THE CITY IS UNDER SIEGE!

Villains roam the strests threatening all in thelr path. Heroes stand
ready to defend the concreta kingdom. As they face off at the rulned
warehouse, both sides have much to gain from this battie.

When the dust setifas, who will emerge the vietor?
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UWHO WILL RULE VALHALLA?

Valhalla: & quiet, largely unexplored planet in
a distant gakaxy ruled by human-like creatures
known as the Kyriz. Then the Wallsprings were
discovered, and everything changed. These
mysterioes fountaing of youth, power and
immortality soon became the uitimate plunder
in the batile of all time.

Build your battleground, then summon warrions

from history and fantasy to create your army.
May the best general winl
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T MASTER SET Miva of the Valiyris =

sl EvprySing yu send 5o wage the battie of o

© fime! meludes 50 paleted figare with amy

cands -l et dicn, BS interocking peece, haskc and
mster rules with battiafisid tuilder and 10 game stenarion.

Different Battle Every Time!

Call im @ reintrepemonts anid pewer up

o) varioty and sty b poor o,

Prutect jyour gy inside &
41-piece casthe tat Bul nchedes
‘mare than 100 ininrocking peeces,

Indders snd castie door.

COMING IN FALL 2007 Heroscape® Chapter 2 THE SWARM OF THE MARRD

Sl Iy g e ik @ Vallwillan jusighe, ey wiithe and pubsals
in thedr hidden hive. Spon Shey will hatch . .. and hi haror will Begin
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Basic Game Guide

GAME CONTENTS

+ 10 Figares # 3 Concaete Tiles {7 hex) = 7 Concret= Tiles {2 hex)

= 4 Concratn Ties (1 i) = 3 Asphan Tées (7 hex) = 3 Asphall Ties (2 hed
= 3 Asphalt Tes 1 hex) » & Grass Tiles (2 hox) « 2 Grass Ties 1 hex)

* 1 Warehouse Ruin Tiie (6 hox) = 2 Yallow Gyphs « 12 Combat Dice

1 20-Sked Dio = B Order Markers = 23 Wound Markors

= 1 Round Marke! = 1 Warehouse Fuin

= 1 Broaknble Wall Section = 1 Detachablo Floor Pisce

» | Breaknble Wall Saction Card = 10 Army Cards

THE FIRST TIME YOU PLAY

Ramown your gama pasts fram their wiagpings
Discard tha axira matoriaks.

Dbject: Creata a batsefisid, choose your Army, Bhen hailie agamst your
oppenant. Ta win, be finst 10 achisve your Yictory condition

NOTE ABOUT SOUADS AND TEAM PLAY

Thiss gauni guide includes rules for Squads and Team Play. Hesnscape
Marvel The Comnflict Baging does nol irciinde Squads o Team Play
el Ehess rules will mpply il you use additoasd figures from other

{ Haroscaps Expansions

Get Ready to Play

1. SET UP YOUR BATTLEFIELD AND YOUR ARMY

To do B, use Me Battiefiold & Sconario Geide starting on page 16. 1 fealures
twa Battiefiekds with step-ty-step instructions for bullding tham. 2 also
prewides thres Basic Game Bcenanos

Afier you've chosen a Basic Geme Scenario and buill the batbefield, chooss
an Army (Playor 1 18 the Good Ammy, Piayer 2 & the Evil Army). Place yom
Aervy Cands in fromt of you, Then place your Nigures on the batiefieid

About Your Army Gard

Ini this game you'll use the Besic Game side ol Ba Army Cards. The other
si |5 used b the Master Game. There am twoe types of Army Cards: Hero
cands, which shon one (usually very povnrtul) wision and Souesd cands,
wihtich show two or mors {usualy less powariul] wariors. Remembar: Rules
for Squads only appy i you &t wing additonal Heroscaps Expansions.

Let's zay you've buill the Gonolach battiefisld, and choss the Avengers
Assemble! Game Scenarin. Exzmple 1 shows which Army Cands you choss
Example 2 explains the boesd numbors on e,

EXAMPLE T: Your Army Cards (Basic Game Side)

You've cheesin o Good Ammy with Hinee figured (ron Man, Cagtuin Ameeica,
aned Spider-Man) - You've takan your thiee Arsry Cards 2nd placed them in

frond of you, and you'vo Maced your Army [l theee figueas) on their starfing
pasitions on the haftieteld.

