hear a particular thing, 
they should make a Vigilance check against a TN the Narrator 
assigns. Under ideal circumstances, anything within 100 
spaces is within earshot. This can vary wildly with conditions 
like background noise, volume 
of the sound that needs to be 
heard and even the condition 
of the speaker’s voice.

In most cases, though, 
the Narrator can simply 
state whether or not the 
character and their target can 
hear each other.

Range
Some powers and attacks have a range listed in spaces.

	▶ Any attacks within this range are treated normally. 
Just roll for them like any other check.

	▶ Any attacks up to double this range have trouble.

	▶ Attacks beyond double the range are impossible.

For example, if the range is 20 spaces, attacks at targets 
within 20 spaces are treated normally. From 21 to 40 spaces, 
they have trouble. Beyond that, the attack can’t be made.

INITIATIVE
At the start of combat, each combatant makes an initiative 
check by rolling d616 and adding their Initiative Modifier. This 
check automatically succeeds.

The players each roll for their respective characters, while 
the Narrator rolls for the other characters. If the combat includes 
large groups of identical combatants (a platoon of Hydra soldiers, 
for instance), the Narrator can make a single roll for each 
group, and each combatant in that group then acts on the 
same initiative number, in whichever order the Narrator likes.

The Narrator then sorts the combatants in order from the 
highest initiative check result to the lowest. If two initiative 
checks are tied, but one combatant got a Fantastic result, that 
combatant goes first. If neither or both rolled Fantastic results, 
the combatant with the higher Initiative Modifier goes first. 
If the Initiative Modifiers are also tied, the player’s character 
goes first. If there’s still a tie among players’ characters, they 
can decide how to break the tie among themselves, or they 
can simply roll off.

The sorted list is called the initiative order, and it persists 
from round to round during this combat. For each new 
combat, you roll to set up a 
new initiative order.

Art by Salva Espín & GURU-eFX
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The Bonus Round
Characters who get a Fantastic result on their initiative check 
get to take part in a bonus round before the regular combat 
begins. They do so in the regular initiative order, skipping 
those who didn’t get a Fantastic result. After they’re done, 
the first regular round begins.

Example: Spider-Man (Peter Parker) and Wolverine (Logan) run 
across Doctor Octopus and Sabretooth robbing a bank. Spider-
Man’s and Wolverine’s players make initiative checks for their 
characters, while the Narrator rolls for Doctor Octopus and 
Sabretooth. The results:

	◆ Spider-Man: 20
	◆ Sabretooth: 17
	◆ Wolverine: 15
	◆ Doctor Octopus: 14

Spider-Man gets to go first, then Sabretooth, Wolverine and 
Doctor Octopus.

However, both Spider-Man and Doctor Octopus got a Fantastic 
result on their initiative checks. That means they both get a turn 
in the bonus round before the regular rounds start. Spider-Man 
would act first in the bonus round, as he was first in initiative order.

Surprise
It’s up to the Narrator whether or not a given character is 
surprised, as this depends a great deal on the circumstances 
of each situation—especially when things like illusions, 
mirages, invisibility and darkness come into play.

Characters who are surprised by their opponents when 
combat starts have trouble on their initiative check. A 
surprised character cannot act in the bonus round.

If a character is surprised later in the combat, the 
characters who surprised them have an edge on attacks 
against them for one round.

Example: In the middle of a battle, the Invisible Woman turns 
invisible and sneaks up behind Doctor Doom, who is busy fighting 
the rest of the Fantastic Four. The Narrator makes a check for 
Doom to see if he detects the Invisible Woman, but Doom fails it. 
When the Invisible Woman attacks, Doom is surprised, and the 
Invisible Woman gets an edge on her attack against him.

TAKING A TURN
On a character’s turn, they can take one standard action and 
one movement action. They can take these actions in any 
order, and they can take their standard action at any point 
before, during or after their movement action.

Example: Spider-Man (Peter Parker) swinglines into the bank 
on his webs to punch Doctor Octopus. His movement when 
swinglining is 18 spaces, and Doctor Octopus is only 10 spaces 
away. After the attack, Doctor Octopus is still standing, so Spider-
Man uses the rest of his movement to circle around his foe and 
put himself between Doctor Octopus and an innocent bank teller.

No Action Required
Many fast and simple things a character can do don’t require 
the use of a standard action or a movement action at all, but a 
character can still do them. This includes things like speaking, 
reloading weapons, reading a sign, doing simple things within 
reach—like turning on the lights, opening a door or window 
or picking something up—putting on a mask and so on.

It’s up to the Narrator as to what rises to the level of an 
action. In general, though, anything that requires an action 
check also requires an action.

Art by Marcos Martin & Muntsa Vicente
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If a character wants to do something that requires enough 
time that a round would pass, then they wind up skipping 
their turn that round. While that can make sense in some 
situations, it’s often not a good idea in the middle of a fight. 
Kind Narrators should warn a player if this is about to 
happen, however, so the player can adjust their plans before 
it’s too late.

Reactions
Each character also gets one reaction per round. A reaction 
can temporarily interrupt the initiative order to allow the 
character to respond to a trigger of some kind, whether it 
happens on their turn or someone else’s.

If a reaction interrupts another combatant’s turn, the 
initiative order returns to that combatant after the reaction 
ends. Once a character takes a reaction, they can’t take 
another one until the start of their next turn.

It’s possible for a character to interrupt another character’s 
reaction with their own reaction. It doesn’t happen often, 
but when it does, it’s up to the Narrator to keep track of the 
proper sequence of actions and reactions.

DELAYING THINGS
In some circumstances, a character might want to delay 
some or all of their actions and take them later in the 
initiative order.

Holding a Turn
When a character’s turn arrives in the initiative order, they 
can choose to hold their turn instead of taking it. To hold a 
turn, they voluntarily reduce their own initiative check to 
a lower number. They can specify the new number when 
they start holding, or they can leave it undefined until they 
decide to take their turn.

A character holding a turn can take it just before or just 
after another character’s turn. Once a character starts their 
turn, they cannot be interrupted by a held turn—although 
someone could interrupt them with a reaction instead.

When a character takes a held turn, their initiative check 
becomes fixed at its new place in the initiative order for 
the rest of the combat. If they hold their turn until the next 
round starts and take the held action before their next turn 
would have arrived in the initiative order, their initiative 
check rises to that new number for the rest of the combat.

No character gets to take two turns in the same round, 
and they don’t ever regain the time spent holding. If two or 
more holding characters want to act at the same time, the 
character who began holding first gets to go first.

Reserving an Action
Instead of taking a standard or movement action on their 
turn, a character can choose to reserve that action and use 
it later with their reaction. They simply state the action 
they plan to take and the conditions that would trigger 
them to take it.

The reserved action must be one the character could 
carry out with the action reserved. For example, they cannot 
reserve a movement action to make an attack. That requires 
a standard action instead.

If the trigger conditions are met before the character’s next 
turn starts, they can use their reaction to take the reserved 

action. If they do not have a reaction available—because they 
already used it or for any other reason—they cannot take the 
reserved action.

The reserved action takes place immediately when 
the trigger conditions are met, interrupting the turn of 
whoever is currently acting until the reserved action is 
complete. The reserving character’s place in the initiative 
order does not change.

Example: Captain America is working his way into a Hydra 
headquarters when he’s spotted. On his move, he races around 
a corner, out of sight, and then stops. His player declares that 
he’s reserving his standard action to punch anyone who comes 
around the corner after him.

It’s possible to have more than one character want to 
resolve a reserved action at the same time. When that 
happens, have all involved characters make a new initiative 
check that only applies to this sequence of actions. There are 
no bonus rounds for this.

Example: In the middle of a brawl, the Mandarin grabs Sharon 
Carter, holds her before him and threatens to disintegrate her. 
Captain America tries to talk the Mandarin into letting Carter 
go. Captain America, the Mandarin and Carter all reserve their 
standard action during this dialogue.

The Mandarin decides the time for talk is over and tries to 
attack Carter. All three characters involved make a new initiative 
check. They come up:

	◆ Sharon Carter: 19
	◆ Captain America: 18
	◆ Mandarin: 15

Carter goes first and elbows her way free of the Mandarin, 
diving to the ground. Captain America hurls his shield at 
the Mandarin and knocks him out. The battle is over before 
the Mandarin gets to take his reserved action, so his attack 
never happens.

STANDARD ACTIONS
Each character gets one standard action every turn. They 
can take that action at any point before, during or after their 
movement action.

When taking a standard action, a character can attempt 
a number of different maneuvers. They include:

	▶ Attack

	▶ Dodge

	▶ Escape

	▶ Grab

	▶ Help

	▶ Move

	▶ Use a power

Attack
There are two different kinds of attacks: close combat 
and ranged combat. Close attacks are made with fists and 
handheld weapons. Ranged attacks are made with guns and 
bows and many kinds of powers.

For a close attack, the target must be within the attacker’s 
reach. For average-sized characters, that’s 1 space. The 
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attacker makes a Melee check against their target’s Melee 
defense. If the attack succeeds, it inflicts the attacker’s Melee 
damage on the target, including the effects of any weapons 
or powers used. On a Fantastic success, double the damage.

You don’t need a weapon to make a close attack, but they 
can help. Details on weapons appear later in this chapter.

For a ranged attack, the target must be within the 
attacker’s line of sight and double the weapon’s listed range. 
Most of the time, the attacker makes an Agility check against 
the target’s Agility defense. If the attack succeeds, it inflicts 
the attacker’s Agility damage on the target, including the 
effects of any weapons or powers used. On a Fantastic success, 
double the damage.

Dodge
The character actively dodges to avoid incoming attacks. 
Any attacks against the character have trouble until 
the character’s next turn—or the end of the next round 
at the latest.

Escape
If the character is grabbed or pinned by another character, 
they can attempt to break free. They make a Melee check 
against the grabber’s Melee defense. If they succeed, they free 
themselves and can then use the rest of their turn normally.

This works the same way if a character tries to free 
someone else who is grabbed or pinned. They make a Melee 
check against the opponent’s Melee defense. If they succeed, 
the trapped character is freed.

a Melee check against the target’s Melee defense. If they 
succeed, they grab the target. On a Fantastic success, the 
target is pinned as well.

Neither the grabbed character nor the grabber can move 
unless they can carry the other person with them. The 
grabber can let go at any time, but the grabbed character 
must escape to be free.

A pinned character has trouble on Melee and Agility 
action checks and cannot move at all.

Anyone making an attack against an entangled character 
has trouble. If the attack against the intended target fails, 
compare the same attack check against the other target’s 
Agility defense to see if it hits them instead.

If the attacker doesn’t care who gets hit, the attacker 
has an edge on their check. If the result is high enough to 
hit one of the targets but not the other, that’s who it hits. If 
it’s high enough to hit either of them, determine the actual 
target randomly.

A character can also attempt to free themselves or 
someone else from being pinned or paralyzed by something 
physical. The Narrator sets the target number for such 
attempts. Common target numbers include 20 for webbing 
or chains and 16 for ropes.

Example: Kraven the Hunter is trapped in Spider-Man’s 
webbing. He must make a Melee check against a target number 
of 20 to escape.

Grab
If the character wants to get a hold on an unwilling target—
like a foe—they need to grab them. To do this, they make 

Example: Baron Zemo pins Captain America. Crossbones tries to 
shoot at Captain America. He rolls 2 3 3, which adds up to 8, plus 
his Agility of 5, which totals 13. That misses Captain America, as 
it is less than Captain America’s Agility defense of 14. Crossbones 
then compares his result against Baron Zemo’s Agility defense 
of 13. That’s a hit!

The Red Skull opens fire at Captain America too, but he doesn’t 
care if he hits either of the two entangled characters. He gets an 
edge on the attack, and his total result is 15. That’s enough to hit 
either target, so he rolls a die, stating that an even number hits 
Captain America and an odd number hits Baron Zemo. He gets 
a 3, which means Baron Zemo is having a rotten day.
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Help
The character does something—which their player should 
describe—to help out a target character. That target character 
gets an edge on their next action, as long as it happens before 
the aiding character’s next turn—or the end of the next round 
at the latest.

The character can even pick themselves as the target 
character, helping themselves out by preparing for 
their next action.

Example: Hawkeye (Kate Bishop) and Captain Marvel (Carol 
Danvers) are fighting Thanos. Hawkeye would have a hard time 
hurting Thanos on her own, so she decides to start shouting 
ridiculous insults at Thanos to distract him. This gives Captain 
Marvel an edge when she tries to punch Thanos.

Move
If the character likes, they can use their standard action to 
move, just like they would with a movement action. This 
way they can move twice in a single turn, which represents 
them putting their energy into an all-out sprint.

Use a Power
Many powers require an action to activate. The description of 
the power tells you what kind of action is necessary: either 
standard, movement or reaction.

REACTIONS
Each character gets one reaction every turn, which they 
can use when something happens that could trigger a 
particular reaction.

Many powers can be used with a reaction. In fact, some 
of them can only be used with a reaction. 

There are a number of basic maneuvers anyone can use 
as a reaction, without any power necessary. They include:

	▶ Escape

	▶ Fastball Special

	▶ Help Teammate

	▶ Interpose

	▶ Ram

	▶ Release

	▶ Skulk

Escape
Trigger: The character has been grabbed, pinned or paralyzed 
by something physical.
Effect: The character can attempt to escape, just like they 
could with a regular action.

Fastball Special
Trigger: An ally throws or fires the character at an enemy, 
and the ally succeeds at their Agility check.
Effect: The character makes a close attack at the enemy they 
were thrown or fired at. If the attack is a success, the enemy 
takes double damage. If the attack is a Fantastic success, the 
enemy takes triple damage.

Help Teammate
Trigger: A teammate (someone on the same team as the 
character, as listed on their character sheets) fails an 
action check.
Effect: The teammate gains an edge on that action check.

Interpose
Trigger: Someone within the character’s reach is the target 
of an attack that does not also target the character.
Effect: The character moves (for free) to stand between the 
target and the attacker, becoming the new target of the attack. 
The attacker’s TN for the attack is the lower of the character’s 
defense or the original target’s defense.

Ram
Trigger: The character moves their full speed in a straight 
line toward a target and then uses their standard action for 
additional movement to move right up to the target.
Effect: The character can now use their reaction to make 
a close attack against the enemy they moved up to. If the 
attack is a success, the character takes regular damage 
from the impact, and the enemy takes double damage. If 
the attack is a Fantastic success, the character takes regular 
damage still, but the enemy takes triple damage instead and 
is knocked prone.

Release
Trigger: Something the character is grabbing moves or attacks.
Effect: The character can release what they are grabbing.

Skulk
Trigger: The character is a target of a ranged attack, and 
someone within their reach is not a target of that attack.
Effect: The character moves (for free) behind the nearby 
person, and that person becomes the new target of the attack. 
The attacker’s TN for the attack is the lower of the character’s 
defense or the new target’s defense.

MOVEMENT ACTIONS
Each character gets one movement action every turn. If they 
like, they can use their standard action as a movement action 
as well, doubling their movement that turn.

A character can take their standard action at any point 
before, during or after their movement action.

Some powers require a movement action to use. This 
is listed in the descriptions of those powers attached to 
the character sheets. When a character moves, they can 
travel a distance up to their listed speed with that mode 
of movement. Every character automatically has running, 
jumping, swimming and climbing as potential movement 
modes. Powers and traits can give them additional modes.

Basic Speeds
A character’s Run Speed is 5 spaces, plus 1 space for each 5 
points they have in Agility.

A character’s Climb Speed, Jump Speed and Swim Speed 
are half their Run Speed. The Jump Speed only applies to 
horizontal jumps—unless the character has the Jump power, 
which can be used for vertical jumps as well.
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Other speeds are listed in the descriptions of the powers 
that grant them. They are often based on the Run Speed. 
Powers that affect Run Speed (or any other speeds) do not 
stack. Instead, use the one that offers the greater benefit.

Combining Modes
Characters can combine two or more modes of travel in the 
same movement action. For instance, if they begin their 
turn underwater, they could swim to the surface and then 
fly to a nearby building. When combining two or more 
modes of travel, a character must use whichever mode has 
the lowest speed for them as their overall speed for that 
movement action.

Swinglining
Swinglining consists of swinging from place to place on a 
series of lines, like Spider-Man does on his webs. A character 
can swingline at their listed Swingline Speed.

A character’s Swingline Speed is also the swingline’s reach. 
The character must be within their swingline’s reach of an 
anchor—something to which the swingline can attach—
to continue swinglining. Otherwise, they fall at the end 
of their turn.

Lifting and Carrying
A character can pick up anything their own size or smaller, 
and they can carry, swing or throw it. With a successful 
Challenging Melee check, they can lift something one 
step larger than they normally can, but they cannot carry, 
swing or throw it.

Carrying something smaller than the character’s size 
does not affect their movement. Carrying something their 
own size cuts their movement in half. Characters cannot 
normally carry something larger than their own size.

Sneaking/Hiding
A character who doesn’t want to be observed while moving can 
sneak or hide. Moving while sneaking cuts their speed in half.

Anyone who might be able to spot the character can make 
a Vigilance check against the character’s Agility defense. A 
success means the character is spotted.

Towing
Sometimes a character grabs or pins a target at the end 
of a length of line like a rope, a chain or a webline. When 
this happens, the character can move toward the target, 
or the target can move toward the character with their 
movement action.

If either attached character is strong enough to carry 
the other, they can use the line to tow the other character 
during their own movement action. They can also reel the 
other character toward them on the line, narrowing the 
distance up to the towing character’s speed.

Using a standard action, either character can use the 
line to throw the other—if they are strong enough to throw 
them—up to their normal range. If the thrown character 
lands within the length of the line, they remain grabbed/
pinned. Otherwise, the throwing character must release 
the line if they can. If they can’t, the maximum range of the 
throw is the length of the line.

If the target is strong enough to carry the character, 
they can use their movement action to move away from the 
character. The character must release the line with their 
reaction—if they can—or be towed by the target.

Other characters do not suffer trouble when attacking 
the attached characters, unless the two characters are in 
adjacent spaces.

Terrain
The basic movement speeds assume the character is moving 
through an open area. Things like running through a swamp, 
a thick forest or an alley full of trash cans slow a character 
down. Such challenging landscapes are called difficult terrain.

When a character moves through difficult terrain, their 
movement costs 2 spaces rather than the usual 1 space. If a 
character doesn’t have enough movement left to move into 
a space, they must stay where they are.

Characters that can fly or otherwise move above difficult 
terrain are not affected by it.

Example: Luke Cage has a Run Speed of 5 and uses his movement 
action to run through a swamp. Moving through the swamp costs 2 
spaces of movement for each space moved, so he can move 2 spaces 
for 4 spaces of movement. He doesn’t have enough movement left 
to get into the next space, so he has to stay where he is.

Jessica Jones can fly over the swamp, so it doesn’t affect her 
Flight Speed at all.

Falling Prone
While a character is prone (on the ground), they have trouble 
on all Melee attacks. People making close attacks against 
them have an edge.

Ranged attacks against a prone character have trouble.
It costs a prone character 1 space of movement to stand up.
A prone character can crawl (move while prone). This is 

treated like moving over difficult terrain.

FALLING
Any time a character ends a turn in midair—without any 
means of support—they fall up to 100 spaces. If they don’t 
hit anything, they keep falling turn after turn until they do. 
A character about to fall can hold their turn like normal to 
avoid this for a moment, but they cannot do so for more than 
a full round. Also, a falling character cannot hold their turn.

Falling Damage
If a character hits something when they land, they—and 
whatever they hit—take Health damage. To calculate the 
damage, the Narrator makes a standard action check. The 
damage multiplier for the roll is 1 for every 3 spaces fallen, 
up to a maximum damage multiplier of 20.

If that damage is enough to destroy whatever was 
struck, the character takes the damage, smashes through 
it and keeps falling. (See “Objects,” later in this chapter, 
for how objects manage damage.) Otherwise, the impact 
halts the fall.

Controlled Landing
A character can subtract their Jump Speed from the number 
of spaces they fell. This reflects their ability to make a 
controlled landing.
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Odd Landings
If the character is unfortunate enough to fall into boiling 
magma or onto large spikes, the Narrator can increase the 
damage multiplier as they see fit.

Similarly, if the character is fortunate enough to fall onto 
a soft surface such as hay, water or snow, the Narrator can 
reduce the damage multiplier.

Diving
A character with a power that normally keeps them aloft—
allowing them to fly, glide, levitate and so on—can choose to 
start free-falling at the end of their movement action, allowing 
them to add up to 100 spaces of downward movement. In this 
way, they can use gravity to add to their regular movement 
for a controlled dive.

DEALING DAMAGE
When a character deals damage with an action check—
like with a close attack or a ranged attack—that damage 
is expressed as a multiplier applied to the action check’s 
Marvel die. To that, you then add the ability the character 
used for the action check.

A character’s basic damage multiplier is their rank, but 
some powers—like Mighty or Agility can add to it. These 
may give a character a bonus to their damage multiplier for 
certain types of attacks and should be kept track of separately. 
There’s space for this on the character sheet.

Example: She-Hulk is Rank 4, so her damage multiplier is 4. Her 
power Mighty 4 adds +4 to that for close attacks, which gives 
her a damage multiplier of 8. To that, she adds her Melee score, 
so when she hits with a close attack, she does (dMarvel×8)+5 
points of damage.

Damage Types
There are two types of damage. Physical injuries cause Health 
damage, and mental injuries cause Focus damage. Health 
damage is deducted from the target’s Health, and Focus 
damage is deducted from their Focus.

Example: Shang-Chi’s punches do dMarvel×4+7 points of Health 
damage. If he gets a 6 on the Marvel die, that totals up to (6×4)+7= 
31 points of damage. A Fantastic success would double that, doing 
62 points of Health damage.

Effects of Damage
If a character’s Health is reduced below 1, they are knocked 
unconscious. Any powers they were concentrating on 
end immediately.

While unconscious, a character cannot take any actions. 
Their defense against ranged attacks is reduced to 10, and 
close attacks automatically hit them. If a character’s Health 
is reduced to a negative value equal in magnitude to their 
maximum Health, or worse, they are killed.

If a character’s Focus is reduced to 0, they are demoralized. 
Any conditions or powers they were concentrating on end 
immediately. While demoralized, they have trouble on all 
actions. If their Focus is reduced to a negative value equal 
in magnitude to their maximum Focus, or worse, they are 
shattered: frozen in place by fear and stress.

Stacking Damage Multipliers
Things that grant bonuses to damage multipliers do not 
stack. This means that they do not add together. If you have 
two or more multipliers that could apply in a situation, the 
largest one takes effect, and the others do not.
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Example: She-Hulk picks up a club that adds +1 to the user’s 
Melee damage multiplier. She also has Mighty 4, which adds 
+4 to her Melee damage multiplier. The modifier from Mighty 
4 is higher, so only that has any effect. Her bare fists are more 
powerful than any club.

Fantastic Damage
If a character gets a Fantastic success on a close-combat check, 
the attack does double damage. Total up the regular damage 
and multiply it by 2. Many powers also give the Fantastic 
success an additional effect.

In addition, if the character has the Mighty power, they 
can deal knockback to the target.

Damage Reduction
Some powers and equipment grant damage reduction. This 
is expressed by a number, like Damage Reduction 2.

When calculating damage that an attack does to someone 
with damage reduction, reduce the damage multiplier by 
the amount of damage reduction. If the damage multiplier 
is reduced to less than 1, the attack does no damage at all, 
not even from the attacker’s Ability score bonus.

If the attack gets a result that increases the damage 
multiplier, apply the damage reduction before figuring 
the increase.

As with damage multipliers, things that grant bonuses to 
damage reduction do not stack. This means that they do not 
add together. If you have two or more instances of damage 
reduction that could apply in a situation, the largest one 
takes effect, and the others do not.

Example: Spider-Man (Miles Morales) punches Iron Man (Tony 
Stark) and hits. Spider-Man’s Melee damage is (dMarvel×4)+3. 
Iron Man’s armor gives him Sturdy 2, which reduces the damage 
multiplier by 2, so the damage that gets through from a successful 
punch is (dMarvel×2)+3 instead.

Spider-Man takes another shot at Iron Man and gets a 
Fantastic success. This makes his damage (dMarvel×4)+6 instead.

Iron Man switches over to his Hulkbuster armor, which grants 
him Sturdy 4. Spider-Man hits him again, but this time, the 
Armor reduces his attack multiplier to 0, so the punch does no 
damage at all.

Knockback
If a character with the Mighty power gets a fantastic success 
on a close attack, the character has the option of dealing 
knockback to the target instead. If the character is attacking 
with an additional power, they must choose between the 
power’s standard special effect (beyond double damage) 
and applying knockback.

For every damage multiplier the character has for the 
attack, the victim is knocked directly backward 5 spaces. If 
this causes the target character to smash into something, 
they take no additional damage. That’s already figured into 
the Fantastic success.

Example: She-Hulk punches Iron Man and gets a Fantastic 
success. She-Hulk has a damage multiplier of ×8. Iron Man’s 
armor gives him a damage reduction of 2, so (8–2=) 6 damage 
multipliers apply to a regular attack. The punch can knock Iron 
Man back (6×5=) 30 spaces.

Holding Back
Most heroes don’t want to kill anyone. As such—unless their 
player expressly says otherwise—any attack a character 
with the Heroic tag makes that would kill a target instead 
leaves that target 1 point away from dying.

Similarly, most heroes don’t want to shatter anyone. Any 
attack a character with the Heroic tag makes that would 
shatter a target instead leaves that target 1 point away from 
being shattered.

The Narrator can overrule this in certain circumstances, 
however, so players should be careful with how their 
characters attack others. If a character drops a building 
on a crowd, for instance, they shouldn’t expect to not cause 
any casualties.

WEAPONS
While lots of characters in the Marvel Multiverse like to fight 
with their bare fists, a number of others use weapons. This 
is especially true of criminals and other villains.

Weapons add a bonus to the user’s damage multiplier. This 
does not stack with any other damage multiplier bonus, so 
don’t add them together. Instead, use the greater of the two.

For many characters with powers, their powers offer 
better benefits, so they usually don’t bother with weapons.

The Common Weapons table lists the range for these 
weapons and the damage multiplier bonus they grant. If the 
range lists reach, that means that it’s a close weapon. If the 
range is just a number, it’s a ranged weapon.

Additional Weapon Rules
Some weapons have additional rules for their use.

Rifle: Attacks with this weapon against targets 5 spaces 
away or fewer have trouble.

Shotgun: This weapon can attack up to two targets in 
adjacent spaces to which the attacker can draw a line of sight. 
Make a single attack roll and compare it to the Agility defense 
scores of both targets. Split the damage from that roll equally.

Submachine Gun: This weapon can attack up to three 
targets in adjacent spaces to which the attacker can draw a 

Common Weapons

Weapon 
Range 

(Spaces)
Damage 

Multiplier Bonus
Pistol 10 +1
Bow 15 +1
Rifle 20 +1
Sniper rifle 40 +1
Shotgun 6 +1
Submachine gun 10 +1
Frag grenade 10 ×2
Flash-bang grenade 10 —
Club Reach +1
Knife Reach +1
Knife, thrown 5 +1
Sword Reach +2
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line of sight. Make a single attack roll and compare it to the 
Agility defense scores of the targets. Split the damage from 
that roll equally. Attacks with this weapon against targets 
5 spaces away or fewer have trouble.

Frag Grenade: This weapon affects all characters within 
2 spaces of where it lands and to which the grenade (not its 
thrower) would have a line of sight past any intervening 
obstacles. Pick a target space and make a Challenging Agility 
check. If it succeeds, the grenade lands in the desired space.

If the check fails, the grenade still winds up somewhere. 
Roll 1d6 to see how many spaces away from its intended 
target it lands. It’s up to the Narrator which direction it goes.

Once you figure out where the grenade lands, compare 
the result of the check against the Agility defense of each 
character it could affect. Unlike with other, more precise 
weapons, a grenade uses its own damage multiplier (×2) 
instead of that of the attacker. On a Fantastic success, it does 
double that (in other words, ×4) damage to the character in 
the space where it lands, and regular damage to all other 
affected targets.

Flash-Bang Grenade: This works much like a frag 
grenade, but it does no Health damage. Instead, once you 
figure out where the grenade lands, compare the attack 
roll against the Vigilance defense of any character within 2 
spaces of it. On a success, those who are affected are blinded 
for one round. On a Fantastic success, those who are affected 
are stunned for one round instead.

Ammunition
Unless otherwise specified in your game, characters with 
firearms are assumed to have plenty of ammunition for 
them. Don’t bother counting bullets.

Similarly, reloading a firearm doesn’t rise to the level of 
requiring an action to accomplish.

The same goes for bows and arrows.

Lethal vs. Nonlethal Damage
Unless they declare otherwise, weaponless characters are 
presumed to be doing nonlethal damage with their attacks. The 
amount of damage they do stops when a target’s Health reaches 
1 point away from dying. They cannot accidentally kill a foe 
in this way, which is why many heroes do not use weapons.

Characters using weapons are presumed to be doing lethal 
damage, but they can declare that they’re doing nonlethal 
damage on a case-by-case basis instead.

HEALING
After a tough day of combat, characters want to get back to 
full fighting form. A character who is not dead or shattered 
regains lost Health and Focus equal to the character’s rank 
every hour they take it easy. For every hour they sleep, they 
regain double that.

Example: Spider-Man (Miles Morales) is Rank 3. If he rests for two 
hours, he regains (3×2=) 6 points of Health and 6 points of Focus. 
If he sleeps for eight hours, he gains back (3×8×2=) 48 points of 
Health and 48 points of Focus.

Recovery
If a character wants to recover faster, they can spend a point 
of Karma to make that happen instantly. During combat, 
this requires an action. If the character is unconscious or 

demoralized, they can still take this action on their turn. If 
they are killed or shattered, they cannot.

To recover Health, make a Resilience check. To recover 
Focus, make a Vigilance check. The target number for either 
roll is 10. If the roll fails, nothing is recovered.

On a success, take the Marvel die and multiply it by the 
character’s rank, just like you would with a damage roll. The 
character gains that many Health or Focus points back, up 
to their maximum scores. A Fantastic success doubles the 
amount they get back.

The character cannot spend a second point of Karma to 
help with this roll.

If a character is unconscious or demoralized, a teammate 
can use an action to spend a point of Karma to help the 
character recover too. To help with Health recovery, the 
character must be within the teammate’s reach. To help with 
Focus recovery, the teammate must be able to communicate 
with the character instead.

The character makes the roll using their own ability 
score in either case.

Example: Killmonger ambushes Black Panther (T’Challa) and 
beats Black Panther until his Health is down to –5, rendering the 
hero unconscious. On Black Panther’s next turn—while Killmonger 
is reveling in his victory—he spends a point of Karma to make 
a Health recovery check. He rolls the dice and gets 2 M 5. That 
gives him (13×4=) 52 points of Health back. He adds that to the 

–5, bringing him back up to 47 Health. This fight isn’t over yet!

Unconscious
An unconscious character awakens when their Health is 
higher than 0. While unconscious, they cannot take any 
actions. Their defenses are all reduced to 10, and close attacks 
automatically hit them.

Outside of combat, a helper can awaken an unconscious 
character within reach by making a Challenging Logic check. 
On a success, the awakened character’s Health returns to 1.

Demoralized
A demoralized character rallies back when their Focus is 
higher than 0. When demoralized, any powers the character 
is concentrating on end immediately. They have trouble on 
all action checks.

Outside of combat, a helper can rally a demoralized 
character they can communicate with by making a 
Challenging Ego check. On a success, the rallied character’s 
Focus returns to 1.

Killed
If a character is killed, they are removed from play 
permanently. Well, “permanently.” Death is often not the 
final word in the Marvel Multiverse. Some characters have 
powers or traits that can restore them to life.

At the discretion of the Narrator—and with some solid 
and reasonable suggestions from the player—even dead 
characters without such powers or traits can come back at 
some point in the future. Chapter 5 features suggestions for 
how this can happen.

However, just because the game ends for one character 
doesn’t mean the player is out of luck. Until that character 
is brought back to life, the Narrator can give the player the 
option of playing another character of similar rank.
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Shattered
If a character is shattered, they are mentally broken and 
require long-term care. Many people never recover from 
such an experience, but heroes often manage it. Exactly how 
that happens is up to the Narrator. Again, Chapter 5 features 
suggestions for how this can happen.

Until the character’s mental health is restored, the 
Narrator can give their player the option of playing another 
character of similar rank. If so, the Narrator takes control of 
the shattered character for that time.

CONDITIONS SUMMARY
Characters can be affected by a number of conditions. Here 
is how they each work in the game.

Ablaze
Characters can be set on fire by all sorts of things. On top 
of that, characters using Elemental Control powers (Fire 
element) powers can set their targets ablaze.

An ablaze character loses 5 Health at the end of each of 
their turns until they die or the condition ends. Characters 
can also use water, fire extinguishers or other methods to put 
out the blaze. Anyone—including the victim—can smother 
the fire by rolling (or letting themselves be rolled) on the 
ground. This requires an action to make a successful Agility 
check against a target number of 10.

It’s up to the Narrator whether or not a character or item 
is actually flammable in any particular situation.

Bleeding
Characters using certain Melee Weapons (Sharp) powers 
and Ranged Weapons powers can cause their targets to lose 
a tremendous amount of blood. A victim of such an attack 
left unconscious and alone can eventually bleed to death.

A bleeding character loses 5 Health at the end of each of 
their turns until they die or the condition ends. Anyone—
including the victim—can stop the bleeding by using an 
action to make a successful Logic check against a target 
number of 10. The condition also ends any time the victim 
recovers 1 or more Health.

Blinded
Any powers the character is concentrating on that require 
line of sight end immediately. The character’s speed is 
reduced by half for all modes of travel. They have trouble 

on all action checks that require line of sight. Enemies have 
an edge on all action checks against the character that would 
reasonably require sight to defend against or dodge.

Deafened
Any powers the character is concentrating on that require 
earshot end immediately. They have trouble on all action 
checks that require hearing.

Demoralized
Any powers the character is concentrating on end immediately. 
They have trouble on all action checks.

Grabbed
Neither the grabbed character nor the grabber can move 
unless they can carry the other person with them. The 
grabber can let go at any time, but the grabbed character 
must escape to be free.

Anyone making an attack against the entangled 
characters has trouble. If the attack against the intended 
target fails, compare the same attack check against the 
other target’s Agility defense to see if it hits them instead.

If the attacker doesn’t care who gets hit, the attacker 
has an edge on their check. If the result is high enough to 
hit one of the targets but not the other, that’s who it hits. If 
it’s high enough to hit either of them, determine the actual 
target randomly.

Paralyzed
The character cannot move or take any actions that 
require Melee or Agility checks. Their Agility defense is 
reduced to 10 against ranged attack, and close attacks 
automatically hit them.

Pinned
This works just like grabbing, except that the pinned 
character has trouble on Melee and Agility checks and cannot 
use movement actions.

Prone
A prone character is on the ground. They have trouble on 
all Melee attacks. People making close attacks against the 
character have an edge.

Ranged attacks against a prone character have trouble. It 
costs a prone character one space of movement to stand up.

Art by David Marquez & Justin Ponsor
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Shattered
The character is permanently stunned (see below) and cannot 
take any actions. They can only speak simple, short sentences.

Stunned
Any powers the character is concentrating on end 
immediately. They cannot take any actions, and all attacks 
against them have an edge. Unless otherwise specified, this 
lasts for 1 round.

Surprised
A surprised character cannot act in the bonus round. If a 
character is surprised later in the combat, the characters 
who surprised them have an edge on attacks against them 
for one round.

Unconscious
Any powers the character is concentrating on end immediately. 
They cannot take any actions. Their defenses are all reduced 
to 10, and close attacks automatically hit them.

OBJECTS
In battles among super-powered characters, collateral 
damage comes with the territory. Things all around the 
area get picked up, battered and destroyed. If you’re in New 
York City, that’s when Damage Control gets called in to help 
clean things up.

Improvised Weapons
In the middle of a super-powered battle, the combatants often 
like to pick up anything handy and use it as an improvised 
weapon to swing or throw at their foes. This can range from 
a rock all the way up to a truck or bigger, and it can even 
include other people.

A character can carry anything their own size or smaller 
on the Objects & Sizes table, and they can also swing or throw 
it. With a Challenging Melee check, they can lift something 
one size larger than they normally can, but they cannot 
carry, swing or throw it.

Certain traits and powers can affect this. For every level a 
hero has in the Mighty power, for instance, they are treated 
as one size bigger for these strength-related actions.

The ranges for throwing something—according to the 
object’s relative size—are listed on the Objects & Sizes table.

When making an attack with an improvised weapon—
in either close or ranged combat—it inflicts the attacker’s 
full damage on the target. On a Fantastic success, 
double the damage, but the improvised weapon is now 
effectively destroyed.

The larger an improvised weapon is—relative to its 
target’s size—the more targets it can be used to attack at 
once, as shown in the Potential Targets column on the table. 
The number there is a maximum, and it assumes that all the 
potential targets are average sized and standing in adjacent 
spaces—which is rare. It’s up to the Narrator to decide how 
many targets can actually be affected.

When making an attack against multiple targets, the 
attacker makes a single attack roll. Each of the targets then 
compares that against their appropriate defense score.

Larger objects do more damage, as shown in the Damage 
Multiplier column. Damage multiplier modifiers do not stack 
with other things that affect damage multiplier modifiers 
in the same direction.

The Narrator must judge whether something can be picked 
up as a whole and used as a weapon. Even if a character is big 
and strong enough to pick up a house, for example, it would 
likely fall apart in their hands before they could swing it at 
someone. It’s just not built for throwing at someone.

Example: Spider-Man (Miles Morales) has the power Mighty 1, 
which allows him to carry things up to one size bigger than him. 
He picks up a car (which is big sized) and swings it at a bunch 
of A.I.M. agents trying to capture him. He can target up to two 
people at once with the attack, and the Narrator rules that there 
just happen to be two A.I.M. agents who are close enough together 
to be targeted.

Spider-Man’s player makes a Melee action check and rolls 3 5 2, 
for a total of 10. He adds his Melee of +3 and the attack modifier 
of +1 to that to raise it to 14.

Objects & Sizes

Size Height Example
Attack 

Modifier
Damage 

Multiplier 
Throwing 

Range
Potential 
Targets

Microscopic ¼ inch Ant –5 — 20 1
Miniature 1 inch Gaming miniature –4 — 20 1
Tiny 4 inches Brick –3 — 20 1
Little 1.5 feet Cat –2 — 10 1
Small 4 feet Child –1 — 5 1
Average 6 feet Adult — — 5 1
Big 8 feet Car +1 +1 — 2
Huge 24 feet Truck +2 +2 — 5
Gigantic 100 feet Airliner +3 +4 — 20
Titanic 400 feet Cruise ship +4 +6 — 80
Gargantuan 1,600 feet Skyscraper +5 +8 — 320
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An A.I.M. agent’s Melee defense is 10, so Spider-Man hits both 
of them. His Melee damage is (dMarvel×4)+3. That comes to a 
total of 23. Each A.I.M. agent has a Health of 10, so the attack 
knocks them both out.

The car could give Spider-Man a damage multiplier modifier 
of +1, but that’s the same as what his power Mighty 1 gives him. 
Since they don’t stack, we can ignore it.

If Spider-Man threw the car at the same group of targets, his 
Mighty 1 power would allow him to throw it as if it was his own 
size. That would make the throwing range 5 spaces. Throwing it at 
a target within that range would be handled normally. He would 
have trouble throwing the car from there up to the maximum 
range of 10 spaces.

Attacking Objects
Sometimes a character wants to attack a thing rather than 
a person. Ranged attacks against an unmoving object have 
a target number of 10, modified by the object’s size, relative 
to the attacker. Close attacks against an unmoving object 
automatically succeed, but they require a roll anyhow to 
determine the damage.

If a character attacks an object being used by another 
character, the target number is the user’s Agility defense—
modified by the object’s size. If the attack succeeds, the character 
holding the object must make an Agility check to hold on to 
it, using the amount of damage done as the target number.

If the object is a vehicle under the control of a character, 
the target number is its operator’s Agility defense, modified by 
the object’s size. If the attack succeeds, the character operating 
the vehicle must make an Agility check to maintain control, 
using the amount of damage done as the target number.

Whether or not the object is harmed or destroyed is up 
to the Narrator. This should depend on the materials the 
object is made of and its relative complexity. Things that 
are simple—like a rock—are harder to effectively destroy 
than something that’s complex—like a smartphone. When 
in doubt, lean in the direction that’s more fun.

Plowing Through Objects
Sometimes a character gets thrown against, gets knocked 
into or rams into something. If that deals enough damage to 
the object the character hits, they might plow through the 
object and keep going. All holes made in this way are the 
same size as the character who makes them. Average-sized 
characters make average-sized holes, for instance.

See the Plowing Through Things table for how much 
damage a character needs to make to plow through 
certain things.

If the damage a character’s impact against an object 
imparts exceeds that threshold amount, they plow through 
the obstacle and keep going until they hit an object that stops 
them—or they run out of steam. They don’t take additional 
damage from hitting those objects, as that’s part of the 
Fantastic damage result that caused the knockback already—
or the impact from their fall.

Example: Thor (Odinson) punches Wolverine (Logan). He rolls 3 M 
6 on his Melee check, giving him a total of 23 against Wolverine’s 
Melee defense of 17. Wolverine’s reinforced skeleton drops Thor’s 
damage multiplier to 8, so the damage is (6×8+8=) 56. The Fantastic 
success doubles the damage, for 112.

The knockback sends Wolverine flying backward (8×5=) 
40 spaces, straight into the building 2 spaces behind him. The 
exterior wall absorbs 40 points of damage, and Wolverine goes 
sailing through it with 72 more points of damage to inflict on the 
building. At 5 spaces in, he hits an interior wall—which absorbs 
20 points of damage—and goes through that, leaving 52 points of 
damage. Another 5 spaces in, the same thing happens, dropping 
the damage to 32 points. One more time, and it drops the damage 
to 12 points. After another 5 spaces, he strikes a fourth interior 
wall, but he doesn’t have enough damage to go through it. After 
being knocked back 22 spaces, he comes to an aching stop.