Aboul the Breakable Wall Section

In the Basic Game, the Braskabie Wall Section cannol be destroved or
attacked, The Sreskabie Wall Card & not used in the Bass: Game. Uinless
spacified difacentiy af the beginning of a scenario, the Breakabie Wall
Soction slarts every game in Be Warehouse Fuin

2. THE COMBAT DICE

Place tha 12 combal dice near the battiefiokd. The combal dice are ysed as
aftack dice [reling for shulls) and also 5 debense gice (roling for shinlds).

Undess afherwisa directed by your chosen Game Soenanin, pou don'| need
any other game parts for e Basic Game. St place them aside, aut of play.

The Battle Begins!

Each player rofis & combat des. The player who rolis the most skulls tshes
e first fumm. {Re-roll f thern's a 10, Prayors then afemate urns until the
[T i OVER.




ON YOUR TURN

Usualty, you'l do thwee actons on your buir, in e order:
Actfor 1, Choose an Ay Card

Action 2, Mowe the Figure{s) on Your Army Card
Action 3. Attack wilh the Figura(s) on Your Ammy Gard

M1 thres of these actiond ané expisined in detail In the folicaing sections.

Action 1. Choose an Army Gand
First. chocss amy ane of your Ary Cards 10 Gse o your fum

Action 2. Move the Figure{s) on Your Army Cord
How you may move the figurels) on your chasen Ammy Cand, il you wai fo.
Foliow thesa rules faf moving each ligure:

= Chock the Move numbser: You can move 3 figure in any direction up i
the Move niamber on is Anmy Card. For sxample, with & Move romber of
16, Iroe Man can mowe 1, 2, 3, 4,5 of B spaces. (Unaven termain mary Emi
their movemant, a5 you'll 5000 see.) Example 3 shows basic mammien

EXAMPLE 3: Basic Movemen(
0 fhls furm, you choose s move oo Man his full § spaces fovard the
enamy figores: on the otfer ind of e battiefisd,

= Drder of movement: Mo Squad gures in any ondee, one 51 a Bme.

= Passing end landing on other figunes: You can movo Sioegh a
apace with & figure you conbrol on It bu you cant mowe through a
space with an opponant’s figune on it Never ehid a move on & space
with another figure.

= Moving up and dowmn: When you move ©© 8 higher ksvel, count e
side of exch higher level &= one space (33 well &= the space you land on)
‘When you move to ey iower kevel, you don't need i0 count sides on e
iy down. Examples £ and 5 st Bl 10 maove up and down.

EXAMPLE 4: Mowing Lip
Count & speces for inon Man b move tp onda (his ledge,

EXAMPLE 5: Moving Down
Tos et cowi from this Sedge, fron Man coonts only ors: space o s, move,

S TS

Second Story Spaces: Thesa 2 spaces am nof used in ihe Basic Game.
[Figures a7 not allowed io move onto these 2 spaces. See Examele B

EXAMPLE B: Second Stary Spaces
Faptsress i o allcwd] 10 1move: o1l Iha spaces marked & bakow,

Acfion 1: Attack with the Figure(s) on Your Army Card

Now it's time far your Heeo or Squad to attack any figures in your opponents
Harery fhal Shery can. Aomemiser; Rules for Squads anly apoly If you are using
additional Hamscaps Expansions

Who can attack? Any figurelsh on your chosen Army Cad within Aange of
an eppoeent's Boure, and with & dear Ling of Sight, can afiack. if no figurs
o your Army Card meets thess two conditions. you can't attack and your
farm i o,

To see if a Bgure can atick, check tho Range and Lise of Sight an
explained bakow,

= Range: A targeted figure must be within the Atlacking figure’s Range:
for meample, wish a Range of &, lron Man can altsck ary eneeny within &
spaces of himssf

A figuem with i Rangs of 1 £an stinck & figure oy Trom on ddjacent spaes.