Plowing Through Things
Smashed Item Damage Required

Window 5
Awning 10

Door 10
Interior wall 20
Exterior wall 40

Car 40
Airplane 50

Battleship 100
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This chapter is meant for the Narrator, the person 
who runs the sessions of the game for the rest of the players. 
If you don’t plan to take on that vital role, you can skip over 
this section entirely. There’s no need for you to read it. You 
can just focus on picking or creating your character instead. 

That said, there are no Narrator exclusive secrets here 
that regular players shouldn’t lay their eyes on. If you want 
to read this chapter for any reason, go right ahead. 

You don’t need to be a Narrator to be a good player, but 
understanding the Narrator’s role can help you be a better 
one. And if you decide that you want to take a crack at being 
a Narrator at some point, then you would be all set to start. 

If you are a Narrator—or plan to become one—then be 
sure to read this chapter. This is the one part of the book 
that’s entirely meant for you. 

BEING THE NARRATOR 
The Narrator has the most important role in the game. While 
the other players take on the role of a single character, you 
do that for every other character in the game, and you set 
up the scenarios in which the characters find themselves. 

On top of that, the Narrator provides the descriptions of 
everything the characters see, touch, hear, smell, taste and 
feel in the game—the totality of their experiences—and 
you have the final call over any disagreements in the game 
too, whether that’s about how the rules work or what the 
results of an action or dice roll might be. 

Of course—like any faithful Marvel fan—you know that 
with great power there must also come great responsibility. 

As the Narrator, you have the most control over the game. 
You set up the scenarios, play most of the roles and ultimately 

have the most power. It can be a challenge to handle all 
that responsibility, but it’s also tremendously rewarding. 

The game isn’t about responsibilities, though. 
It’s about fun. 

It’s up to you to do your best to make sure that everyone 
playing in the game is having fun. Including you. 

First and foremost, do your best to set up a safe and 
welcoming environment for your game, in which each of 
the players can feel comfortable enough to dive into their 
roles and help entertain the whole crew. 

To that end, make sure to review the “Play It Safe” 
section in the first chapter. This includes the details on 
being considerate of the other players and taking the time 
to set up a Session Zero to help you anticipate any issues 
that might arise. 

SETTING UP YOUR GAME 
Once you have players eager and ready to go, you need to 
start thinking about what you want to run for them. Marvel 
is creating and publishing sourcebooks and ready-to-play 
adventures, which you can just jump in and use. Or you can 
come up with adventures of your own. 

If you’ve never run the game before—or any kind of role-
playing game—it’s best to start with a published adventure, 
like the one in this Free RPG Day 2025 book. It gives you 
everything you need, including plots, character profiles 
for the players and the villains, maps and tips on how to 
handle all sorts of contingencies. Once you’ve run it, you 
should have a better handle on what sorts of things you 
need to keep in mind for creating your own. 
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In Person 
If you’re running the game at home, make sure you have a 
good place to run the game and enough time set aside to play 
it. Many groups play games around dining or conference 
tables, but it’s entirely up to you. 

Running a game in the theater of the mind requires 
less preparation, and you can play it just about anywhere. 
However, many players enjoy using a map and miniatures to 
show exactly where the characters are at important moments. 
This requires a bit more time and effort to set up, but it helps 
bring the game alive, as the players can instantly see all 
their tactical options. 

You only need three six-sided dice to play the game, but 
it’s even better if each player has their own set. Remember, 
one of the dice in each set should be different so you can 
instantly identify it as the Marvel die. It never hurts to have 
extra sets on hand just in case more people come to play or 
one of the dice goes rolling off. 

For officially licensed options for dice, miniatures and 
more, be sure to check out Marvel.com/rpg. Each player also 
needs to have their character sheet filled out and ready to go.

Online 
If you prefer to run your game online, it often doesn’t require 
as much preparation, as you can offload some of that to the 
virtual tabletop of your choice. See Marvel.com/rpg for 
officially licensed options that come ready to go. These come 
with tokens, maps, character sheets and other resources. 

Even if you’re running the game in person, you might 
find some of the available digital tools helpful. It can be a lot 
easier to look up a rule with a search function rather than 
flipping through the pages of a book. 

RUNNING THE GAME 
Once you have your players and their characters together and 
you have an adventure ready for them to play, you should 
be good to go. In the course of running the game, though, 
you may run into a few tricky situations that aren’t fully 
explained earlier in the rulebook. 

That’s mostly because these are the sorts of things that 
players don’t need to worry much about—or that Narrators 
need to focus on more. Sometimes that’s because the issues 
don’t come up that often or at least not in every game. Other 
times, it’s because such rules and tools are meant only for 
the Narrator’s use. 
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When to Start Combat 
The game can roll along just fine for an entire session without 
any fights breaking out. If the players are having a good 
time working that way, let them. For many heroes, combat 
is the last resort. 

In many cases, you should give the heroes a chance to 
avoid combat. Maybe they can talk things out. Or they could 
just dash around violent villains to save people directly. Not 
everything has to wind up with people punching each other. 

Of course, some players like the punching, so let them 
lean into it if they like. Maybe the villains are the ones who 
are trying to avoid fighting, then. Or maybe they’re ready 
to throw down too. 

To switch things up, you can also have the villains ambush 
the heroes out of nowhere. That way, there are only two 
options: fight or run. 

Handling Initiative 
Fights officially start when the Narrator says, “Roll for 
initiative.” Everyone rolls a d616 and adds their Initiative 
Modifier to their result. 

That’s all pretty straightforward, but it can be a challenge 
to keep track of the combat order, so take some time to 
get it right before you start. That pays off all the way 
through the fight. 

The simplest way is to make two columns on a sheet 
of paper. List the characters in order by their initiative 
total—from highest to lowest—on the right, and write their 
initiative check result next to each of them on the left. 

If anyone gets a Fantastic success, put a star next to their 
result. They get to take part in the bonus round before the 
rest of the combat starts. 

Then you start at the top of the order and work your way 
down to the bottom. When you reach there, that’s the end 
of the round. 

It gets trickier if you have to control lots of opponents. The 
best way to handle this is to see if you can group any of them 
together. Be sure to make initiative checks for major villains 
separately, though. They deserve their moment in the spotlight. 

Example: Daredevil, Iron Fist and Luke Cage are fighting Kingpin 
and Bullseye, along with five of Kingpin’s goons and four Hand 
ninja. Rather than making eleven different initiative checks, the 
Narrator can make four: one for Kingpin, one for Bullseye, one for 
the five goons and one for the four ninja. The various initiative 
checks come up: 

	◆ 16: Daredevil
	◆ 15: Bullseye
	◆ 14: Iron Fist, Luke Cage
	◆ 12: Four Hand ninja
	◆ 10: Kingpin
	◆ 8: Five goons 

Daredevil goes first, and then Bullseye. Iron Fist and Luke Cage 
have the same number, but Iron Fist has the higher Vigilance, so 
he goes first. Then the Hand ninja go. Kingpin decides to hold his 
action until after his five goons act. Then he goes last. 

Picking Opponents 
In the middle of a battle, the Narrator often has to pick 
who the various enemies are going to attack. When doing 

this, try to be fair and make sure that the enemies are 
choosing appropriate heroes to attack rather than all ganging 
up on a single hero at a time—unless they have a good 
reason to do that. 

Most opponents prefer to attack the hero they see as the 
biggest threat, either to their plans or to themselves. If a hero 
attacks a foe, the foe often attacks back against that hero, if 
only out of self-defense. If a number of heroes have attacked 
the villain, the foe generally retaliates against whichever 
one of their attackers seems like the most dangerous. If they 
don’t know the heroes, they usually pick the one who has 
harmed them the most so far. 

It often helps to explain your reasoning out loud so 
that the players understand why a particular character is 
being targeted. 

Remember, though, that villains have their own story, 
their own agendas and their own ways of doing things. If 
Doctor Octopus spots Spider-Man in the middle of a battle, 
for instance, he is sure to bypass as many other targets as 
he can so he can finally get his tentacles wrapped around 
the wall-crawler who has frustrated him for so long. 

In a similar vein, Kingpin doesn’t like to get his hands 
dirty when he can get someone else to do it for him. Given a 
choice, he prefers to call in his minions to do the dirty work, 
only stepping in once he is forced to. 

If you’re not sure which heroes a particular foe should 
attack, try to pare it down to the ones that are most eligible. 
Maybe they’re the closest ones, or maybe they seem 
equally dangerous. 

Then roll a single die to randomly choose one of the heroes 
as the foe’s target. If you have to decide between two targets, 
for instance, declare one of them to be picked on 1–3 and the 
other on 4–6, and then roll the die. If there are three possible 
targets, break it down to 1–2, 3–4 and 5–6. 

Once the opponents start pairing up, it’s okay to spread the 
fight around a bit. If a foe sees that one of their compatriots 
is already attacking a hero, that’s a good reason for them to 
attack a different hero instead. 

Spreading Damage 
Some powers and weapons spread their damage among 
multiple targets. When that happens, make the attack roll 
and figure damage normally. If the targets all have the 
same amount of damage reduction, apply it and then split 
the damage among them. If they have different amounts 
of damage reduction, you need to figure the damage for 
each character individually and then divide it by the same 
number as usual after that. 

SOCIAL INTERACTIONS 
Conversations and other social interactions with other 
characters happen a lot in a game. Often you don’t need to 
use any dice or rules to help you decide how such things 
progress. You can just use your best judgment. 

If Mister Fantastic asks someone on the street for 
directions, for instance, most people would be happy to 
lend a hand. He’s world-famous and known to be one of the 
greatest heroes on the planet. Pointing him in the right 
direction is the least they can do. 

If Wolverine (Logan)—in full costume and with claws 
popped—snarls at someone to get out of the way, only the 
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grumpiest or most stubborn people are going to stand their 
ground against him. His reputation as a no-nonsense brawler 
precedes him. 

However, if Wolverine snarls at Sabretooth to get out of 
the way, that’s just not going to fly. The two have a history 
that goes back decades, and it regularly ends in violence. 

But sometimes, things aren’t so clear-cut. If Wolverine 
snarls at a Hydra agent to run, what’s going to happen? Will 
the Hydra agent stand their ground and shoot at the hero, or 
will they tuck their tail between their legs and flee? 

That’s when it’s time to have Wolverine’s player break 
out their dice and make an action check. 

When a character is trying to address someone’s feelings—
whether fear, love, ambition, responsibility or whatever—
that calls for an Ego check. If the character is attempting 
to convince someone of something by use of facts and 
knowledge—as would happen in a laboratory, a court of 
law or many other venues—that calls for a Logic check. 

The target number for such a check is the target’s Ego or 
Logic defense. The higher the defense, the more resistant 
the target is to being influenced in such a way. 

Feel free to adjust the target number up or down 
depending on how well the character’s player role-plays their 
part. You can also give the character trouble or an edge for 
things like the target’s fear of reprisals or other consequences 
from other people. Someone guarding a door, for instance, is 
unlikely to give into any but the most determined threats, as 
they know other people are depending on them, and that if 
they just walk away, they are likely going to be out of a job. 

On a success, the target hesitates, willing to consider the 
character’s request (or demand) and to give them another 
chance at convincing them. The character then gets an edge 
on a subsequent attempt along the same lines. 

On a Fantastic success, the target caves instantly. 
Just because the target gives into a character, though, 

doesn’t mean that the two of them are now besties for 
life. It simply means that the target decided to acquiesce 
to the character—for now. That can change in an instant, 
especially if someone with a stronger influence on the target 
can reach them. 

Example: Wolverine storms into a building and spots a Hydra 
agent on the other side of the room. He knows he can’t get to the 
agent to attack them this turn. Instead, he charges toward the 
agent at full speed and growls out, “You oughta find another line 
of work, bub. Fast!” 

The Narrator sees this as an intimidation attempt against 
the Hydra agent’s Ego defense of 11. Wolverine only has an Ego 
of 1 himself, but because of his claws and the player’s excellent 
demeanor, the Narrator gives Wolverine an edge on the action 
check. The player rolls and gets 2 3 4, plus his Ego of 1, for a total 
of 10, not quite enough. The player uses their edge to reroll their 
Marvel die and gets a 6. That brings the total to 13, which is plenty. 

The Narrator decides that the Hydra agent loses their action to 
tremble in fear and say, “Whoa, hey now! Hold on just a minute!” 

The next turn, Wolverine’s player decides that he likes how 
this is going for him. Wolverine stalks up to the Hydra agent, 
scraping his claws against each other as he goes. “Weren’t you 
listening to me, bub? Last chance.” 

Wolverine makes another Ego check with an edge. This time 
he rolls 2 M 4, which is a Fantastic success! The Hydra agent turns 
and bolts in the opposite direction, screaming the whole way. 

Heroes and Villains 
Note that players don’t generally have to make action checks 
for how their character behaves unless someone is using 
some kind of power against them. You should assume the 
player has full control over the character and can make their 
own decisions about how their character responds and acts. 

The same goes for major villains. It’s one thing to face 
down a Rank 1 hireling, but someone like the Red Skull 
isn’t going to back down so easily. If there’s a question in 
your mind about how a major villain would react to such 
manipulation attempts, feel free to have the hero make an 
action check, but interpret the results with the villain’s full 
motivations and history with the character in mind. 

ENDING HEROES 
In the course of play, it’s entirely possible that the heroes are 
going to lose a fight—and one or more of them might pay 
the ultimate price. In Marvel comics, characters die all the 
time. For some, this is only a temporary setback, and that 
can be true in your game as well. 

Killing Characters 
With most characters, though, dying is a huge deal, and 
you should treat it as such. Don’t have the villains in the 
game kill a player’s character if you can help it. Leave them 
unconscious and bleeding, near to death, but stop just shy 
of ending them. 

That way the character can come back to fight another 
day. Killing them off puts an end to that possibility—at least 
in the short term.

That said, if the player is up for their character dying, 
don’t hesitate to go along with it. Give the character their 
moment in the spotlight for their big exit. Allow them to 
inspire the remaining characters to soldier on without them. 
Let them give the character’s death meaning. 

Then—when you have the time—pull the player aside 
and begin plotting for what’s going to happen for them next. 

Shattering Characters 
The same guidelines apply for shattering characters, although 
this is a bit easier to come back from, and the player can keep 
control of the character throughout the experience if they 
like. However, not every player is interested in role-playing a 
character whose psyche has been shattered. In that case, just 
let the mental health professionals cart the character away 
with the promise that they might return at some future date. 

If the player decides to stick with the character, let them 
do so for as long as they like. If they get tired of showing how 
broken their character has become, they can let them go for 
a bit, just as if the character has been killed. 

The Wipeout 
It’s not common, but it’s entirely possible to kill off every 
member of a team all at once. If you’re being careful with 
the characters, this is unlikely, but if it happens, you have 
some big decisions to make. 

The first thing to do is ask your players how they feel 
about it. Do they want those characters back, or would they 
rather start over? Either way is okay. 

If the players see this as an opportunity to make a change, 
roll with it. Have them make up or pick new characters, 

© 2025 MARVEL



39

/6/ N
A

R
R

ATO
R

and then bring them right back into the 
adventure. Just because one team of heroes 
failed doesn’t mean that the villains win. 
It means that someone else has to step up 
to stop the villains instead. 

If the players would like to keep playing 
their current characters, see later in this 
section for guidelines on how to bring them 
back from the dead. There’s one other option 
when an entire team is wiped out though: 
The villains save them. 

Most times, if a single character is killed, 
the other heroes drive off the villain and 
try to recover their teammate’s remains. If 
all the characters are downed, though, the 
villain might see this as an opportunity to 
capture them all instead. Rather than dying, 
they can all wake up in captivity, their wounds 
bound and cared for by the people they were 
fighting against. 

If the entire team is shattered instead—or 
some combination of such terrible fates—the 
heroes could wake up to find themselves in a 
treatment facility for the mentally ill. Managing 
to recover and then escape could be the basis of 
an unforgettable adventure. 

Bringing Characters Back
Just as you want to try to make a character’s death 
meaningful and memorable, you should do the 
same for their return. This should be a momentous 
experience for the entire team.

If a supposedly dead character just shows back 
up on the doorstep of the heroes’ headquarters, do 
they know what happened to them while they were 
gone, or does their return present a mystery yet to be 
solved? Or did the rest of the team have to go on an 
epic adventure to discover what really happened to the 
not-so-dead character and rescue them from whatever 
was keeping them from returning on their own?

Sometimes, it’s pretty straightforward. With other 
methods, it’s up to you how they work. Sometimes, the 
characters come back just like they were. The whole 
thing was just a big mistake, and they weren’t killed 
or shattered after all.

Other times, they’re changed, traumatized by the 
experience. They might return as a younger version 
bumped forward in time, or they might be an older 
version brought in from another timeline in which they 
weren’t killed.

How it happens is up to you, but make sure that the 
character’s player is on board with anything you have 
planned. This may well be a part of their character’s 
adventures that they will never forget. 
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GLOSSARY
A
Abilities  
Characters have six different abi lities: Melee, 
Agility, Resilience, Vigilance, Ego and Logic.

Ability Defense  
The target number for an action check against 
that ability. To calculate this, add +10 to a 
character’s ability score.

Ablaze  
The character is on fire. They lose 5 Health at 
the end of each of their turns until the fire is put 
out. An Agility check against a target number of 
10 can do this. 

Action 
Thing a character can do during their turn, 
usually with a standard action or a reaction.

Action Check  
A d616 roll to determine if a character succeeds 
at something. If it meets or beats the target 
number, it succeeds.

Action Maneuvers  
Things a character can do with an action. 
Includes attack, dodge, escape, grab, help, move 
and using a power. 

B
Backstory  
The character’s origin and occupation, each of 
which gives them a set of traits and tags.

Basic Power  
A power that does not belong to a power set. 

Bleeding  
The character is severely wounded. They lose 5 
Health at the end of each of their turns. A Logic 
check against a target number of 10 can stop 
this, as can anything that causes the character 
to recover at least 1 Health.

Blinded  
Any powers that require sight end. The charac-
ter’s speed is reduced by half. They have trouble 
on action checks that require sight, and enemies 
have an edge on all action checks against them 
that require sight to defend against.

Bonus Round  
Characters who get a Fantastic success on their 
initiative check get a round to themselves 
before the regular combat begins.

C
Character Profile  
A description of a character, including all of 
their relevant game information.

Character Sheet  
A sheet on which a player can record and track 
information about their character. 

Concentration  
A power duration. The effect lasts until the 
character’s concentration is broken or willingly 
ended. A character can concentrate on one 
separate power for each rank. 

Conditions  
One of a number of unusual states for a 
character.

D
d616
The name of the game’s system and also the dice 
you roll in the game: 3d6, with a differentiated 
die designated as the Marvel die.

Damage  
The number of Health or Focus points an attack 
takes from a target. This is figured by multiply-
ing the Marvel die of a successful attack check 
by the attacker’s damage multiplier and then 
adding the ability score they used.

Damage Multiplier  
The number used to multiply the Marvel die by 
on an attack roll to figure damage. Equal to the 
character’s rank by default. 

Damage Reduction  
A number applied to an attacker’s damage 
multiplier to reduce damage dealt. If this lowers 
the damage multiplier to 0 or less, no damage 
is done. 

Deafened  
Any powers that require earshot end. The 
character has trouble on all actions requiring 
hearing.

Demoralized  
The character is mentally burned out. Any 
powers they are concentrating on end, and they 
have trouble on all action checks. Outside of 
combat, someone can rally them with a Chal-
lenging Ego check. On a success, the character’s 
Focus returns to 1. 

E
Earshot  
Maximum hearing distance. Under good 
conditions, about 100 spaces.  

Earth-616  
The main Marvel Comics Universe.

Edge  
A condition favorable to your action check. 
Allows you to reroll one of your dice and keep 
the better result. 

F
Failure
An action check result that is less than the 
target number.

Falling  
If a character ends a move in midair, they fall 
100 spaces. The damage is a standard action 
check with a +1 damage multiplier for every 3 
spaces fallen, up to x20.

Fantastic Damage  
A Fantastic success on an attack does double 
normal damage by default. 

Fantastic Failure  
A failure that includes a Fantastic result. 
(“No, but…”)

Fantastic Roll  
A d616 roll in which the Marvel die is a 1. Count 
that die as a 6 instead. This may trigger bonus 
results.

Focus  
A measure of the character’s mental fortitude.

Focus Damage
Damage done to a character’s Focus. A character 
with 0 Focus is demoralized. A character who 
has lost double their Focus is shattered.

Focus, Spending  
Some powers cost Focus. A character cannot 
spend more Focus than 5 times their rank 
at once, nor can they spend more Focus than 
they have.

G
Grabbed  
The state of being held and restrained by 
another. The entangled characters cannot move 
unless they can carry the other with them. The 
grabber can let go at any time, but the grabbed 
character must attempt an escape. Anyone mak-
ing an attack against one entangled character 
has trouble. If the attack fails, compare the 
same check against the other target’s Agility 
defense to see if it hits them instead. If the 
attacker doesn’t care who gets hit, they have an 
edge on their check. If the result is high enough 
to hit one of the targets but not the other, that’s 
who it hits. If it’s high enough to hit either of 
them, determine the target randomly.

H
Healing  
A character who is not dead or shattered regains 
lost Health and Focus equal to their rank every 
hour they take it easy. For every hour they sleep, 
they regain double that. 

Health  
A measure of the character’s physical fortitude. 

Health Damage  
Damage done to a character’s Health. A char-
acter with 0 Health is unconscious. A character 
who has lost double their Health is dead.

Holding a Turn  
A character delays their turn until later in 
a round.

I
Initiative  
The order in which the characters involved in a 
combat act. Higher numbers go first.

Initiative Check  
A special action check each character in a com-
bat makes at the start to determine the order in 
which they take their actions.

Initiative Modifier  
The character’s Vigilance score, which is added 
to their initiative check.

K
Karma  
A measure of the character’s luck, equal to the 
character’s rank.

Killed  
The character is dead. Under special circum-
stances, characters have been known to return 
from this state.

Knockback  
If a character with the Mighty power gets a 
Fantastic success on a close attack, they can 
knock their target back 5 spaces for every 
damage multiplier.
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L
Line of Sight  
A line drawn between an attacker and a target 
to determine if the attacker can see the target. 
Under good conditions, the maximum is about 
200 spaces. 

M
Marvel Die  
The differentiated die in a d616 roll. If you roll 
a 1 on it (or a Marvel logo on specially designed 
Marvel dice), you get a Fantastic result.

Marvel Multiverse  
The setting for the game. A set of related Marvel 
Universes.

Movement Action  
An action a character uses to move. A character 
can move twice in a turn by using both their 
movement action and their standard action.

O
Objects  
Inanimate things the characters can interact 
with, including using as improvised weapons.

Occupation  
A collection of traits and tags related to what a 
character does with their time.

Origin  
A collection of traits and tags related to how a 
character acquired their powers.

P
Paralyzed  
The character cannot move or take actions 
or use powers that require Melee or Agility. 
Their Agility defense is reduced to 10 against 
ranged attacks, and close attacks automatically 
hit them.

Pinned  
The character is grabbed and has trouble on 
Melee and Agility checks and cannot move.

Plowing Through  
A character is thrown, falls or is knocked 
through an object. 

Power  
A super-power.

Power Set  
A collection of related super-powers. 

Prone  
The character is on the ground and has trouble 
on all Melee checks. Close attacks against them 
have an edge, and ranged attacks against them 
have trouble. It costs 1 space of movement to 
stand up. 

R
Range  
The distance between a character and their tar-
get, listed in spaces. Also the maximum distance 
a weapon can be used against a target without 
trouble. Attacks with the weapon have trouble 
beyond their listed range. At double their listed 
range, they cannot be used. 

Rank  
A character’s relative power. Runs from 1 to 6.

Reach  
The maximum distance a target can be away 
from a character to engage it in close combat. 
Usually 1 space.

Reaction  
An action taken in response to something else 
happening.

Reaction Maneuvers  
Things a character can do with a reaction. 
Includes escape, fastball special, help teammate, 
interpose, ram, release and skulk. 

Recovery Check  
A character can spend a point of Karma to 
make an action check to recover either Health 
or Focus. 

Reserving an Action  
A character declares an action they plan to use 
as a reaction if something happens to trigger it 
before their next turn. 

Role-Playing Game  
A game in which you take on the role of a 
character in dramatic adventures.

Round  
A period of time (roughly five seconds) in which 
each character has one turn. If a power lasts one 
round, that is until the start of the character’s 
next turn—or the end of the next round at the 
latest.  

Run Speed  
The number of spaces a character can run with 
a movement action. The default is 5 spaces. Run 
Speed is the basis for most other types of speed. 

S
Session Zero  
The first meeting for a group of players, in 
which they establish the kind of game they 
want to play.

Shattered  
The character’s mind is gone. They cannot 
take any actions and can speak only in short 
sentences.

Size  
The character’s relative size. Most characters are 
average, but some are big or small. 

Sneaking  
Moving while sneaking halves the character’s 
speed. They can be spotted with a Vigilance 
check against their Agility defense.

Spaces
On a map/board, a space equals 5 feet.

Special Effect  
An extra effect certain kinds of powers have on 
Fantastic successes. 

Speed  
How fast a character can move in a round, using 
a given movement mode, listed in spaces.

Stacking  
When elements in the game add their effects 
together—which they generally don’t. Powers 
and other effects that increase or reduce dam-
age do not stack. Instead, the strongest one takes 
effect while the others function as backups.

T
Tags 
Minor narrative elements that help define a 
character but have no inherent mechanic. A 
tag that challenges a character during play can 
earn them Karma.

Target Number  
The number a player needs to meet or beat to 
succeed on an action check. 

Terrain  
The land the character moves over. Running 
over difficult terrain costs two movement spaces 
for every one space. 

Traits  
Minor elements that help define a character 
and have an inherent mechanic. A trait that 
challenges a character during play can earn 
them Karma.

Trouble  
A condition unfavorable to an action check. The 
player must reroll the best of their dice numbers 
and use the worse of the two numbers.

An M on the Marvel die is always considered 
to be the best die number.

Turn  
A character’s chance to act during a round. They 
get one standard action, one movement action 
and a reaction each turn.

U
Ultimate Fantastic Roll  
A d616 roll of 6 1 6, with the Marvel die as the 
middle number. This counts as a result of 18 and 
is the best possible roll. This will trigger bonus 
results as well.

Unconscious  
The character is knocked out. Their defenses are 
reduced to 10, and close attacks automatically 
hit them. Outside of combat, someone can 
awaken them with a Challenging Logic check. 
On a success, the awakened character’s Health 
returns to 1. 

W
Weapons  
Devices usually used to increase an attacker’s 
damage multiplier. 
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BIOGRAPHY

POWERS

TRAITS & TAGS

Real Name: Khonshu
Height: Varies	 Weight: Varies
Eyes: None	 Hair: None
Gender: Female 	 Size: Varies, usually Average
Distinguishing Features: Head is a floating 
bird skull
Occupation: Leader
Origin: Mythic
Teams: None
Base: Egyptia, Battleworld

History
On Battleworld, Khonshu is not only the 
Egyptian god of the Moon but the official 
baron of the Lower Kingdom of Egyptia, as per 
her agreement with the Panther-Man, who 
oversees the Upper Kingdom. The people of 
the Lower Kingdom are forced to worship her 
day and night, toiling their lives away to build 
monuments in her honor.

Any potential rebellions against her brutal 
regime are swiftly snuffed out by her loyal 
lycanthropic followers in the Order of the 
Moon Knights.

In the final days of Battleworld, Egyptia’s 
people free themselves and repay all the pain 
and suffering that Khonshu dealt to them. At 
the time of this profile, she is unaware of that 
yet and would scoff at the idea that it could 
actually happen.

Playing As
Khonshu uses hierarchical systems to keep 
her people in line, but she doesn’t recognize 
anyone’s superiority, save for her own. Be 
they rich or poor, law-abiding or criminal, 
Khonshu sees all mortals as equally beneath 
her. Their only value comes in how useful they 
can be to her.

Khonshu offers the same deal to all of her 
defeated opponents. “Join the Moon Knights. 
Become one of my loyal man-wolves, and I 
will spare your life.” Those who do become 
werewolves and have their faces marked with 
a crescent moon. Those who refuse are slain. 
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BARON KHONSHU

Traits
	◆ Abrasive

	◆ Dealmaker

	◆ Famous

	◆ God Heritage

	◆ Leverage

	◆ Presence

	◆ Public Speaking

Tags
	◆ Allspeak

	◆ Authority

	◆ Extreme 
Appearance

	◆ Headquarters: 
The Temple of 
Khonshu

	◆ Powerful

	◆ Public Identity

	◆ Rich

	◆ Supernatural

	◆ Villainous

	◆ Worshipped
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Telepathy
	◆ Animal Communication 
(wolves)

	◆ Astral Form

	◆ Borrow Senses

	◆ Command

	◆ Domination

	◆ Orders

	◆ Telepathic Link

	◆ Telepathic Network

Basic
	◆ Brilliance 2

	◆ Discipline 2

	◆ Environmental Protection

	◆ Inspiration

	◆ Sturdy 2

	◆ Uncanny 2

Resize
	◆ Grow 2

Tactics
	◆ Battle Plan

	◆ Focus Fire

	◆ Keep Moving

	◆ On Your Feet

	◆ Rally on Me

Run: 5
Climb: 3  
Swim: 3
Jump: 3
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POWERS

Animal Communication 
(wolves)
Action: Standard
Duration: Concentration
Effect: The character can communicate 
telepathically with one taxonomic order 
of animals, such as birds, mammals, fish, 
amphibians and so on. They can call out 
to them as a group up to 500 spaces per 
rank away, and they can communicate 
specifically with ones they have met or 
at least seen. 

They cannot switch to another 
taxonomic order, but they can select 
this power multiple times if desired. 

The communication with the 
animals can be verbal, visual or even 
more complex, such as imparting 
location information. There is no limit 
to the distance of the communication, as 
long as the character and the animals 
are in the same dimension. 

Friendly animals often do whatever 
the character asks, as long as it doesn’t 
put them in danger—and they may 
be willing to risk even that for one 
they consider a friend. Hostile animals 
simply ignore all such requests—
which make them a poor choice for 
communication.

Astral Form 
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character can project an 
avatar into the Astral Plane, leaving 
their physical body in a deep trance in 
the real world, where it is vulnerable to 
attack. While in the Astral Plane, they 
can interact with other characters in 
the Astral Plane, but they are intangible, 
invisible and generally undetectable in 
the real world. However, they can sense 
things in the real world. If the character 
is Rank 4 or higher, they can also take 
on a transparent form that can be seen 
in the real world. 

While in the Astral Plane, the char-
acter can fly, and in combat, their Flight 
Speed is equal to their rank times their 
Run Speed. Outside of combat, they can 
move 10 times as fast.

Battle Plan
Action: Standard
Duration: 1 round
Cost: 10 Focus
Effect: The character inspires one or 
more allies of their choice in earshot, up 
to the character’s Vigilance. Inspired 
allies gain an edge on all action checks 
until the start of the character’s 
next turn.

Borrow Senses
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character can use the 
full senses of someone or something 
with whom they have established a 
telepathic link or bond. While they 
do, they retain the use of their own 
senses too.

Command 
Action: Standard
Duration: 1 round
Cost: 5 Focus
Effect: The character gives an order to 
a target with whom they’ve established 
a Telepathic Link. The character makes 
a Logic check against the target’s 
Logic defense. On a success, the target 
complies with the order. On a Fantastic 
success, the character gains an edge the 
next time they use this power against 
this same target. 

The command must be something 
that can be completed in a single action. 
If it involves harming someone, the 
character has trouble on the check. 
If it would cause the target to harm 
themselves, the character has double 
trouble on the check.

Domination
Action: Standard
Duration: Permanent
Cost: 20 Focus
Effect: The character dominates a 
target with whom they’ve established 
a Telepathic Link and who has no Focus 
left. The character makes a Logic check 
with trouble against the target’s Logic 
defense. On a success, the target is 
completely dominated and will follow 
the character’s orders. On a Fantastic 
success, the character gains an edge the 
next time they use this power against 
this same target.

The result of the character’s check 
is the target number for any attempts 
by the target to end the domination. If 
any order involves harming someone, 
the target gets to make a Logic check 
to end the domination. If the target 
has the Heroic tag, they get an edge on 
the check.

If the order would cause the target 
to harm themselves, the target gets 
an edge on the check. If they have the 
Heroic tag, they get a double edge.

Environmental Protection 
Duration: Permanent
Effect: The character is not harmed by 
intense cold or heat, the pressure of the 
deep seas or the intense radiation and 
vacuum of space.

The player can choose any or all of 
these protections, as best fits with the 
character concept.

Focus Fire
Action: Standard
Duration: Concentration
Cost: 10 Focus
Effect: The character calls out an enemy 
in line of sight and inspires one or more 
allies of their choice in earshot, up to 
the character’s Vigilance. They gain 
an edge on all action checks against 
that enemy.

Grow 2
Action: Standard or reaction
Trigger: The character is attacked.
Duration: Permanent
Effect: The character can grow up to 
gigantic size. They can return to their 
normal size at will.

Inspiration 
Action: Standard
Duration: 1 round
Effect: The character inspires an ally 
in earshot. The ally gains an edge on 
all action checks until the start of the 
character’s next turn.

BARON KHONSHU
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POWERS

Keep Moving 
Action: Reaction
Trigger: An ally in line of sight and 
earshot is demoralized or stunned.
Duration: Instant
Effect: The demoralized or stunned 
condition ends.

On Your Feet
Action: Reaction
Trigger: An ally in line of sight and 
earshot is knocked prone.
Duration: Instant
Cost: 5 Focus
Effect: All prone allies within earshot, 
who are able to, can immediately stand 
up for free. Allies currently unable to 
stand up for any reason are not affected.

Orders 
Action: Standard
Duration: Permanent
Cost: 15 Focus
Effect: The character gives an order to 
a target with whom they’ve established 
a Telepathic Link and who has no Focus 
left. The character makes a Logic check 
against the target’s Logic defense. On 
a success, the target complies with 
the orders. On a Fantastic success, 
the character gains an edge the next 
time they use this power against this 
same target. 

The command must be to do 
something that can be completed in 
an hour or less. If it involves harming 
someone, the character has trouble on 
the check. If it would cause the target 
to harm themselves, the character has 
double trouble on the check.

Rally on Me
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: Any allies in earshot can be 
affected, up to a number equal to the 
character’s Vigilance. Each affected ally 
can move toward the character at half 
speed. If they are within the character’s 
reach at the end of this move, they 
recover lost Focus equal to 5 times the 
character’s rank. The character can use 
this power once per battle.

Telepathic Link 
Action: Standard
Duration: Concentration
Effect: The character can communicate 
telepathically with one person at 
a time, and they must have met or 
seen the other person before. The 
communication can be verbal, visual or 
even more complex, such as imparting 
location information. There is no limit 
to the distance of the communication, as 
long as the character and the target are 
in the same dimension. 

If the other person does not wish 
to speak with the character, the target 
can automatically tune them out. To 
force a telepathic link, the character 
can make a Logic check against the 
target’s Vigilance defense. On a failure, 
the character cannot attempt to 
communicate with the target in this 
way for the rest of the day. On a success, 
the character can communicate with the 
target for as long as the concentration 
lasts. On a Fantastic success, the target 
cannot shut the character out for the 
rest of the day.

Telepathic Network
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character can communicate 
telepathically with a group of willing, 
previously linked people, each of whom 
they have met or seen before. The 
communication can be verbal, visual or 
even more complex, such as imparting 
location information. The group can 
number up to five people per rank. 
There is no limit to the distance of the 
communication, as long as everyone 
involved is in the same dimension.

BARON KHONSHU
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Run: 6
Climb: 3
Swim: 3
Jump: 6

Real Name: Beta Ray Bill
Height: 6'7"	 Weight: 480 lbs.
Eyes: No irises	 Hair: None	
Gender: Male	 Size: Big
Distinguishing Features: Bright orange skin, 
horse-like head
Occupation: Adventurer, Outsider
Origin: Alien, High Tech: Cybernetics, Mythic: 
Asgardian
Teams: Annihilators, Guardians of the Galaxy
Base: Mobile

History
Years ago, the demonic Surtur of Muspelheim 
unleashed his minions upon the planet 
of Korbin. Korbinite civilization was 
annihilated, and the few who survived fled 
across the cosmos.

Korbinite scientists performed torturous exper-
iments upon their own people, hoping to create 
a champion capable of fighting the demons. 
Only one subject named Bill survived the trans-
formation, but even his newfound powers were 
not enough to hold back the demons.

All hope was lost until a chance encounter with 
Thor Odinson led Bill into an alliance with 
Asgard. Impressed by Bill’s strength, Odin 
himself granted the Korbinite a hammer with 
a set of powers to match Thor’s own. Together, 
Bill and Thor pushed the demons back 
into Muspelheim.

Much later, Bill invaded Muspelheim and 
defeated Surtur once and for all. He abandoned 
Odin’s gifts and claimed Surtur’s Twilight 
Sword as his own. Although he is still revered 
in Asgard, Bill now focuses most of his energies 
on caring for his people.

Playing As
Beta Ray Bill’s noble and serious demeanor 
matches well with those of the gods of Asgard. 
The Asgardians accept him as one of their 
own—more so than his fellow Korbinites, who 
are largely frightened by his monstrous form. 
Bill can use his sword to disguise himself as a 
regular Korbinite, and he tends to stay in this 
disguise when among his own.

This profile represents Beta Ray Bill before he 
claimed the Twilight Sword.

240

8

3

8

2

4

0

17

12

18

12

14

10

10

6

8

7

+12

+4

+8

+2

+6

+0

8

0

4

3

-2

55

—

+2

90

BETA RAY BILL

Traits
	◆ Battle Ready

	◆ Big (reach 2)

	◆ Connections: 
Super Heroes

	◆ Connections: 
Outsiders

	◆ Enhanced 
Physique

	◆ Extra Occupation

	◆ Extraordinary 
Origin (2)

	◆ Fearless

	◆ Fresh Eyes

	◆ God Heritage (via 
Stormbreaker)

	◆ Stranger

	◆ Magic Item 
Reliance 

Tags
	◆ Alien Heritage

	◆ Black Market 
Access

	◆ Extreme 
Appearance

	◆ Heroic

	◆ Public Identity

	◆ Supernatural

	◆ Worshipped (as 
Thor)

A
rt

 b
y 

A
nd

re
a 

D
i V

it
o 

&
 L

au
ra

 V
ill

ar
i

Basic
	◆ Accuracy 1

	◆ Discipline 2

	◆ Iconic Item:  
Stormbreaker

	◆ Inspiration

	◆ Mighty 4 

	◆ Sturdy 2 

Stormbreaker
Origin: 

	◆ Mythic: Asgardian
Powers: 

	◆ Asgardian Transformation
	◆ Control Fog
	◆ Control Weather 4
	◆ Discipline 1
	◆ Elemental Barrage (Electricity)
	◆ Elemental Blast (Electricity)
	◆ Elemental Burst (Electricity)
	◆ Elemental Push (Electricity)
	◆ Elemental Ricochet (Electricity)
	◆ Flight 2
	◆ Mighty 4
	◆ Sturdy 2

	◆ Summon Portal
	◆ Summonable
	◆ Thunder
	◆ Uru
	◆ Weapon: Range: Reach/
Unlimited, Melee/Agility Damage 
Multiplier: +1

Restrictions: 
	◆ Can only be used by the worthy
	◆ Carried
	◆ Flashy

Power Value: 22
Note: As Beta Ray Bill already has 
Discipline 2, Mighty 4 and Sturdy 2, 
for him, the power value is 17.

iconic item



CHARACTERS

POWERS
BETA RAY BILL

Control Fog
Action: Standard
Duration: Concentration
Effect: The character creates a thick 
fog for up to 50 spaces per rank around 
them that blocks all line of sight beyond 
10 spaces. They can also dispel any fog 
in a similar area.

Control Weather 4
Action: Standard
Duration: Concentration
Cost: 20 Focus
Effect: It starts to storm in an area up 
to 5 miles across times the character’s 
rank, centered on the character. All 
ranges and all speeds are cut to one 
quarter normal, and flying is impossible.

If the character also has the 
Elemental Barrage (Electricity) power, 
they can use it as a reaction when 
attacked while this power is active.

Elemental Barrage 
(Electricity)*
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character designates a space 
within their line of sight. The attack can 
affect every enemy within 10 spaces 
of that. The character makes a single 
Ego check and compares it to each 
target’s Resilience defense. Affected 
enemies take half regular damage. On a 
Fantastic success, they take full regular 
damage and the elemental type’s 
special effect.

Elemental Blast 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line 
of sight. For this attack, add +1 to the 
character’s Agility damage bonus for 
every 2 points of Focus they spend. On 
a success, an affected target takes that 
total damage. On a Fantastic success, an 
affected target takes double that total 
damage and suffers the elemental type’s 
special effect.

Elemental Burst 
(Electricity)* 
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of 
sight. If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
the enemy takes double damage instead 
and the elemental type’s special effect.

Elemental Push 
(Electricity)*
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes an Ego 
attack against the target’s Agility 
defense. If the attack succeeds, the 
character can move the target in 
any direction, up to 1 space times the 
character’s rank. On a Fantastic success, 
the target also takes regular damage, is 
knocked prone and suffers the element’s 
special effect.

Elemental Ricochet 
(Electricity)
Action: Standard
Duration: Instant
Range: 10 spaces times the 
character’s rank
Cost: 10 Focus
Effect: The character makes a ranged 
attack against a target in line of sight. 
If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
energy also bounces off the first 
target to another in line of sight, and 
the character can make a new attack 
against that target, adding the new 
range to the previous attack’s range. 
This can be repeated until an attack is 
not fantastic.

Inspiration
Action: Standard
Duration: 1 round
Effect: The character inspires an ally 
in earshot. The ally gains an edge on 
all action checks until the start of the 
character’s next turn.