When chocking a figure’s Rangs, don'l count it spanes for higher
I, However, being on 3 higher leved 8 an sdvantage during an attack
(3o Height Advontage under Attscking, on page 6). Also, if the dsiance
between you and the trgetod figume includes an ans with no Speces (o
maample, near the odge of e batiefisld), you must count the spaces
along the battefield to check the Rangs




= Line of Sight: To aftack & targeted figut, your figure st B abie D "ses”
o from fta Wocaion. If te targeted figure 2 (for sxample) behind & ruin o 8
ledige, 50 Tl the pitacksr can't see any part of &, then no attack s possibie

Unilka Range, Lic of Sight i &n imaginary straight ing that has nofhing
o tha with the Spoces on the battisfield. The best way to iek 8 your
Amnckar has o clear Ling of Sight s io gat befind s hoad and look at
th tmmeted figure. ¥ you can see vy part of | from its hoad, yoo hive 8
clear Ling of Sight. Mobe: It dotsn't matler if the Line of Sight goes off the
edge of the baftiefieid, with na spaces balow .

Exaenpla 7 shows how 1o deteeming if 8 targeled figeee 8 within an
Antacker's Range and Line of Sight,

EXAMPLE 7: Ranpa and Ling of Sight
Yoo wart fron Man %0 atack Thanos,

1. Firsl, you count e Baces from oo Man 1o Tranos: Thanos s 5 spacss
By, 50 b i jas! within kon Man's Aanga.

2. Then, you check for a céat Line of
Sight. Irom Wan can "ses” Thana, so
e can ntack

ATTACKING

Tha figrnsis) on your ¢hesan Army Card ttack one Bt n Bme, i any onéer.
Each figure can aitack anly onca, but déforemt figures can attack e same
opposing Nigure. Aamembar Aules for Squads only apply I you ans wsing
additional Hemscage Exparsions

For emch Attacker, follow thi rulss Below
1. Announce which Sigute i [he Attacker, and which figure is the Defender;

2 Check the Attack e oo the Afiacker's Amry Card; Hen mil hat
nurmber of aftack dice. ARer you mil, your opponent mils the rembar of
defernsa chee on his Defender's Army Carnd

Mgiphi Advanisge: N tha base of one figum i highes Fan e base of the alher
figure {no matter what Sir sctunl sins, ihe highse figune rolls one exin die.

3, For every skl jyou ol for your ARacker, your opponend must rofl of leas
e shisid lor bis Dedender, b biock 1, IMPORTANT. For aftack mils, the
Attacker only counts sialls. For dedsnse rolls, the Defender only counts shislds,

= i you noll mone skudls than the Delender mits shields, your attack is
sucoessiul and the Defender is destroysd, The playoer who contreis (L
jplaces it oot of the game

= |f you roll the same narnber of Saills of |ess han (he Defender mis
shisids; your aftack & unsuccesshul. The Altacking and Defending figures
stay wharn they are, bnd Ihe stiack i over,

After attacking with evary figuie it can afeck, your han is over

Exampis B shows 2 aftacks and Iheir oulbomes.

EXAMPLE &: fron Man Batties Thanos!
fenn Man i within Range of Thancs, and hias & clear Line of Sight.
You atimck with ron Man,

IROM MAN ATTACKS
[ron Man hos an Attsck camber ol &, whech mains you roll G abtack dice.
it broo Man has o helght sdvanizge aver Thanos, 5oyl ol an exbn

sitac e ix fotal of 7 el
‘1 = & shusils for Attacier

® ®®
Thanees haes 2 Derdonen-number of 10, 50 your apponent. rils 10 dedensa dice:
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The Dedender blocks the sfmck. Both ligures stay when: thiy ae.

THANOS ATTACKS
Nows (18 your ppponents fum. He decides o attack Inon Man with Thanos,
He ruiis T attack dice:
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Yewit opponend wins the afnck! Yoo take your destroyed inon Man figum
ot of the gams.

Ending the Battle

Keep playing wotll one plier achiens the Victory condition of the chosen
Gama Sceraria, Thal player wins the baftial

Creats Your Own Battiefield
\Wih Experience, you may wani to tusld your own baitefields and creale you
own Bamsa Scenarios, Armies, and Viclory conditions




ity ino battle, ﬂ'.l‘l WaEE | ﬂ"" srr11|-g|r.:|llf Iu rn~1r,|uur thir enemmy.

Comtents: Ses Bask Game Guide on page 4 for a list of condents.

Objeck: Creain o battiofield and chooss your Army, then lel the Confict Bagin!
To win, bo firs 10 achimve your Victory conditian.