Summon Portal
Action: Standard
Duration: Concentration
Cost: 15 Focus
Effect: The character opens a glowing 
portal in a space next to them that 
teleports anything that enters it 
between that space and its destination, 
which forms a matched glowing portal 
in the other place. This can be between 
any two points in the Multiverse, as 
long as the character has seen the 
destination. Anything can move 
through the portal in either direction 
until it is closed, which the character 
can do at will.

Summonable
Action: Standard or Reaction
Trigger: Iconic Item is summoned
Effect: The item can be mentally 
summoned to the user from any 
distance, as long as it is in the same 
dimension. Alternatively, the item can 
be summoned from another dimension 
directly to the user.

This requires a standard action or 
reaction.

Thunder
Action: Standard
Duration: Instant
Effect: The character makes an Ego 
check and compares that against the 
Resilience defense of every character 
within 10 spaces. Any character the 
attack succeeds against is deafened. On 
a Fantastic success, the character is also 
stunned for one round.

*Electricity Special Effect: Stuns target for one round.
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Run: 6
Climb: 3
Swim: 3
Jump: 6

Real Name: Piotr Nikolaievitch “Peter” 
Rasputin
Height: 6'6"/7'5"	 Weight: 250/500 lbs.	
Eyes: Blue	 Hair: Black
Gender: Male 	 Size: Big
Distinguishing Features: None
Occupation: Adventurer
Origin: Mutant
Teams: X-Force, X-Men
Base: Krakoa

History
Piotr Rasputin first discovered his latent 
mutant powers as a teenager, when he jumped 
in front of a runaway tractor in order to save 
his little sister, Illyana. He discovered that 
he could, at will, assume the form of a metal 
man, greatly increasing his size, strength 
and durability.

Shortly after he discovered his powers, 
Colossus was recruited by Professor X and 
became a member of the X-Men’s second 
incarnation. Since then, Colossus has served 
the world as both a hero and a mutant activist.

Playing As
For a long time, Colossus was known for letting 
his passion get the best of him in the heat of 
battle, turning him into a nigh-unstoppable 
metal berserker. In recent years he has adopted 
a softer and more sympathetic attitude. 
For those he loves, his heart is as big as his 
anger is strong.
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COLOSSUS

Traits
	◆ Battle Ready

	◆ Big (in Alternate  
Form; Reach 2)

	◆ Connections: 
Super Heroes

	◆ Fearless

	◆ Surprising Power 
(Sturdy 4)

	◆ Weakness: 
Adamantium 
or vibranium 
weapons

Tags
	◆ Alternate Form 
(Metallic Form)

	◆ Black Market 
Access

	◆ Extreme 
Appearance (in 
Alternate Form)

	◆ Heroic

	◆ Hounded

	◆ Krakoan

	◆ Linguist: 
English, 
Japanese, 
Russian

	◆ Public Identity

	◆ X-Gene
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Super-Strength
	◆ Banging Heads

	◆ Clobber

	◆ Crushing Grip

	◆ Ground-Shaking Stomp

	◆ Immovable

	◆ Jump 1

	◆ Quick Toss

	◆ Smash

	◆ Unrelenting Smash

Basic
	◆ Mighty 3

	◆ Sturdy 4
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CHARACTERS

POWERS
Colossus

Banging Heads
Action: Standard
Duration: Instant
Effect: The character makes one 
Melee check against the Melee defense 
scores of two enemies within reach. If 
the attack fails against either foe, it 
fails entirely. If the attack is a success 
against both foes, each enemy takes full 
damage. On a Fantastic success, each 
enemy is also knocked prone.

Clobber
Action: Standard
Duration: Instant
Effect: The character makes a close 
attack against an enemy. If the attack 
is a success, the enemy takes regular 
damage. On a Fantastic success, the 
enemy takes double damage and is 
knocked prone.

Crushing Grip
Action: Reaction
Trigger: The target is grabbed.
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee 
attack against the grabbed target’s 
Resilience defense. If it’s a success, 
the target takes regular damage. On 
a Fantastic success, the target takes 
double damage instead and is pinned.

Ground-Shaking Stomp
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes a Melee 
check and compares that against the 
Agility defense of every target within 
the character’s reach plus their rank in 
spaces. Any targets the attack succeeds 
against take half regular damage. On a 
Fantastic success, the targets take full 
damage and are knocked prone.

Immovable
Action: Reaction
Trigger: The character is knocked back 
or knocked prone.
Duration: Instant
Effect: For every point of Melee defense 
the character has, they can reduce 
knockback by 1 space.

Quick Toss
Action: Reaction
Trigger: A person the character can 
pick up is grabbed.
Duration: Instant
Cost: 10 Focus

Effect: The character throws the 
grabbed person at another target. The 
range is determined by the level of 
the character’s Mighty power and the 
grabbed person’s size. The character 
makes a ranged attack against the 
target. A failure inflicts regular damage 
on the thrown person, who falls prone 
within 1 space of the target. If the attack 
is a success, the target takes regular 
damage too. On a Fantastic success, 
the target is knocked prone as well. 

Smash
Action: Standard
Duration: Instant
Cost: 5 or more Focus
Effect: The character makes a close 
attack with an edge. For this attack, 
add +1 to the character’s Melee damage 
bonus for every 2 points of Focus they 
spend. On a success, an affected target 
takes that total damage. On a Fantastic 
success, an affected target takes double 
that total damage and is stunned for 
one round.

Unrelenting Smash
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character makes a Melee 
check and compares it against the Melee 
defense of every enemy within their 
reach. Any enemy the attack succeeds 
against takes half regular damage. On 
a Fantastic success, those enemies take 
full regular damage and are knocked 
prone instead. The character may then 
pay 15 more Focus to do the same thing 
again—before which they can move up 
to half their speed with anything left 
from their normal movement action. 
They can keep doing this until they run 
out of speed or Focus. Each target can be 
affected by this attack by this character 
only once per round.
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Run: 6
Climb: 3
Swim: 3
Jump: 3
Flight: 24

Real Name: Alison “Ali” Blaire
Height: 5'8"	 Weight: 115 lbs.
Eyes: Blue	 Hair: Blond
Gender: Female	 Size: Average
Distinguishing Features: None
Occupation: Entertainer
Origin: Mutant
Teams: Excalibur, S.H.I.E.L.D., X-Men
Base: Krakoa

History
During a performance at a high-school talent 
contest, Ali Blaire’s body began to emit 
dazzling lights. These lights helped Blaire not 
only wow her classmates but also drive off a 
group of rowdy bikers who attacked her school 
later that same night.

The incident left such an impact on Blaire 
that she rededicated herself to achieving her 
childhood dream of becoming a successful 
singer. She left home and got a regular 
gig performing at a club under the stage 
name of Dazzler.

Blaire’s fantastic, superhuman performances 
quickly drew the attention of mutant groups, 
both good and evil, who tried to recruit her 
into their ranks. Although she was initially 
uninterested in a life of adventure, her innate 
sense of justice and her impeccable knack for 
getting into tricky situations inevitably drew 
her into a life of super-heroics.

Over the years, Blaire has been a valued 
member of both the X-Men and S.H.I.E.L.D. 
She’s currently put most of her regular heroics 
aside to focus on her music, but she still finds 
the time to lend a helping hand now and 
again. Her son, Shatterstar, and her one-time 
husband, Longshot, are important mutant 
heroes in their own rights. 

Playing As
Frequently hailed as the world’s greatest 
mutant performer, Blaire’s presence on stage is 
positively electric. It would be easier to count 
the mutants on Earth who haven’t, in some 
way, been charmed by her.

However, like a lot of stars, her life offstage 
is often a wreck. She considers herself 
lucky if she can get through a night with 
friends without getting caught up in one 
adventure or another.
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DAZZLER

Traits
	◆ Audience

	◆ Beguiling

	◆ Combat Reflexes

	◆ Connections: 
Super Heroes

	◆ Famous

	◆ Presence

	◆ Public Speaking

Tags
	◆ Heroic

	◆ Hounded

	◆ Krakoan

	◆ Public Identity

	◆ X-Gene
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Elemental Control 
(Energy)

	◆ Elemental Barrage

	◆ Elemental Barrier

	◆ Elemental Blast

	◆ Elemental Burst

	◆ Elemental Protection 2  
(20 points to shatter)

	◆ Elemental Ricochet

Illusion
	◆ Animated Illusion

	◆ Dazzle

	◆ Flare

	◆ Illumination

	◆ Static Illusion

Basic
	◆ Discipline 3

	◆ Energy Absorption (applies 
only to sonic damage)

	◆ Evasion

	◆ Flight 1

1

5

2

4

7

1

15

15

12

14

17

11

4

4

7

4

+1

+5

+2

+4

+10

+1

1

1

7

5



CHARACTERS

POWERS
Dazzler

Animated Illusion
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character creates a visual-only 
illusion anywhere in line of sight, within 
50 spaces. The illusion can be anything 
up to four sizes larger than the character, 
and it can move freely within its limits. 
The character breaks concentration if they 
move beyond 50 spaces from the illusion 
or lose line of sight to it.

Dazzle
Action: Standard
Duration: Instant
Range: 20 spaces
Cost: 5 Focus
Effect: The character makes an Ego check 
against an enemy in their line of sight 
and compares that against the target’s 
Vigilance defense. If the attack is a success, 
the enemy is blinded for 1 turn. On a 
Fantastic success, it also inflicts regular 
damage. Alternatively, the character can 
blind the victim with darkness.

Energy Absorption
Action: Reaction
Trigger: The character takes 
Health damage.
Duration: Instant
Cost: 15 Focus
Effect: The character can take any Health 
damage done to them (aft er applying any 
damage reduction), ignore it and add that 
number to their Focus instead. In this way, 
they can increase their Focus up to double 
their regular maximum Focus. Once the 
combat is over, any extra Focus over 
the character’s regular maximum Focus 
score fades away. This power cannot be 
used again until any Focus the character 
gained in this way is spent.

Elemental Barrage 
(Energy)*
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character designates a space 
within their line of sight. The attack can 
affect every enemy within 10 spaces of 
that. The character makes a single Ego 
check and compares it to each target’s 
Resilience defense. Affected enemies 
take half regular damage. On a Fantastic 
success, they take full regular damage and 
the elemental type’s special effect. 

Elemental Barrier (Energy)*
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character forms a wall of their 
element within their line of sight and up 
to 10 spaces away per rank. This covers up 
to 2 spaces across (vertically/horizontally) 
per their rank. The character makes an 
Agility check and compares the results 
against the Agility defense of any target 
in the affected spaces. On a success, the 
character chooses which side of the barrier 
the target winds up on. On a failure, the 
target chooses. On a Fantastic success, 
the target suffers the element’s special 
effect too. Attacks against the barrier 
are against the character’s Ego defense. 
Any attacks against it that do 10 points of 
damage or less are instantly absorbed, and 
the barrier continues. If an attack does 
more than 10 points of damage, it destroys 
the barrier. Either way, the attack leaves 
those behind the barrier unharmed.

Elemental Blast (Energy)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line of 
sight. For this attack, add +1 to the char-
acter’s Agility damage bonus for every 2 
points of Focus they spend. On a success, 
an affected target takes that total damage. 
On a Fantastic success, an affected target 
takes double that total damage and suffers 
the elemental type’s special effect.

Elemental Burst (Energy)*
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of sight. 
If the attack is a success, it inflicts regular 
damage. On a Fantastic success, the enemy 
takes double damage instead and the 
elemental type’s special effect.

Elemental Protection 2 
(Energy)
Action: Standard or reaction
Trigger: The character is attacked or 
otherwise in danger.
Duration: Concentration
Cost: 10 Focus

Effect: The character protects themselves 
with their element. Any attacks against 
them that do 20 points of damage or less 
are instantly absorbed, and the protection 
continues. If an attack does more than 20 
points of damage, it destroys the protec-
tion, allowing excess damage through.

Elemental Ricochet 
(Energy)
Action: Standard
Duration: Instant
Range: 10 spaces times the 
character’s rank
Cost: 10 Focus
Effect: The character makes a ranged 
attack against a target in line of sight. If 
the attack is a success, it inflicts regular 
damage. On a Fantastic success, energy 
also bounces off the first target to another 
in line of sight, and the character can 
make a new attack against that target,
adding the new range to the previous 
attack’s range. This can be repeated until 
an attack is not fantastic.

Flare
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes an Ego check 
and compares that against the Vigilance 
defense of every enemy within 5 spaces. 
Each beaten enemy is blinded for one turn. 
On a Fantastic success, the flare inflicts 
regular damage too.

Illumination
Action: Standard
Duration: Concentration
Effect: The character illuminates one 
object or point in line of sight, within 50 
spaces, with bright light. The character can 
maintain concentration on the effect even 
if they move out of range or line of sight.

Static Illusion
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character creates a visual-only 
illusion anywhere in line of sight, within 50 
spaces. The illusion can be of anything up to 
three sizes larger than the character, but it 
must be static. The character breaks concen-
tration if they move beyond 50 spaces from 
the illusion or lose line of sight of it.

*Energy Special Effect: Blinds target for one round.
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Run: 5
Climb: 3
Swim: 3
Jump: 3
Flight: 20

Real Name: Jim Hammond
Height: 6'3"	 Weight: 300 lbs.
Eyes: Blue	 Hair: Blond
Gender: Male	 Size: Average
Distinguishing Features: None
Occupation: Adventurer, Law Enforcer
Origin: High Tech: Android, Weird Science 
Teams: Avengers, Invaders, S.H.I.E.L.D.
Base: Mobile

History
In 1939, Professor Phineas Horton presented 
his first prototype for a sentient android to 
an excited public. There was just one problem 
with the design. It burst into flames upon 
contact with air.

People were outraged. The press nicknamed 
Horton’s creation the Human Torch. 

Hoping to stem the tide of ridicule, Horton 
tried to bury his creation, but the Torch soon 
broke free. After getting his flames under 
control and giving himself a name, the Torch 
vowed to do better by the world than his 
creator. With the help of the NYPD and his 
sidekick Toro, the Human Torch fought crime 
as America’s first super hero.

When World War II began, the Torch joined the 
American efforts in the war, and though the 
act was later covered up, he personally killed 
Adolf Hitler.

After the war, the Torch’s body began to 
malfunction and he was forced to shut down 
permanently. He lay dormant for decades, 
during which time Immortus duplicated him 
by splitting his timeline. Ultron found one of 
the bodies and used it to build the Vision.

Eventually, the West Coast Avengers 
discovered the other body’s resting place 
and restored the Torch to working condition. 
Hammond immediately resumed his work as a 
super hero, and though problems with his body 
have forced him to return to dormancy now 
and again, he shows no signs of ever giving up 
his quest to make the world a better place.

Playing As
The Human Torch is a lot more stoic than his 
flaming appearance might suggest. He has 
plenty of emotions, including anger and regret, 
but he keeps them to himself for the most part. 
He’d rather focus on the work that needs to be 
done than dwell on the past. As a man out of 
time, he has a lot in common with his old WWII 
ally Captain America (Steve Rogers).

The Torch is highly intelligent and rarely 
rushes into battle without a plan in place.
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HUMAN TORCH (JIM HAMMOND)

Traits
	◆ Combat Expert

	◆ Connections: 
Super Heroes

	◆ Extra Occupation

	◆ Extraordinary 
Origin

	◆ Fearless

	◆ Interrogation

	◆ Investigation

	◆ Iron Will

	◆ Tech Reliance 

	◆ Weird

Tags
	◆ A.I.

	◆ Authority

	◆ Backup

	◆ Black Market 
Access

	◆ Heroic

	◆ Public Identity
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	◆ Elemental Prison

	◆ Elemental Protection 2  
(20 points to shatter)

	◆ Elemental Push

	◆ Elemental Reinforcement

	◆ Supernova

Basic 
	◆ Accuracy 2

	◆ Discipline 2

	◆ Environmental Protection

	◆ Flight 2

	◆ Inspiration

Elemental Control 
(Fire) 

	◆ Elemental Barrage

	◆ Elemental Barrier

	◆ Elemental Blast

	◆ Elemental Burst

	◆ Elemental Grab
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HUMAN TORCH (JIM HAMMOND)

Elemental Barrage (Fire)*
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character designates a space 
within their line of sight. The attack can 
affect every enemy within 10 spaces of 
that. The character makes a single Ego 
check and compares it to each target’s 
Resilience defense. Affected enemies 
take half regular damage. On a Fantastic 
success, they take full regular damage 
and the elemental type’s special effect.

Elemental Barrier (Fire)*
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character forms a wall of their 
element within their line of sight and up 
to 10 spaces away per rank. This covers up 
to 2 spaces across (vertically/horizontally) 
per their rank. The character makes an 
Agility check and compares the results 
against the Agility defense of any target 
in the affected spaces. On a success, the 
character chooses which side of the bar-
rier the target winds up on. On a failure, 
the target chooses. On a Fantastic success, 
the target suffers the element’s special 
effect too. Attacks against the barrier are 
against the character’s Ego defense. Any 
attacks against it that do 10 points of dam-
age or less are instantly absorbed, and 
the barrier continues. If an attack does 
more than 10 points of damage, it destroys 
the barrier. Either way, the attack leaves 
those behind the barrier unharmed.

Elemental Blast (Fire)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line of 
sight. For this attack, add +1 to the char-
acter’s Agility damage bonus for every 2 
points of Focus they spend. On a success, 
an affected target takes that total damage. 
On a Fantastic success, an affected target 
takes double that total damage and suffers 
the elemental type’s special effect.

Elemental Burst (Fire)*
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of sight. If 
the attack is a success, it inflicts regular 

damage. On a Fantastic success, the enemy 
takes double damage instead and the 
elemental type’s special effect.

Elemental Grab (Fire)*
Action: Standard
Duration: Concentration
Range: Varies
Cost: 5 Focus
Effect: The character makes an Ego attack 
against a target’s Melee defense within 5 
spaces times the character’s rank. If the 
attack is a success, the character grabs the 
target with their element. On a Fantastic 
success, the target can also be pinned 
and suffers the element’s special effect. 
Breaking free requires a successful Melee 
check against target number 20.

Elemental Prison (Fire)*
Action: Standard
Duration: Concentration
Cost: Same as the character’s Elemental 
Protection power
Effect: The character picks a point within 
their line of sight and traps any chosen 
targets within up to 5 spaces times their 
rank—in a prison comprised of their ele-
ment. When the Elemental Prison is formed, 
the character makes an Ego check and com-
pares the results against the Agility defense 
of targets inside the enclosed spaces. On 
each success, the character traps the target 
within the prison’s perimeter. On a Fantastic 
success, such imprisoned people suffer full 
damage and the element’s special effect too.

Attacks against the prison are against 
the character’s Ego defense. Any attacks 
against the prison are absorbed as if 
made against the character’s Elemental 
Protection power, and the prison 
continues. If an attack does more damage 
than the character’s Elemental Protection 
power can sustain, it destroys the prison, 
but no one inside is harmed.

Elemental Protection 2  
(Fire)
Action: Standard or reaction
Trigger: The character is attacked or 
otherwise in danger.
Duration: Concentration
Cost: 10 Focus
Effect: The character protects themselves 
with their element. Any attacks against 
them that do 20 points of damage or less 
are instantly absorbed, and the protection 
continues. If an attack does more than 20 
points of damage, it destroys the protec-
tion, allowing excess damage through.

Elemental Push (Fire)*
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes an Ego attack 
against the target’s Agility defense. If the 
attack succeeds, the character can move 
the target in any direction, up to 1 space 
times the character’s rank. On a Fantastic 
success, the target also takes regular 
damage, is knocked prone and suffers the 
element’s special effect.

Elemental 
Reinforcement (Fire)
Action: Reaction
Trigger: Damage gets through an 
elemental power
Duration: Instant
Cost: Varies
Effect: The character can transfer any 
Health damage that gets through an 
elemental power that grants damage 
protection to their Focus instead, leaving 
the protection intact.

Environmental 
Protection (Fire)
Duration: Permanent
Effect: The character is not harmed by 
intense cold or heat, the pressure of the 
deep seas or the intense radiation and 
vacuum of space.

The player can choose any or all of 
these protections, as best fits with the 
character concept.

Inspiration
Action: Standard
Duration: 1 round
Effect: The character inspires an ally 
in earshot. The ally gains an edge on 
all action checks until the start of the 
character’s next turn.

Supernova*
Action: Standard
Duration: Instant
Cost: 15 or more Focus
Effect: The character makes an Ego check 
and compares that against the Resilience 
defense of every enemy within 10 spaces. 
For these attacks, add +1 to the character’s 
Ego damage bonus for every 2 points of 
Focus they spend. On a success, an affected 
target takes half that total damage. On a 
Fantastic success, an affected target takes 
full damage and suffers the elemental 
type’s special effect.

*Fire Special Effect: Sets target ablaze.
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Run: 5
Climb: 3
Swim: 3
Jump: 3

Real Name: Jason Wyngarde
Height: 5'10"	 Weight: 140 lbs.
Eyes: Gray	 Hair: Gray
Gender: Male	 Size: Average
Distinguishing Features: None
Occupation: Adventurer
Origin: Mutant
Teams: Brotherhood of Evil Mutants, Hellfire 
Club, X-Corp
Base: Krakoa

History
Despite being born with the power to create 
complex illusions, Jason Wyngarde spent most 
of his life in obscurity, working as a mentalist 
at a two-bit carnival. He didn’t understand the 
true potential of his powers until he was well 
into his graying years, when Magneto turned 
up at his carnival booth.

Magneto offered Wyngarde a founding position 
in his Brotherhood of Evil Mutants. Enticed 
by the prospect of worldwide recognition, 
Wyngarde readily accepted. He took on the 
codename of Mastermind and spent the next 
several years assisting Magneto in his battles 
against the X-Men.

Ironically, Wyngarde’s greatest victory came 
after he left the Brotherhood behind. As part 
of a bid to join the Hellfire Club, Wyngarde 
corrupted the mind of Jean Grey, turning 
her into the world-shattering Dark Phoenix. 
Jean eventually defeated Wyngarde, but his 
temporary victory left lasting scars, both on 
her and on the universe at large.

Wyngarde tried, desperately and repeatedly, 
to recreate his one great victory, only to end 
up getting himself killed. He was revived 
recently as part of Krakoa’s resurrection 
protocols, and despite the hopes of the mutant 
nation’s leaders, he quickly returned to his 
villainous ways.

Playing As
Wyngarde is a hateful and manipulative 
old man. He hates the world for failing 
to recognize him, he hates the X-Men for 
defeating him, but most of all, he hates 
himself. He hates that he can’t recreate the 
success of his past, and that with each failing 
attempt, his body continues to grow older. 
These days he spends most of his time cloaked 
in an illusion that makes him look far younger.
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Traits
	◆ Connections: 
Super Villains

	◆ Fearless

	◆ Iron Will

	◆ Leverage

	◆ Presence

	◆ Surprising Power 
(Grand Mirage)

Tags
	◆ Black Market 
Access

	◆ Hounded

	◆ Krakoan

	◆ Public Identity

	◆ Villainous

	◆ X-Gene
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Basic
	◆ Brilliance 2

	◆ Uncanny 1

Telepathy
	◆ Cloak

	◆ Cloak Group

	◆ Fool

	◆ Grand Fool

	◆ Grand Mirage

	◆ Memory Blip

	◆ Mind Reading

	◆ Mirage

	◆ Telepathic Link

	◆ Telepathic Network
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Mastermind

Cloak
Action: Standard
Cost: 5 Focus
Duration: Concentration
Effect: The character uses a mirage to 
block their presence from the minds 
of people within 20 spaces per rank. 
Cameras (for instance) can still record 
them, but when people look in the 
character’s direction, they see nothing 
there. The target number for anyone 
trying to detect the character is the 
character’s Logic defense.

Cloak Group
Action: Standard
Duration: Concentration
Cost: 10 Focus
Effect: Using a mirage, the character 
blocks their presence—and the 
presence of up to one other person 
per rank, within 10 spaces—from the 
minds of people within 20 spaces per 
rank. Cameras (for instance) can still 
record them, but when people look 
in the characters’ direction, they see 
nothing there. The target number for 
anyone trying to detect the character or 
the others protected is the character’s 
Logic defense.

Fool
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character uses a mirage to 
alter their appearance in the minds 
of anyone within 20 spaces per rank. 
Cameras (for instance) can still record 
them normally, but when people look 
in the character’s direction, they see 
someone else. The target number for 
anyone trying to see through the 
mirage is the character’s Logic defense. 
If the character is impersonating 
someone known to the other person, 
that person has an edge.

Grand Fool
Action: Standard
Duration: Concentration
Cost: 10 Focus
Effect: The character uses a mirage 
to alter their appearance—and the 
appearance of up to one other
person per rank, within 10 spaces—in 
the minds of people within 20 spaces 
per rank. Cameras (for instance) can 

still record them, but when people look 
in the characters’ direction, they see 
other people.

The target number for anyone 
trying to see through the mirage is the 
character’s Logic defense. If the affected 
characters are impersonating people 
known to the other person, that person 
has an edge.

Grand Mirage
Action: Standard
Duration: Concentration
Cost: 10 Focus
Effect: The character creates a full-
sensory mirage that affects everyone in 
a Telepathic Network they set up who 
is also in the same locale. The mirage 
can be of anything the character desires, 
and it can move freely.

Memory Blip
Action: Standard
Duration: Permanent
Cost: 5 Focus
Effect: The character causes a target 
with whom they’ve established a 
Telepathic Link to forget something 
that’s happened in the past hour. This 
gap can be up to an hour in length.
The character makes a Logic check 
against the target’s Logic defense. On 
a success, the memories are forgotten. 
On a Fantastic success, the target has 
trouble on checks to recover such 
memories in the future.

Any time the target is given good 
reason to question the blank in their 
memory, they can make a Logic check to 
recover their memory. If they succeed, 
the original memory floods back. On a 
Fantastic success, they know for sure 
who did this to them.

Mind Reading
Action: Standard
Duration: 1 round
Effect: The character can read the 
thoughts of a single person with whom 
they have established a Telepathic Link. 
This requires a Logic check against the 
target’s Logic defense. On a success, the 
character can read the target’s surface 
thoughts. On a Fantastic success, the char-
acter can ask a single simple question and 
get the answer from the target’s mind.

Mirage
Action: Standard
Duration: Concentration
Cost: 10 Focus
Effect: The character creates a full-
sensory mirage that affects any target 
with whom they have established a 
link. The mirage can be of anything 
the character desires, and it can 
move freely.

Telepathic Link 
Action: Standard
Duration: Concentration
Effect: The character can communicate 
telepathically with one person at 
a time, and they must have met or 
seen the other person before. The 
communication can be verbal, visual or 
even more complex, such as imparting 
location information. There is no limit 
to the distance of the communication, as 
long as the character and the target are 
in the same dimension.

If the other person does not wish 
to speak with the character, the target 
can automatically tune them out. To 
force a telepathic link, the character 
can make a Logic check against the 
target’s Vigilance defense. On a failure, 
the character cannot attempt to 
communicate with the target in this 
way for the rest of the day. On a success, 
the character can communicate with the 
target for as long as the concentration 
lasts. On a Fantastic success, the target 
cannot shut the character out for the 
rest of the day.

Telepathic Network
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character can communicate 
telepathically with a group of willing, 
previously linked people, each of whom 
they have met or seen before. The 
communication can be verbal, visual or 
even more complex, such as imparting 
location information. The group can 
number up to five people per rank. 
There is no limit to the distance of the 
communication, as long as everyone 
involved is in the same dimension.
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Run: 6
Climb: 3
Swim: 3
Jump: 3

Real Name: Kurt Wagner
Height: 5'9"	 Weight: 161 lbs.
Eyes: Yellow	 Hair: Blue
Gender: Male	 Size: Average
Distinguishing Features: Mutant with 
demonic appearance
Occupation: Entertainer
Origin: Mutant
Teams: X-Men
Base: Krakoa

History
Abandoned in the Alps by his mutant parents, 
the future Nightcrawler was adopted by 
traveling Romani performers. His incredible 
agility and bizarre appearance made him a 
star circus performer. Sadly, this life did not 
last. He was on the verge of being burned 
at the stake by an angry mob when psychic 
Professor X intervened and saved his life.

The grateful Nightcrawler agreed to become 
a part of the X-Men, and he’s been a hero 
to the mutant community ever since. He 
was one of the first to join the new mutant 
government in Krakoa.

Playing As
Kurt Wagner numbers among the kindest and 
most heroic people ever to join the X-Men. 
Despite having long left the circus behind, 
he’s never lost his carnie spirit and fights 
his battles with a smile on his face. A highly 
religious man, Nightcrawler acts as a spiritual 
and moral guide to his fellow mutants.
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Traits
	◆ Combat Reflexes

	◆ Famous

	◆ Glibness

	◆ Presence

	◆ Public Speaking

	◆ Sneaky

Tags
	◆ Extreme 
Appearance

	◆ Heroic

	◆ Hounded

	◆ Krakoan

	◆ Linguist: 
English, German, 
Japanese, 
Russian, Spanish

	◆ Public Identity

	◆ X-Gene
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Martial Arts
	◆ Always Ready

	◆ Banging Heads

	◆ Chain Strikes

	◆ Do This All Day

	◆ Fast Strikes

	◆ Flying Double Kick

	◆ Grappling Technique

	◆ Leg Sweep

Teleportation
	◆ Blink

	◆ Blink Barrage

	◆ Blink Defense

	◆ Teleport 1

	◆ Teleport Object

NIGHTCRAWLER
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Nightcrawler

Always Ready
Duration: Permanent
Effect: The character gains one 
additional reaction per round, which 
can be used only to activate a Martial 
Arts power.

Banging Heads
Action: Standard
Duration: Instant
Effect: The character makes one 
Melee check against the Melee defense 
scores of two enemies within reach. If 
the attack fails against either foe, it 
fails entirely. If the attack is a success 
against both foes, each enemy takes full 
damage. On a Fantastic success, each 
enemy is also knocked prone.

Blink
Action: Standard, movement or reaction
Trigger: The character is attacked.
Duration: Instant
Effect: The character teleports into a 
clear space they can see or have been 
to, up to their rank in spaces away. If 
someone was about to attack them and 
they are now out of reach or line of 
sight, the attack automatically fails. If 
they are still within reach or line of 
sight, the attack has trouble instead.

Blink Barrage
Action: Standard or movement
Duration: Instant
Cost: 5 Focus
Effect: The character teleports several 
times in quick succession and winds 
up in a clear space they can see or have 
been to, up to their rank in spaces away. 
Any attacks have trouble against them 
for one round.

Blink Defense
Action: Reaction
Trigger: The character or an ally
within reach is the subject of a 
ranged attack.
Duration: Instant
Cost: 10 Focus
Effect: The character pops away just as 
the attack reaches them and then pops 
back into the same space, leaving the 
projectile behind. The character makes 
an Ego check with an edge against the 
attacker’s Agility check result. On a 
success, the projectile from the attack 
is teleported away, someplace safe. On 

a Fantastic success, the attack is turned 
against the attacker, using the Ego 
check the character just made as the 
attack check.

Chain Strikes
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a close 
attack with an edge. If the attack is a suc-
cess, the enemy takes regular damage. 
On a Fantastic success, the character can 
also make an additional Chain Strike.

Do This All Day
Action: Standard
Duration: Instant
Cost: 5 or more Focus
Effect: The character heals 2 points 
of Health for every point of Focus 
they spend.

Fast Strikes
Action: Standard
Duration: Instant
Effect: The character splits their attack 
to make two close attacks against sep-
arate targets within reach (or they can 
focus a single attack on a single target). 
Make a single Melee check and compare 
it to the targets’ Melee defenses. On a 
success, the affected target takes half 
regular damage. On a Fantastic success, 
the affected target takes full damage.

Flying Double Kick
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes a close 
attack against two enemies within 
reach. If an attack is a success, the 
enemy takes regular damage. If an 
attack is a Fantastic success, the 
enemy takes double damage and is 
knocked prone.

Grappling Technique
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a close 
attack. If the attack is a success, the 
enemy takes regular damage and is 
grabbed. On a Fantastic success, the 
target takes double damage instead and 
is pinned too.

Leg Sweep
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a close 
attack. If it succeeds, the enemy takes 
regular damage and is knocked prone. 
If it’s a Fantastic success, the enemy is 
stunned for one round too.

Teleport 1
Action: Standard or movement
Duration: Instant
Effect: The character teleports into a 
clear space they can see or have been to, 
up to 10 times their rank in spaces away. 
Outside of combat, they can teleport up 
to 100 times their rank in spaces away.

Teleport Object
Action: Standard
Duration: Permanent
Cost: 10 Focus
Effect: The character can teleport along 
with them an object within reach as far 
away as their Teleport power normally 
allows them.

The object (and things attached to 
or inside of it) can be up to their rank in 
sizes bigger than them. For example, if 
they are Rank 4, the object can be up to 
four sizes bigger than them.
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Run: 5
Climb: 3
Swim: 3
Jump: 3
Flight: 20

Real Name: Lorna Sally Dane
Height: 5'7"	 Weight: 115 lbs.
Eyes: Green	 Hair: Green
Gender: Female	 Size: Average
Distinguishing Features: None
Occupation: Adventurer, Investigator
Origin: Mutant
Teams: X-Factor, X-Factor Investigations, 
X-Men
Base: Mobile

History
Throughout her childhood, Lorna Dane never 
suspected that she was the daughter of the 
infamous mutant Magneto. She was raised by 
her aunt and uncle and had no contact with the 
world of super heroes until the age of 19, when 
she was kidnapped by Mesmero.

Mesmero activated Dane’s latent mutant 
powers and attempted to turn her into a 
weapon he could use to conquer Earth. 
Thankfully, his plan was foiled by the 
X-Men, who, in the aftermath, invited Dane 
into their ranks.

Dane took on the codename of Polaris and 
gradually became a regular face around X-Men 
headquarters. She worked hard to uncover her 
true parentage and to eventually reconnect 
with her long-lost father.

For many years, Polaris was in a relationship 
with Havok (Alex Summers). Although their 
romance ended in a messy breakup, they 
managed to patch things up well enough to 
continue working together. 

Although she isn’t on any Krakoan councils, 
Polaris is a highly respected member of the 
mutant nation. She currently acts as a backup 
for both X-Factor and the X-Men.

Playing As
Polaris has experienced more than her share 
of being kidnapped, brainwashed or otherwise 
possessed. All this suffering and confusion has 
worn the edges off her heroic spirit, but she 
still tries to help out where she can. She’s not 
the type to hold grudges, and despite Magneto’s 
abandonment of her, she’s on good terms with 
him. She is widely considered to be both a good 
friend and a skilled investigator.
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Traits
	◆ Battle Ready

	◆ Connections: 
Police

	◆ Connections: 
Super Heroes

	◆ Extra Occupation

	◆ Fearless

	◆ Interrogation

	◆ Investigation

	◆ Iron Will

	◆ Skeptical

Tags
	◆ Black Market 
Access

	◆ Heroic

	◆ Hounded

	◆ Krakoan

	◆ Public Identity

	◆ X-Gene
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Basic
	◆ Brilliance 1

	◆ Discipline 3

	◆ Flight 2

	◆ Inspiration

	◆ Uncanny 1

Elemental Control 
(Iron)

	◆ Elemental Barrier

	◆ Elemental Blast

	◆ Elemental Burst

	◆ Elemental Grab

	◆ Elemental Protection 3  
(30 points to shatter)

	◆ Elemental Push

	◆ Elemental Reinforcement

	◆ Elemental Sphere

	◆ Elemental Suffocation

POLARIS
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CHARACTERS

POWERS
Polaris

Elemental Barrier (Iron)*
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character forms a wall of 
their element within their line of sight 
and up to 10 spaces away per rank. This 
covers up to 2 spaces across (vertically/
horizontally) per their rank. The 
character makes an Agility check and 
compares the results against the Agility 
defense of any target in the affected 
spaces. On a success, the character 
chooses which side of the barrier the 
target winds up on. On a failure, the 
target chooses. On a Fantastic success, 
the target suffers the element’s special 
effect too. Attacks against the barrier 
are against the character’s Ego defense. 
Any attacks against it that do 10 
points of damage or less are instantly 
absorbed, and the barrier continues. If 
an attack does more than 10 points of 
damage, it destroys the barrier. Either 
way, the attack leaves those behind the 
barrier unharmed.

Elemental Blast (Iron)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line 
of sight. For this attack, add +1 to the 
character’s Agility damage bonus for 
every 2 points of Focus they spend. On 
a success, an affected target takes that 
total damage. On a Fantastic success, an 
affected target takes double that total 
damage and suffers the elemental type’s 
special effect.

Elemental Burst (Iron)*
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of 
sight. If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
the enemy takes double damage instead 
and the elemental type’s special effect.

Elemental Grab (Iron)*
Action: Standard
Duration: Concentration
Range: Varies

Cost: 5 Focus
Effect: The character makes an Ego 
attack against a target’s Melee defense 
within 5 spaces times the character’s 
rank. If the attack is a success, the 
character grabs the target with their 
element. On a Fantastic success, the 
target can also be pinned and suffers 
the element’s special effect. Breaking 
free requires a successful Melee check 
against target number 20.

Elemental Protection 3  
(Iron)
Action: Standard or reaction
Trigger: The character is attacked or 
otherwise in danger.
Duration: Concentration
Cost: 15 Focus
Effect: The character protects 
themselves with their element. Any 
attacks against them that do 30 
points of damage or less are instantly 
absorbed, and the protection continues. 
If an attack does more than 30 points 
of damage, it destroys the protection, 
allowing excess damage through.

Elemental Push (Iron)*
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes an Ego 
attack against the target’s Agility defense. 
If the attack succeeds, the character can 
move the target in any direction, up to 
1 space times the character’s rank. On a 
Fantastic success, the target also takes 
regular damage, is knocked prone and 
suffers the element’s special effect.

Elemental Reinforcement 
(Iron)
Action: Reaction
Trigger: Damage gets through an 
elemental power
Duration: Instant
Cost: Varies
Effect: The character can transfer any 
Health damage that gets through an 
elemental power that grants damage 
protection to their Focus instead, 
leaving the protection intact.

Elemental Sphere (Iron)*
Action: Standard or reaction
Duration: Concentration

Cost: Same as the character’s Elemental 
Protection power
Effect: The character envelops 
themselves—and any chosen people 
within up to 5 spaces times their 
rank—in a protective sphere comprised 
of their element. When the sphere is 
formed, the character makes an Ego 
check and compares the results against 
the Agility defense of unwanted 
characters in the enclosed spaces. On 
a success, the character can move any 
unwanted people within the sphere’s 
perimeter to spaces outside of the 
sphere. On a Fantastic success, such 
moved people suffer full damage and 
the element’s special effect. Attacks 
against the sphere are against the 
character’s Ego defense. Any attacks 
against the sphere are absorbed 
as if made against the character’s 
Elemental Protection power, and the 
sphere continues. If an attack does 
more damage than the character’s 
Elemental Protection power can sustain, 
it destroys the sphere, but no one inside 
is harmed.

Elemental Suffocation 
(Iron)*
Action: Standard or reaction
Trigger: The target is grabbed with 
Elemental Grab.
Duration: Instant
Range: Varies
Cost: 15 Focus
Effect: The character makes an Ego 
attack against the grabbed target’s 
Resilience defense. If the attack is 
a success, the target takes regular 
damage. On a Fantastic success, 
the target can also be pinned and 
suffers the element’s special effect. 
With elements that aren’t suited to 
suffocation, this power chokes the 
target instead.

Inspiration
Action: Standard
Duration: 1 round
Effect: The character inspires an ally 
in earshot. The ally gains an edge on 
all action checks until the start of the 
character’s next turn.

*Iron Special Effect: Pins target for one round.
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Run: 5
Climb: 3
Swim: 3
Jump: 3
Flight: 20

Real Name: Anna Marie LeBeau
Height: 5'8"	 Weight: 135 lbs.	
Eyes: Green	
Hair: Brown with white streaks
Gender: Female	 Size: Average
Distinguishing Features: None
Occupation: Adventurer
Origin: Mutant
Teams: Avengers, Brotherhood of Evil Mutants, 
X-Men
Base: Mobile

History
Born into a cold and neglectful family, Anna 
Marie fled from home at a young age. She 
spent some time working as a thief on the 
banks of the Mississippi, earning herself the 
nickname Rogue. Eventually, Mystique and 
Destiny—having precognitive knowledge of 
Rogue’s mutant status—took her in and raised 
her as their daughter. When Rogue’s mutant 
absorption powers activated suddenly and 
traumatically in her early teenage years, 
Mystique and Destiny were prepared to 
comfort Rogue—and to indoctrinate her into a 
life of mutant terrorism.

Rogue eventually joined her adoptive mothers 
in the Brotherhood of Evil Mutants, but her 
time with the team was cut short after she 
accidentally absorbed the powers and psyche 
of Captain Marvel (Carol Danvers). On the 
edge of a dissociative breakdown, Rogue fled 
into the custody of Professor X, who helped 
her integrate Captain Marvel’s psyche into 
her own and subsequently allowed her to 
join the X-Men.

Rogue excelled as a hero, quickly becoming 
a key part of the X-Men. She began a long-
term romance with her teammate Gambit, 
and shortly before the foundation of Krakoa, 
the pair finally wed. Although they served 
as backup members of Krakoa’s Excalibur 
team, Gambit and Rogue made an effort to 
spend most of their recent time focusing 
on each other.

Playing As
Rogue’s Power Control powers cause her to 
absorb a bit of her target’s mind, so in the heat 
of battle, her personality can vary wildly. 
However, at her core, she’s a kind and sensitive 
Southern belle, albeit one with a short fuse. 
She speaks in a thick Southern accent, often 
referring to people as “sugah.”
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Traits
	◆ Combat Reflexes

	◆ Connections: 
Super Heroes

	◆ Fearless

	◆ Glibness

	◆ Presence

	◆ Situational 
Awareness

Tags
	◆ Black Market 
Access

	◆ Heroic

	◆ Hounded

	◆ Krakoan

	◆ Public Identity

	◆ X-Gene
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Super-Strength
	◆ Banging Heads

	◆ Clobber

	◆ Crushing Grip

	◆ Ground-Shaking Stomp

	◆ Quick Toss

	◆ Smash

Basic
	◆ Flight 2

	◆ Mighty 3

	◆ Sturdy 2

Power Control 
	◆ Clone Powers

	◆ Copy Power

	◆ Dampen Power

	◆ Shut Down Powers

	◆ Steal Powers

ROGUE
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Note: In order to activate any of her Power Control powers, Rogue must first grab or hit her 
target. If she spends her action on this, she can still activate the power in question with a 
reaction.