NOTE ABOUT SOUADS AND TEAM PLAY

This game guide includes rules for Squads and Team Play. Heroscape
Marvel The Comilict Beging doos nal include Souads or Team Play
burl Bhese rules will apply if you use addifionsl igures fom alher
Heroscaps Expansions

EXAMPLE 1: Army Card tnformation (Masfer Gzme Sids]

i Arey Cars
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The size of the Heeo and meﬂ
the rumiber of levels igh, P o 1 it e che b
Spocial Pawer{s); Most figures iyl
harve speciad powers that aliow them
o "Eeenk e ndes” when moving,
altacking and desending
Supar Strength Special Power;
A figate with this symbol i not affectod by the

mary ol S L move i 40 el
Spicies-hian s et when he B

Get Ready to Play

1. SET UP YOUR BATTLEFIELD

To do s, chopse & battiefield and a Master Game Sconaria from the
Bainiafiokd & Sconari Guide starfing on page 18, Afler you've played several
pames, you may wiank to crids your own bafllidicdd and game scenarnio,
Playing with Multiphe Game Sets: Thero are a fow spocial rules for domnsg this
Thiy're iagained on page 15

Abput the Army Cards
In this game, youl use e Master Game sise of te Army Cards fshown
Bl

#s in the Basic Game, gach Asmy Card fealures efher & Hern of 8 Squad, with
Miorve, Range, Altack and Defente numbers. But you'll notice thal aach card

P eruch more information about the figures. As you play, you'll becoms mane
tamilar with how all of this infermation works during a game.

Examgila 1 esplaing the Ammy Cand information, and how & works in the gama,

-Target Poirit: The groen dot shows
fha area Fom whist you determing
Line of Sight.

HIt Zome: The red area shows what
part of the figure can b gttacked.
Lised when checking Line of Sight.

- Attack: The mamber of doe you roll
0 aftack. 3

—— Defensa: The mmber of dice oo ol
1o dalend.

= ———— Polnts: The vatos of an Ay Card,
fsad on tha powor of its figurois).




2. GATHER AMND PLACE YOUR ARMY
For the Mastar Gama Scenarios, you €an ofther use & pre-madi Army, of yo
can draft en Ammy, Both winys of gatherisg an Army ane expiained beiow

Aa you gaiher your Ammy, make sure that the lotal point value doosnT exceed
{he one listed in your chosen Game Scenario {fl cin be lower, bul not higher).
Players don't nond to have the ssene numiber of Ay Cards: for example, you
iy choass two Army Cards, while Bn opponent chooses bwa or throe Army
Cers.

Goad and Evil: In the Master Game, your Army can inciude balh good and evil
figeres, For example, your army msry have Spider-Man (Good) and Venom {Evil.

Using a Pre-Made Army

Expenanced players may know mactly which Amies thiry want, hagod on the
Game Scenario, the pont values, their invorile Bperes, or othier Iacion. I you've
lready chosen jor broughl along) your Ay, placs yous cards in froent of you
Thier plaryirs toll by see who places ks Army on te battefield et Ro-mil tes
The highest roiler will placa his entie Ay first; placemaont pisses o he i,
¥ou mast place your entine Ay in the same slarting sone. ou cannal place
anvy figums in an enenmy-ooCupid Starting zone, Unkess siaipd offwnvize in the
Game Soanatio, ammales stat in the snme starting zone. i there are more
ety figures han spaces in the starting 20ne, you can™ use the exdr figenes.

Drafting an Ammy

Deafting & a fair and lun way for players to choose their Ay Cards for 2 well-

Ealancod game. When you ssiect an Ay Card, take the figures shown on e

cand and iremediststy place thom on the baiSefald in & Sating mne, beloce

the nax player solocts an Ay Cand. You mgst place your entine Anmy in the

same starting rona. You cannal place any figures is an enemy-ootupled starting

200 Usksss stxind oherwise in e Game Scenario, insmmates start in the

same gtarting zone. Il there arn more Army figures than 5paces in the starting

TONE, you ca't use Lhe axima figures,

Payers dratt a8 follows:

1. Both players noll the 20-sided dio, Re-roll any lies. The igh roller drafts first,
Ity chacesing one Amy Card

2. The other player then chooses two Ammy Camis.

3, Each player, in tum, then choosss one Amy Card, aniil both players’ Armiss
Pewve Deen completely chozen and placed.