CHARACTERS

POWERS
Rogue

Banging Heads
Action: Standard
Duration: Instant
Effect: The character makes one 
Melee check against the Melee defense 
scores of two enemies within reach. If 
the attack fails against either foe, it 
fails entirely. If the attack is a success 
against both foes, each enemy takes full 
damage. On a Fantastic success, each 
enemy is also knocked prone.

Clobber
Action: Standard
Duration: Instant
Effect: The character makes a close 
attack against an enemy. If the attack is a 
success, the enemy takes regular damage. 
On a Fantastic success, the enemy takes 
double damage and is knocked prone.

Clone Powers
Action: Standard
Duration: Concentration
Cost: 15 or more Focus
Effect: The character picks another 
character within 10 spaces and dupli-
cates all of their powers. They can now 
use those powers as if they were always 
theirs. If the target’s powers have costs, 
the character must pay the highest of 
them, or a minimum of 15 Focus. When 
the character uses a copied power, they 
must pay any cost normally as well.

Copy Power
Action: Standard
Duration: Concentration
Cost: 5 Focus
Effect: The character picks one power 
a target within 10 spaces has and 
duplicates it. They can now use it as if it 
was always theirs. When the character 
uses such a power, they must pay any 
cost normally as well.

Crushing Grip 
Action: Reaction
Trigger: The target is grabbed.
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee 
attack against the grabbed target’s 
Resilience defense. If it’s a success, 
the target takes regular damage. On 
a Fantastic success, the target takes 
double damage instead and is pinned.

Dampen Power
Action: Standard
Duration: Concentration
Cost: Varies
Effect: The character picks one power 
from another character within 20 spaces 
and makes an Ego attack against them. 
On a success, they tamp the power down. 
If the power has ranges or effective 
areas or durations, these are halved. If 
the power affects a damage multiplier, 
subtract 1 from the eff ect. The power can 
no longer enjoy Fantastic successes. If 
the power has a Focus cost, the character 
must also pay that cost to dampen it.

Ground-Shaking Stomp
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes a Melee 
check and compares that against the 
Agility defense of every target within 
the character’s reach plus their rank in 
spaces. Any targets the attack succeeds 
against take half regular damage. On a 
Fantastic success, the targets take full 
damage and are knocked prone.

Quick Toss
Action: Reaction
Trigger: A person the character can 
pick up is grabbed.
Duration: Instant
Cost: 10 Focus
Effect: The character throws the grabbed 
person at another target. The range is 
determined by the level of the character’s 
Mighty power and the grabbed person’s 
size. The character makes a ranged attack 
against the target. A failure inflicts reg-
ular damage on the thrown person, who 
falls prone within 1 space of the target. If 
the attack is a success, the target takes 
regular damage too. On a Fantastic suc-
cess, the target is knocked prone as well.

Shut Down Powers
Action: Standard
Duration: Concentration
Cost: 15 or more Focus
Effect: The character picks another 
character within 20 spaces and makes 
an Ego attack against them. On a 
success, they remove all of a target’s 
powers. If the target’s powers have costs, 
the character must pay the highest of 
them, or a minimum of 15 Focus.

Smash
Action: Standard
Duration: Instant
Cost: 5 or more Focus
Effect: The character makes a close 
attack with an edge. For this attack, 
add +1 to the character’s Melee damage 
bonus for every 2 points of Focus they 
spend. On a success, an affected target 
takes that total damage. On a Fantastic 
success, an affected target takes double 
that total damage and is stunned for 
one round.

Steal Powers
Action: Standard or reaction
Trigger: The target is grabbed.
Duration: Concentration
Cost: 15 or more Focus
Effect: The character makes an Ego 
attack against the grabbed target. On a 
success, they remove all of the target’s 
powers and take them for their own. 
They can now use those powers as if 
they were always theirs. If the target’s 
powers have costs, the character must 
pay the highest of them, or a minimum 
of 15 Focus. When the character uses 
a power, they must pay any cost 
normally as well.
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Run: 6
Climb: 3
Swim: 3
Jump: 6

Real Name: Spector
Height: 6'2"	 Weight: 225 lbs.
Eyes: Brown	 Hair: None
Gender: Male	 Size: Average
Distinguishing Features: Large nose ring and 
stretched ear lobes; silver crescent moon over 
his right eye; werewolf form with claws and 
fangs
Occupation: Military
Origin: Monstrous: Werewolf, Mythic
Teams: Order of the Moon Knights
Base: Egyptia, Battleworld

History
The people of Battleworld know next to 
nothing of Spector’s life before he became the 
leader of the Moon Knights, but his history 
seems to share some common elements with 
the Marc Spector of Earth-616. 

He was once a mercenary who, after suffering 
fatal wounds in battle—probably at the claws 
of a werewolf—struck a deal with the Egyptian 
god of the moon, Khonshu. In exchange for 
his life, he became her avatar and servant. 
However, on Battleworld, this deal came 
with the added effect of turning Spector 
into a werewolf.

Most of Khonshu’s servants have struck 
similar bargains. She offers the same deal 
to all her dying opponents if she feels they 
have potential.

Playing As
Spector worships Khonshu. He would do 
anything for her. However, he does not love 
her. In fact, he fears and resents her. Still, he 
stays with her because she provides him with 
power to do the only thing he does love: fight.

Spector begins every battle by shifting into his 
werewolf form. As soon as he’s transformed, 
he charges forward and starts tearing into 
his foes with his claws, using his Melee 
Weapons powers to tear them to shreds as 
quickly as possible.
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SPECTOR

Traits
	◆ Battle Ready

	◆ Berserker

	◆ Bloodthirsty

	◆ Combat Expert

	◆ Combat Reflexes

	◆ Connections: 
Military (Order of 
the Moon Knights)

	◆ Extraordinary 
Origin

	◆ Infector 
(Lycanthropy)

	◆ Monster

	◆ Situational 
Awareness

	◆ Weakness: Silver

Tags
	◆ Alternate Form (in 
human form)

	◆ Backup (Order of 
the Moon Knights)

	◆ Extreme 
Appearance (in 
werewolf form)

	◆ Headquarters: 
Temple of Khonshu

	◆ Lunar 
Transformation

	◆ Patron: Khonshu

	◆ Public Identity

	◆ Signature 
Weapon: Claws 
(Range: Reach, 
Melee Damage 
Multiplier: +1)

	◆ Supernatural

	◆ Villainous
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	◆ Hit & Run

	◆ Unstoppable Assault

	◆ Vicious Attack

	◆ Whirling Frenzy

Super-Strength
	◆ Crushing Grip

	◆ Jump 1

Basic
	◆ Evasion

	◆ Healing Factor

	◆ Heightened Senses 1

	◆ Mighty 3

	◆ Sturdy 2

Martial Arts
	◆ Attack Stance

	◆ Counterstrike Technique

	◆ Grappling Technique

	◆ Spin & Throw

Melee Weapons 
(Sharp)

	◆ Exploit

	◆ Fast Attacks

	◆ Focused Fury

	◆ Furious Attacks
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POWERS
Spector

Attack Stance 
Action: Standard
Duration: Concentration
Effect: The character doubles their Melee 
ability bonus to damage.

Counterstrike Technique 
Action: Reaction
Trigger: While Attack Stance is active, 
a close attack against the character 
does damage.
Duration: Instant
Cost: 5 Focus
Effect: The character deals half the 
attacker’s regular damage to the attacker. 

Crushing Grip 
Action: Reaction
Trigger: The target is grabbed.
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee attack 
against the grabbed target’s Resilience 
defense. If it’s a success, the target takes 
regular damage. On a Fantastic success, 
the target takes double damage instead 
and is pinned.

Exploit 
Action: Reaction
Trigger: A Fantastic success on an attack 
using the character’s weapon that deals at 
least 1 point of damage
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee attack 
against the target’s Resilience defense score. 
If the attack is a success, the damage it does 
ignores Health Damage Reduction. On a 
Fantastic success, the target suffers double 
damage and the weapon’s special effect.

Fast Attacks 
Action: Standard
Duration: Instant
Effect: The character splits their attack to 
make two close attacks against separate 
targets within reach (or they can focus a sin-
gle attack on a single target). Make a single 
Melee check and compare it to the targets’ 
Melee defenses. On a success, the affected 
target takes half regular damage. On a 
Fantastic success, the affected target takes 
full damage, and the character can make a 
bonus attack with this power against any 
target within reach, with the same effect.

Focused Fury 
Action: Standard
Duration: Instant
Cost: 5 or more Focus

Effect: The character makes a close attack 
with an edge. For this attack, add +1 to the 
character’s Melee damage bonus for every 
2 points of Focus they spend. On a success, 
an affected target takes that total damage. 
On a Fantastic success, an affected target 
takes double that total damage and suffers 
the weapon’s special effect.

Furious Attacks 
Action: Standard
Duration: Instant
Cost: 10 or more Focus
Effect: The character splits their attack to 
make two close attacks against separate 
targets within reach (or they can focus a 
single attack on a single target). Make a sin-
gle Melee check and compare it to the tar-
gets’ Melee defenses. For these attacks, add 
+1 to the character’s Melee damage bonus 
for every 2 points of Focus they spend. On 
a success, an affected target takes half 
that total damage. On a Fantastic success, 
an affected target takes full damage and 
suffers the weapon’s special effect.

Grappling Technique
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a close attack. 
If the attack is a success, the enemy takes 
regular damage and is grabbed. On a 
Fantastic success, the target takes double 
damage instead and is pinned too.

Healing Factor
Duration: Permanent
Effect: At the end of the character’s 
turn, they regain Health equal to their 
Resilience. (This works outside of combat 
too, quickly bringing them back to 
full Health.)

Heightened Senses 1
Duration: Permanent
Effect: The character can sense things 
roughly twice as far away as normal. They 
also have an edge on Vigilance checks to 
perceive things, and enemies have trouble 
on checks they make to sneak past the 
character.

Hit & Run 
Action: Standard
Duration: Instant
Effect: The character makes a close attack 
with an edge on an enemy. If the attack 
is a success, the enemy takes regular 
damage, and the character can make an 

additional movement up to half their Run 
Speed for free. On a Fantastic success, the 
enemy takes double damage and suffers 
the weapon’s special effect.

Spin & Throw
Action: Reaction
Trigger: An enemy the character can pick 
up is grabbed.
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee attack 
against the grabbed foe. If the attack is a 
success, the enemy takes regular damage 
and is knocked prone. On a Fantastic 
success, the enemy takes double damage 
and is knocked prone, pinned and 
stunned for one round.

Either way, the character can move the 
enemy to any open space within reach.

Unstoppable Assault 
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character makes a Melee check 
and compares that against the Melee 
defense of every enemy within their 
reach. Any enemy the attack succeeds 
against takes half regular damage. On a 
Fantastic success, those enemies take full 
regular damage instead and suffer the 
weapon’s special effect.

The character may then pay 15 more 
Focus to do the same thing again—before 
which they can move up to half their Speed 
with whatever is left from their normal 
movement action. They can keep doing this 
until they run out of Speed or Focus. Each 
target can only be affected by this attack 
by this character once per round.

Vicious Attack 
Action: Standard
Duration: Instant
Effect: The character makes a close attack. 
If the attack is a success, the enemy takes 
regular damage. On a Fantastic success, 
the enemy takes double damage and 
suffers the weapon’s special effect.

Whirling Frenzy 
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee check 
and compares it against the Melee defense 
of every enemy within their reach. If an 
attack is a success, the enemy takes half 
regular damage. On a Fantastic success, 
the enemy takes full damage and suffers 
the weapon’s special effect.
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Run: 6
Climb: 3
Swim: 3
Jump: 3
Flight: 30

Real Name: Ororo Munroe
Height: 5'11"	 Weight: 145 lbs.
Eyes: Blue	 Hair: White
Gender: Female	 Size: Average
Distinguishing Features: Eyes turn white 
when using powers
Occupation: Law Enforcer, Leader
Origin: Mutant, Mythic: Asgardian
Teams: Avengers, Gods of Asgard, Thor Corps, 
X-Men
Base: Asgard, Earth-904

History
Years ago, as revenge for the X-Men’s interfer-
ence in his other schemes, Loki kidnapped and 
brainwashed the mutant hero Storm and sev-
eral of her trainees. Storm had recently been 
depowered, but Loki restored her abilities by 
giving her the enchanted mallet Stormbreaker.

The X-Men ventured to Asgard with the intention 
of rescuing Loki’s victims and returning home, 
but along the way they forged relationships 
with the realm’s inhabitants. After they won, 
the team was split. Should they return home, or 
should they remain in Asgard? On Earth-616, 
everyone returned home, but on Earth-904, 
several X-Men decided to stay. Thor relinquished 
the throne of Asgard to Storm so that he could 
focus on his work as an Avenger. The thunder 
goddess proved to be a strong ruler and forged a 
lasting peace throughout the realms.

During the last Secret Wars, Doctor Doom 
pressed this version of Storm into his super-
powered police force, the Thor Corps. This 
profile represents her during that period of her 
life, when she fought to protect the people of 
Battleworld as Stormborn. 

Playing As
This version of Munroe heavily resembles her 
Earth-616 counterpart. She is a force of nature, 
kind and just and willful in equal measure. 
She was practically born to be a queen. Lacking 
her normal mutant powers, Munroe relies 
heavily on Stormbreaker. At the start of a fight, 
she’ll often attempt to stun and confuse her 
opponents with a combination of thunder and 
fog before swooping down to knock them flat 
with her hammer.
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STORMBORN

Traits
	◆ Combat Expert

	◆ Combat Reflexes

	◆ Enhanced 
Physique

	◆ Extra Occupation

	◆ Extraordinary 
Origin

	◆ God Heritage (via 
Stormbreaker)

	◆ Interrogation

	◆ Investigation

	◆ Iron Will

	◆ Presence

Tags
	◆ Allspeak

	◆ Authority

	◆ Backup (Thor 
Corps)

	◆ Headquarters: 
Doomgard

	◆ Hounded

	◆ Powerful

	◆ Public Identity

	◆ Supernatural

	◆ Worshipped (as 
the All-Mother)

	◆ X-Gene
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Basic
	◆ Iconic Item:  
Stormbreaker

	◆ Inspiration

	◆ Uncanny 2

Stormbreaker
Though this mystic mallet goes by another name, it is functionally identical to Thor’s hammer, Mjolnir.

Origin: 
	◆ Mythic: Asgardian

Powers: 
	◆ Asgardian Transformation
	◆ Control Fog
	◆ Control Weather 4
	◆ Discipline 1
	◆ Elemental Barrage (Electricity)
	◆ Elemental Blast (Electricity)
	◆ Elemental Burst (Electricity)
	◆ Elemental Push (Electricity)
	◆ Elemental Ricochet (Electricity)
	◆ Flight 2

	◆ Mighty 4
	◆ Sturdy 2
	◆ Summon Portal
	◆ Summonable
	◆ Thunder
	◆ Uru
	◆ Weapon: Range: Reach/Unlimited, 
Melee/Agility Damage Multiplier: +1

Restrictions: 
	◆ Can only be used by the worthy
	◆ Carried
	◆ Flashy

Power Value: 22

iconic item
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POWERS
Stormborn

Control Fog
Action: Standard
Duration: Concentration
Effect: The character creates a thick 
fog for up to 50 spaces per rank around 
them that blocks all line of sight beyond 
10 spaces. They can also dispel any fog 
in a similar area.

Control Weather 4
Action: Standard
Duration: Concentration
Cost: 20 Focus
Effect: It starts to storm in an area up 
to 5 miles across times the character’s 
rank, centered on the character. All 
ranges and all speeds are cut to one 
quarter normal, and flying is impossible.

If the character also has the 
Elemental Barrage (Electricity) power, 
they can use it as a reaction when 
attacked while this power is active.

Elemental Barrage 
(Electricity)*
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character designates a space 
within their line of sight. The attack can 
affect every enemy within 10 spaces 
of that. The character makes a single 
Ego check and compares it to each 
target’s Resilience defense. Affected 
enemies take half regular damage. On a 
Fantastic success, they take full regular 
damage and the elemental type’s 
special effect.

Elemental Blast 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line 
of sight. For this attack, add +1 to the 
character’s Agility damage bonus for 
every 2 points of Focus they spend. On 
a success, an affected target takes that 
total damage. On a Fantastic success, an 
affected target takes double that total 
damage and suffers the elemental type’s 
special effect.

Elemental Burst 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of 
sight. If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
the enemy takes double damage instead 
and the elemental type’s special effect.

Elemental Push 
(Electricity)*
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes an Ego 
attack against the target’s Agility 
defense. If the attack succeeds, the 
character can move the target in 
any direction, up to 1 space times the 
character’s rank. On a Fantastic success, 
the target also takes regular damage, is 
knocked prone and suffers the element’s 
special effect.

Elemental Ricochet 
(Electricity)
Action: Standard
Duration: Instant
Range: 10 spaces times the 
character’s rank
Cost: 10 Focus
Effect: The character makes a ranged 
attack against a target in line of sight. 
If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
energy also bounces off the first 
target to another in line of sight, and 
the character can make a new attack 
against that target, adding the new 
range to the previous attack’s range. 
This can be repeated until an attack is 
not fantastic.

Inspiration 
Action: Standard
Duration: 1 round
Effect: The character inspires an ally 
in earshot. The ally gains an edge on 
all action checks until the start of the 
character’s next turn.

Summon Portal
Action: Standard
Duration: Concentration
Cost: 15 Focus
Effect: The character opens a glowing 
portal in a space next to them that 
teleports anything that enters it 
between that space and its destination, 
which forms a matched glowing portal 
in the other place. This can be between 
any two points in the Multiverse, as 
long as the character has seen the 
destination. Anything can move 
through the portal in either direction 
until it is closed, which the character 
can do at will.

Summonable
Action: Standard or Reaction
Trigger: Iconic Item is summoned
Effect: The item can be mentally 
summoned to the user from any 
distance, as long as it is in the same 
dimension. Alternatively, the item can 
be summoned from another dimension 
directly to the user. 

This requires a standard action or 
reaction.

Thunder
Action: Standard
Duration: Instant
Effect: The character makes an Ego 
check and compares that against the 
Resilience defense of every character 
within 10 spaces. Any character the 
attack succeeds against is deafened. On 
a Fantastic success, the character is also 
stunned for one round.

*Electricity Special Effect: Stuns target for one round.
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Run: 5
Climb: 3
Swim: 3
Jump: 3

Real Name: Varies
Height: Varies	 Weight: Varies
Eyes: Varies
Hair: Varies, usually dark brown
Gender: Varies	 Size: Average
Distinguishing Features: Fur, razor-sharp 
teeth and claws; crescent moon over right eye
Occupation: Military
Origin: Monstrous: Werewolf
Teams: None
Base: Mobile

History
Though the exact histories of each of Khonshu’s 
temple guards vary, at some point in their 
lives in the Battleworld domain of Egyptia, 
they pledged themselves to her service. 
They gave up control over their humanity in 
her name, willingly taking on the curse of 
lycanthropy to better serve her. 

Many were on the verge of death when she 
offered to save their lives and take them in. 
Others were simply religious fanatics eager to 
submit themselves to her godly powers. In any 
case, they work for her around the clock now—
human by day and werewolf by night. 

Because Battleworld does not have an actual 
moon, the temple guards do not have to worry 
about struggling with control over their 
changes. They normally change at night, 
though, enforcing the Lower Kingdom’s curfew 
with lethal force and leaving no witnesses to 
their common curse. 

Playing As
As soon as they shift into werewolf form, 
Khonshu’s warriors become savage beasts 
fighting for her favor. They immediately 
extend their claws and start lashing out at her 
foes. They often enter a berserker rage after 
just a single hit.

Most of the time, the guards maintain enough 
of themselves to avoid attacking their own 
allies, but accidents have been known to 
happen. They all heed the word of Khonshu, 
attacking anyone she points them at. On the 
rare occasion that one of the temple guards 
becomes bloodthirsty enough to challenge 
Khonshu, though, they can expect to be torn 
apart within moments.
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TEMPLE GUARD (WEREWOLF FORM)

Traits
	◆ Battle Ready

	◆ Berserker

	◆ Combat Reflexes

	◆ Connections: 
Military (Order of 
the Moon Knights)

	◆ Free Running

	◆ Fresh Eyes

	◆ Monster

	◆ Situational 
Awareness

	◆ Weakness: Silver

Tags
	◆ Alternate Form 
(human form)

	◆ Extreme 
Appearance

	◆ Headquarters: 
Temple of Khonshu

	◆ Lunar 
Transformation

	◆ Public Identity

	◆ Signature 
Weapon: Claws 
(Range: Reach, 
Melee Damage 
Multiplier: +1)

	◆ Supernatural

	◆ Villainous
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Basic
	◆ Evasion

	◆ Healing Factor

	◆ Heightened Senses 1

	◆ Mighty 1

	◆ Sturdy 2

Note: Khonshu’s Temple Guards can only access their werewolf powers in their werewolf form. 
However, when they shift into werewolf form, they lose access to their one human-form power 
(Vicious Attack).
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POWERS

Heightened Senses 1
Duration: Permanent
Effect: The character can sense things 
roughly twice as far away as normal. 
They also have an edge on Vigilance 
checks to perceive things, and enemies 
have trouble on checks they make to 
sneak past the character.