LLet's sy you're playing the Clash on the Streels Game Scenario on the Tribeca

Labs battiefinld. Thes game calls for Player 1 10 gather & 530-posnd Anmy and

Player 2 %0 gather a 730-point Ay, Exumple 3 shows te Armies that you gnd

your opponont chose, and wheng you piaced them.

EXAMPLE 2Z: Flayers 1 & 2 Gather and Place their Armiss
Player 1's Army; Playor 1 chosn this Army for 0 450-point fotal, and placed
Ehem I thesr starting sone a8 shown. Caplain America and lren Man (figures
Ehat work well fogesher) am chosen.

EXAMPLE 2 (continue); Player 2's 3 chose s Ay e &
wmmmmmﬁ%’fmmwm

pewertul) is in konk.

=

DORDER MARKERS

[Each pieyer takes four Qrder Markers: 1, 2,
3, and X O sach round, you'll place thess
o your Army Camdis) fo show the order i

which your figunes will move and nfack.

WOUND MARKERS AND DICE

Place all of the Wound Markers nea the batBefield. Place the 12 combat dice
neat tha battefisid. The combal dice are wied &5 allack dice (rolling for sixls)
204 0lso &3 defersa cice (roling for shislds). ®

GLYPHS .
Thiss “random” itared ar0 placed ___/_.--’:;—-q_{_q_ &
e

The Battie Begins!
The game ts played in severl rounds. A rooed consists of 3 luens for each playe:

A ROUND OF PLAY

Thee Round Marker Tracks in e Rartiefiels & Sconario Guide, each Game
Scenario features a numbernd Brs where playess keep track of the rounds
{hey've pizyed. Belore starting the first round, piace the biack Roond Masker
on the =1." At the amd of each roend, moe the Round Marker ahead fo the
naxt mumber.

Each round of play consists of the following four steps:

1. Placo Your Order Markirs

2. Aol for Intiative

1. Payers ke tums, one 2t @ Sme, unil each player has @kon e ums.

i, Miove ihe fiound Marker ahead o the mext numbar.

Al of these steps arp explened in detell balow.

1. Place Your Order Markers

On & tum, you'll meve and SBCK with he igureds) on one Army Card. Decide
now wiich Ammy Card you'S use on which tum, then place an Order Mader on
those cands (1 for the Tirst lum, 2 for the second tum, 3 for T thid turn), You
iy plocg two of moee Drder Btarkers on the same cand, I you wanl io uss
thaad el for twea for even &8 thres) of your ums.

Plapers: placa their Markers 8t the same time. Piace your Markers Iacing you, s0
your opponentis) can't see the numbers on them. (Teammates can look &1 sach
other's Markers.) The =) Drder Marker &5 a decoy: you place [t on any Army
Card just o kpap your opponentis] guessing




Exampie 3 shows whero you and your opponont place your Qeder Markies,

EXAMPLE 3: Place Order Markers

Yourr Oveler Markevs: On [hs round, you decise o move Captain Ametica
ffirst puarrs), ithesn Inon Man tsacond and third fums). You place the X Oeder
Marker on Captnin America.

Your Opponent’s Oroer Markers: On This round, your oppanant decides n
mone: Eha Abomination (first furm), Yenom (sscond tuim, then Doctor Doom

[Rhird Rurst), 'four apponien]. places the X Dirder Maer on he Abomination,

b2 *fake" you oot

2. Roil for Initiative

Newi bolh players rofl the 20-sided e, Thee high roller takes e firsd lurn, If
there's & B for high rol, players re-mil

In cases wihens T rol for inliatve 8 affectad by & special powes or a Giyph,
the: poswer applies in re-mils &5 well. Giyph powers are pxplined kber

3. On Your Turn
During & reend, aach player wil bk Miee turss. Ususily, vou'S 0o heee actions
on your tum, in this onder;

Action 1. Revaal Your Oroler Marker

Achion 2. Maove ihe Figurefs) o Your Armry Cand

Achion 3. Attack willr e Figure|s) ow Yo Armry Cand

NI e of these actions an axpiaingd in detnll in the folowing soctions
Action 1, Reveal Your Order Marier

Start your tum by revealing your Drder Markes fof that fum, then lnyieg it
number-side g on the fSmry Card, Kote: Later in the game, it's possible thal Be

figure oo kel Army Cast will have been destroyed earfier in the roond. by such a
case, you ksa your fum

Action 2. Move the Figuneds) on Your Ammy Cerd

M youi By mive BTy & all Nigires on youf chassn Army Ca, if yoo want fo.
Follow Ihese ruks ke moving each Bguie:

= Check the Move nuamber: You can move 2 figure in any diection up io
then e nember on its Army Cardl. For examgple, with @ Move mamber of 5a
figure can move 1, 2,3, 4, of 5 spaces. {Uneven berrain miy §mi movement,
a5 you'll 500n 5e0.) Example 4 shows bisic movomenL.