TEMPLE GUARD (WEREWOLF FORM)

Healing Factor
Duration: Permanent
Effect: At the end of the character’s 
turn, they regain Health equal to 
their Resilience. (This works outside of 
combat too, quickly bringing them back 
to full Health.)

ABILITY 
SCORE

DEFENSE 
SCORE

ABILITIES

MELEE

AGILITY

RESILIENCE

VIGILANCE

EGO

LOGIC

DAMAGE

E
G

O
LO

G
IC

M
E

L
E

E
A

G
IL

IT
Y

Henchmen

RANK HEALTH FOCUS

1 11

1 11

1 11

1 11

1 11

0 10

TEMPLE GUARDS (HUMAN FORM)
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1 0
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Powers
	◆ Vicious Attack

Traits
	◆ Combat Reflexes

Tags
	◆ Alternate Form (in 
werewolf form)

	◆ Extreme Appearance 
(in werewolf form)

	◆ Headquarters: Temple 
of Khonshu

	◆ Lunar Transformation
	◆ Public Identity
	◆ Supernatural
	◆ Villainous

Items
	◆ Spear (Range: Reach +1; 
Melee Damage Multiplier: +1)
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POWERS

Vicious Attack 
Action: Standard
Duration: Instant
Effect: The character makes a close 
attack. If the attack is a success, the 
enemy takes regular damage. On a 
Fantastic success, the enemy takes 
double damage and suffers the weapon’s 
special effect.
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Run: 5
Climb: 3
Swim: 3
Jump: 3
Flight: 25

Real Name: Thor Odinson
Height: 6'5"	 Weight: 285 lbs.
Eyes: Blue	 Hair: Blond
Gender: Male	 Size: Average
Distinguishing Features: None
Occupation: Adventurer, Health Care Worker
Origin: High Tech, Mythic: Asgardian
Teams: Ultimates
Base: Mobile (Earth-1610)

History
The life of Earth-1610’s Thor largely resembles 
that of his Earth-616 counterpart, up until 
midway through World War II when Loki, in 
the guise of Baron Zemo, led a joint invasion 
force of Nazis and frost giants into Asgard, 
successfully ushering in Ragnarok and 
destroying the Asgardian gods.

Although the gods were dead, their spirits 
lived on, and eventually they found new life 
on Earth. Thor was reincarnated as Thorlief 
Golmen, a humble nurse who, through a 
series of strange coincidences, was selected 
as the primary test subject for a series of 
experimental high-tech weapons modeled 
after his own former equipment. As the 
experiments went on, Golmen slowly regained 
his memories of his previous life and began to 
identify as Thor once again. 

Most of the people around Thor thought that he 
had gone insane, a perception that Loki quietly 
worked to encourage. However, despite his 
apparent mental issues, Thor was too powerful 
a force to be denied, and S.H.I.E.L.D. eventually 
convinced him to join the Ultimates.

Despite some initial disagreements—spurred 
into full-blown fights by Loki—Thor 
eventually managed to earn the trust of his 
teammates and prove that Asgard was real. 
Since then, he’s consistently shown himself 
to be among the most righteous and self-
sacrificial heroes on the team, if not the planet.

Playing As
Thor’s unflinching sense of justice often puts 
him at odds with his morally gray teammates. 
He sees S.H.I.E.L.D. as an imperial organization 
that exists only to perpetuate a miserable and 
unequal status quo. He’s stuck by the Ultimates 
because they save lives, but he’d abandon the 
team in a heartbeat if he thought they were 
acting exclusively to forward the interests of 
the powers that be.
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Traits
	◆ Clinician

	◆ Combat Expert

	◆ Connections: 
Super Heroes

	◆ Enhanced 
Physique

	◆ Extra Occupation

	◆ Extraordinary 
Origin

	◆ Fearless

	◆ First Aid

	◆ Glibness 

	◆ God Heritage

	◆ Iron Will

	◆ Public Speaking

	◆ Tech Reliance 

Tags
	◆ Black Market 
Access

	◆ Heroic

	◆ Public Identity

	◆ Supernatural

	◆ Worshipped

Basic
	◆ Discipline 1

	◆ Flight 2

	◆ Iconic Item: Mjolnir 
(Earth-1610) 

	◆ Inspiration 

	◆ Mighty 4

	◆ Sturdy 2

Mjolnir (Earth-1610)
Powers: 

	◆ Control Weather 4
	◆ Elemental Barrage (Electricity)
	◆ Elemental Blast (Electricity)
	◆ Elemental Burst (Electricity)
	◆ Elemental Push (Electricity)
	◆ Summon Portal
	◆ Summonable
	◆ Thunder
	◆ Weather Chill

	◆ Weather Warm
	◆ Weapon: Range: reach/5, 
Melee/Agility Damage 
Multiplier: +1

Restrictions: 
	◆ Requires: Enhanced Physique 
trait and Mighty 2 power

	◆ Carried
	◆ Flashy

Power Value: 11

iconic item

THOR (EARTH-1610)
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POWERS
Thor (Earth-1610)

Control Weather 4
Action: Standard
Duration: Concentration
Cost: 20 Focus
Effect: It starts to storm in an area up 
to 5 miles across times the character’s 
rank, centered on the character. All 
ranges and all speeds are cut to one 
quarter normal, and flying is impossible.

If the character also has the 
Elemental Barrage (Electricity) power, 
they can use it as a reaction when 
attacked while this power is active.

Elemental Barrage 
(Electricity)*
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character designates a space 
within their line of sight. The attack can 
affect every enemy within 10 spaces 
of that. The character makes a single 
Ego check and compares it to each 
target’s Resilience defense. Affected 
enemies take half regular damage. On a 
Fantastic success, they take full regular 
damage and the elemental type’s 
special effect.

Elemental Blast 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line 
of sight. For this attack, add +1 to the 
character’s Agility damage bonus for 
every 2 points of Focus they spend. On 
a success, an affected target takes that 
total damage. On a Fantastic success, an 
affected target takes double that total 
damage and suffers the elemental type’s 
special effect.

Elemental Burst 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of 
sight. If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
the enemy takes double damage instead 
and the elemental type’s special effect.

Elemental Push 
(Electricity)*
Action: Standard
Duration: Instant
Cost: 10 Focus
Effect: The character makes an Ego 
attack against the target’s Agility 
defense. If the attack succeeds, the 
character can move the target in 
any direction, up to 1 space times the 
character’s rank. On a Fantastic success, 
the target also takes regular damage, is 
knocked prone and suffers the element’s 
special effect.

Inspiration
Action: Standard
Duration: 1 round
Effect: The character inspires an ally 
in earshot. The ally gains an edge on 
all action checks until the start of the 
character’s next turn.

Summon Portal
Action: Standard
Duration: Concentration
Cost: 15 Focus
Effect: The character opens a glowing 
portal in a space next to them that 
teleports anything that enters it 
between that space and its destination, 
which forms a matched glowing portal 
in the other place. This can be between 
any two points in the Multiverse, as 
long as the character has seen the 
destination. Anything can move 
through the portal in either direction 
until it is closed, which the character 
can do at will.

Summonable
Action: Standard or Reaction
Trigger: Iconic Item is summoned
Effect: The item can be mentally 
summoned to the user from any 
distance, as long as it is in the same 
dimension. Alternatively, the item can 
be summoned from another dimension 
directly to the user.

This requires a standard action or 
reaction.

Thunder
Action: Standard
Duration: Instant
Effect: The character makes an Ego 
check and compares that against the 
Resilience defense of every character 
within 10 spaces. Any character the 
attack succeeds against is deafened. On 
a Fantastic success, the character is also 
stunned for one round.

Weather Chill
Action: Standard
Duration: Concentration
Effect: The temperature in an area 
roughly a mile across falls as low as 0°F.

Weather Warm
Action: Standard
Duration: Concentration
Effect: The temperature in an area 
roughly a mile across climbs as high 
as 100°F.

*Electricity Special Effect: Stuns target for one round.
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Run: 5
Climb: 3
Swim: 3
Jump: 3
Flight: 15

Real Name: Kevin “Kev” Masterson
Height: 5'6"/6'6"	 Weight: 140 lbs./640 lbs.
Eyes: Blue	 Hair: Blond
Gender: Male	 Size: Average
Distinguishing Features: None
Occupation: Adventurer, Student
Origin: Mythic: Asgardian
Teams: A-Next
Base: New York City (Earth-982)

History
Eric Masterson was a humble architect who, 
through a series of coincidences and mishaps, 
became deeply entangled in the ongoing 
adventures of Thor (Odinson). He eventually 
earned the right to carry the enchanted mace 
Thunderstrike and to fight alongside the gods 
of Asgard as one of their most treasured allies.

Sadly, Masterson fell in battle soon after 
obtaining Thunderstrike. Though the mace 
was attuned to him and could not be wielded 
by any other, he nonetheless asked that the 
weapon be passed down to his son, Kevin, once 
the boy came of age.

On Earth-982, years passed, and eventually, 
the day came for the mace to exit the Avengers’ 
vault and enter Kevin’s hands. Having just 
moved from California to attend art school in 
New York, the laid-back teen was all too happy 
to swing by Avengers Mansion and pick up his 
father’s old mace.

Believing that he could use the weapon’s magic 
for his own nefarious ends, Loki sent rock 
trolls to steal it. In response, Jarvis sent out the 
first Avengers distress call in almost a decade 
and assembled a ragtag group of heroes to 
retrieve the mace. 

Loki’s forces nearly defeated the team, but 
despite having no powers, Kevin managed to 
charge past the trolls and into the trickster’s 
ritual circle, where he took hold of his father’s 
mace, foiling the god’s scheme and absorbing 
the weapon and its powers.

Afterward, Kevin and his new allies formed a 
new incarnation of the Avengers, colloquially 
known as A-Next. To this day, as the new 
Thunderstrike, Kevin remains one of the 
team’s most loyal and dedicated members.

Personality
Kevin Masterson is a focused and well-rounded 
individual who often serves as the straight 
man for his teammates’ wacky antics. When 
the other Avengers get out of line or, worse yet, 
too in line, he helps balance them out.
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Traits
	◆ Battle Ready

	◆ Connections: 
Super Heroes

	◆ Enhanced 
Physique

	◆ Extra Occupation

	◆ Fearless

	◆ Glibness

	◆ God Heritage

	◆ Quick Learner

Tags
	◆ Black Market 
Access

	◆ Headquarters: 
Avengers 
Mansion

	◆ Heroic

	◆ Mentor: Thor 
(Odinson)

	◆ Obligation: 
School

	◆ Public Identity

	◆ Supernatural

	◆ Worshipped

Super-Strength
	◆ Banging Heads

	◆ Clobber

	◆ Crushing Grip

	◆ Smash

Basic
	◆ Environmental Protection

	◆ Flight 2

	◆ Mighty 3

	◆ Sturdy 1

Elemental Control 
(Electricity)

	◆ Elemental Blast

	◆ Elemental Burst

Note: Though Kevin Masterson draws his codename from his father’s mace, he does not actually 
wield it. Its magic lives on within him, but it no longer exists as a physical weapon.
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POWERS
Thunderstrike (Earth-982)

Banging Heads
Action: Standard
Duration: Instant
Effect: The character makes one 
Melee check against the Melee defense 
scores of two enemies within reach. If 
the attack fails against either foe, it 
fails entirely. If the attack is a success 
against both foes, each enemy takes full 
damage. On a Fantastic success, each 
enemy is also knocked prone.

Clobber
Action: Standard
Duration: Instant
Effect: The character makes a close 
attack against an enemy. If the attack is a 
success, the enemy takes regular damage. 
On a Fantastic success, the enemy takes 
double damage and is knocked prone.

Crushing Grip
Action: Reaction
Trigger: The target is grabbed.
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee 
attack against the grabbed target’s 
Resilience defense. If it’s a success, 
the target takes regular damage. On 
a Fantastic success, the target takes 
double damage instead and is pinned.

Elemental Blast 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Cost: 5 or more Focus
Effect: The character makes a ranged 
attack with an edge at an enemy in line 
of sight. For this attack, add +1 to the 
character’s Agility damage bonus for 
every 2 points of Focus they spend. On 
a success, an affected target takes that 
total damage. On a Fantastic success, an 
affected target takes double that total 
damage and suffers the elemental type’s 
special effect.

Elemental Burst 
(Electricity)*
Action: Standard
Duration: Instant
Range: 10 spaces
Effect: The character makes a ranged 
attack against an enemy in line of 
sight. If the attack is a success, it inflicts 
regular damage. On a Fantastic success, 
the enemy takes double damage instead 
and the elemental type’s special effect.

Environmental Protection 
Duration: Permanent
Effect: The character is not harmed by 
intense cold or heat, the pressure of the 
deep seas or the intense radiation and 
vacuum of space.

The player can choose any or all of 
these protections, as best fits with the 
character concept.

Smash
Action: Standard
Duration: Instant
Cost: 5 or more Focus
Effect: The character makes a close 
attack with an edge. For this attack, 
add +1 to the character’s Melee damage 
bonus for every 2 points of Focus they 
spend. On a success, an affected target 
takes that total damage. On a Fantastic 
success, an affected target takes double 
that total damage and is stunned for 
one round.

*Electricity Special Effect: Stuns target for one round.
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POWERS

TRAITS & TAGS

Run: 5
Climb: 3
Swim: 3
Jump: 3

Real Name: James Howlett (A.K.A. Logan)
Height: 5'3"	
Weight: 195 lbs. (300 lbs. with adamantium)
Eyes:  Blue	 Hair: Black
Gender: Male	 Size: Average 
Distinguishing Features: Retractable 
adamantium claws, muttonchops
Occupation: Military
Origin: High Tech: Cybernetics, Mutant
Teams: Avengers, Fantastic Four, X-Force, 
X-Men
Base: Krakoa, Summer House (the Blue Area of 
the Moon)

History
Born in Canada in the late 1800s, James 
Howlett wandered the world under the name 
Logan. At one point, the Weapon X program 
captured him and bonded adamantium metal 
to his entire skeleton, including his retractable 
claws; his mutant healing factor enabled him 
to survive the experience. He escaped, but with 
large gaps in his memory.

Logan later joined the X-Men and became a 
valued member of various X-teams. Over time, 
he recovered most of his memories. He was 
killed in recent years, but returned to life in 
time to help establish a new mutant nation on 
the island of Krakoa.

Playing As
Logan can be cold-blooded and slow to trust 
others, but the restoration of his memory 
blunted those edges. He’s still a no-nonsense 
man, but that’s tempered with the wisdom age 
brings. After living as a loner for so long, he 
treasures his found family.
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Traits
	◆ Battle Ready

	◆ Berserker

	◆ Combat Expert

	◆ Combat Reflexes

	◆ Connections: 
Military

	◆ Extraordinary 
Origin

	◆ Situational 
Awareness

	◆ Tech Reliance

Tags
	◆ Extreme 
Appearance

	◆ Enemy: 
Sabretooth

	◆ Heroic

	◆ Hounded

	◆ Krakoan

	◆ Public Identity

	◆ X-Gene
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Basic
	◆ Brawling
	◆ Combat Trickery
	◆ Healing Factor
	◆ Heightened Senses 1

	◆ Iconic Item:  
Adamantium Claws

	◆ Reinforced Skeleton 

	◆ Uncanny 1

Martial Arts
	◆ Attack Stance

	◆ Grappling Technique

Melee Weapons 
(Sharp)

	◆ Exploit

	◆ Fast Attacks

	◆ Focused Fury

	◆ Furious Attacks

	◆ Hit & Run

	◆ Riposte

	◆ Unstoppable Assault

	◆ Vicious Attack

	◆ Whirling Frenzy

WOLVERINE (LOGAN)
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iconic item
Adamantium Claws

A set of retractable claws embedded in 
the user’s limbs, fashioned from razor-
sharp adamantium. 

Origin: High Tech: Cybernetics
Powers: 

	◆ Adamantium: Ignores 1 level 
of Health Damage Reduction

	◆ Weapon: Range: Reach, Melee 
Damage Multiplier: +1 

Restrictions: 
	◆ Healing Factor-powered 
characters only

Power Value: 1
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POWERS
Wolverine (Logan)

Attack Stance
Action: Standard
Duration: Concentration
Effect: The character doubles their Melee 
ability bonus to damage.

Combat Trickery
Action: Reaction
Trigger: The character makes an attack.
Duration: Instant
Cost: 5 Focus
Effect: Once per battle, when the character 
is attacking targets of equal or higher 
rank, the character automatically rolls a 
1 on their Marvel die, and that die cannot 
be affected by trouble. If the character is 
attacking multiple targets, all the targets 
must be of equal or higher rank.

Exploit
Action: Reaction
Trigger: A Fantastic success on an attack 
using the character’s weapon that deals at 
least 1 point of damage
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee attack 
against the target’s Resilience defense score. 
If the attack is a success, the damage it does 
ignores Health Damage Reduction. On a 
Fantastic success, the target suffers double 
damage and the weapon’s special effect.

Fast Attacks
Action: Standard
Duration: Instant
Effect: The character splits their attack to 
make two close attacks against separate 
targets within reach (or they can focus a sin-
gle attack on a single target). Make a single 
Melee check and compare it to the targets’ 
Melee defenses. On a success, the affected 
target takes half regular damage. On a 
Fantastic success, the affected target takes 
full damage, and the character can make a 
bonus attack with this power against any 
target within reach, with the same effect.

Focused Fury
Action: Standard
Duration: Instant
Cost: 5 or more Focus
Effect: The character makes a close attack 
with an edge. For this attack, add +1 to the 
character’s Melee damage bonus for every 
2 points of Focus they spend. On a success, 
an affected target takes that total damage. 
On a Fantastic success, an affected target 
takes double that total damage and suffers 
the weapon’s special effect.

Furious Attacks
Action: Standard
Duration: Instant
Cost: 10 or more Focus
Effect: The character splits their attack to 
make two close attacks against separate 
targets within reach (or they can focus 
a single attack on a single target). Make 
a single Melee check and compare it to 
the targets’ Melee defenses. For these 
attacks, add +1 to the character’s Melee 
damage bonus for every 2 points of Focus 
they spend. On a success, an affected 
target takes half that total damage. On a 
Fantastic success, an affected target takes 
full damage and suffers the weapon’s 
special effect.

Grappling Technique
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a close attack. 
If the attack is a success, the enemy takes 
regular damage and is grabbed. On a 
Fantastic success, the target takes double 
damage instead and is pinned too.

Healing Factor
Duration: Permanent
Effect: At the end of the character’s turn, 
they regain Health equal to their Resil-
ience. (This works outside of combat too, 
quickly bringing them back to full Health.)

Heightened Senses 1
Duration: Permanent
Effect: The character can sense things 
roughly twice as far away as normal. They 
also have an edge on Vigilance checks to 
perceive things, and enemies have trouble 
on checks they make to sneak past the 
character.

Hit & Run
Action: Standard
Duration: Instant
Effect: The character makes a close attack 
with an edge on an enemy. If the attack 
is a success, the enemy takes regular 
damage, and the character can make an 
additional movement up to half their Run 
Speed for free. On a Fantastic success, the 
enemy takes double damage and suffers 
the weapon’s special effect.

Riposte
Action: Reaction
Trigger: An enemy makes a close attack 
against the character that fails.
Duration: Instant
Effect: The character makes a close attack 
on the enemy who just missed them. If 
the attack is a success, the enemy takes 
regular damage. On a Fantastic success, 
the enemy takes double damage and 
suffers the weapon’s special effect.

Unstoppable Assault
Action: Standard
Duration: Instant
Cost: 15 Focus
Effect: The character makes a Melee check 
and compares that against the Melee 
defense of every enemy within their 
reach. Any enemy the attack succeeds 
against takes half regular damage. On a 
Fantastic success, those enemies take full 
regular damage instead and suffer the 
weapon’s special effect.

The character may then pay 15 more 
Focus to do the same thing again—before 
which they can move up to half their 
Speed with whatever is left from their 
normal movement action. They can keep 
doing this until they run out of Speed or 
Focus. Each target can only be affected 
by this attack by this character once 
per round.

Vicious Attack
Action: Standard
Duration: Instant
Effect: The character makes a close attack. 
If the attack is a success, the enemy takes 
regular damage. On a Fantastic success, 
the enemy takes double damage and 
suffers the weapon’s special effect.

Whirling Frenzy
Action: Standard
Duration: Instant
Cost: 5 Focus
Effect: The character makes a Melee check 
and compares it against the Melee defense 
of every enemy within their reach. If an 
attack is a success, the enemy takes half 
regular damage. On a Fantastic success, 
the enemy takes full damage and suffers 
the weapon’s special effect.
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