= Order of movement: Move Soead figures in sy ceder, one af @ time.

+ Passing and landing on other figures: You can move Mrough a space
with a Friendly Tigune on It jone of your dwn of @ inammato's), uniess the
Nigure is engaged (36 Engagement Rules, on page | 1) You can’l move
through & space with an coponent's fgurn on it, or end your mowe on @ Space
with any othar figurn

EXAMPLE 4: Basic Movermant

Captmin Amonca has o Mo nomber of 5, You sdwnce fim Te il 5 speoe;
forward Bho opposing Tigures. Made: Caplain Amirica mey ména: Barough on
Man becauses b i lriandly.

= Moving wp: When you move i a highar lovel, cournt Tha side of sach higher
lewel it ohe space, ns well 25 the space you lkand on, Example 5 shiws Bow
10t this. If your figare can't move enough spaces i reach e top of 1 ledge,
then it can't mowe e

ot Gypha a0 nol aad hegil o Sy Soeoes on which Ty e placnd.

EXAMPLE 5: Mowving up
Count the sida of sach lavel &s you move Caplnin Amenica o e top of e
first lndge. Mede: Captain Amarici cannol mave fo the fop ledge because &
itk ks @ mow of 6, and his Move number is anily &

= ] e

Hasght Smit: A figure cannot move up @ numder of levals oqual fo or higher than
s Haight numibes all af onoa



= Moving down: When you move 10 8 lower level, you dan't need o count
siis On the way down (bud there may be & penally for moving to @ much
Iowet leval (see Falling, below). Exampls 6 shaws a figuno moving down

EXAMPLE 6: Moving down
T move Capitain America down frm s ledge, you dan't nesd to count the
sides of the bmveis.

;

i

b 1.
{ a1
Falling: Wi i figure macvia down 1o & much lowsr isvel, § may get wounded
A Tall i defined as Tollows:

If B diop B equal 1o or mone than e figare's Reight, you mist roll one comibed

i afer moving, o s2e I I waa wounded. Maor Fait B the doop is 10 lovels
macre than the figura’s haight, you must ioll two additional dice (Tor o iotl of

Fepn dice)

For each skull you roll, add oo Wound Markes io the tigure’s Ay Cand,

(500 Life, on page 12}

Extrema Fall: If tha drop is 20 levels more than the figura’s hasght, yoo musi
roll the 20-sidied dis. M you rofl 18 or 20, you survive withoot taking any falling
diamags. I you ol 1-18 the figure i destoyed

Example T shows a figorn Ealling.
EXAMPLE: 7: Failing

When you move Captain Amarica down from this 5-level ciiff, you roll one
Atiack dis for th f2ll becairse th cilf is equnl to his eight of 5.

kS
i I M

femamber: A figure wth Super Strengih is nol affecied by Faling of Major
Failing but t= 55l affecied by Extrama Falling

= Overhangs: An overhang exists when ofe of mone tes are sbive snother

Tl o floer piece with space in between, Figures that e small enough fo do
0 Mgty move under gverhangs. Emple § shows an overkang,

EXAMPLE 8 : Moving nder an overhang
Motice et Captnin America can mova under this owerhang [
Ahomination cannot.

Figures can also move up onéd low ovorhangs: when you move & figure up a low
ovirhang, count fhe rearty Seppor ties. See Bampls 9,

EXAMPLE 9: Moving up onio 2 low ovarfang
Captain America courts fhe nasrby support s 85 he meves ot
this ovnitasg,

« Keep the bese on the space: When you end & igee's move, make sure
Its tazga fes flat and ba on that spece only, No part of its base may owriap
ondo another space or arsa betwien spaces

= Tight quarters: Some battiefisids hinve nairow passageways, walls and
ovirsangs Sl miy imil the movement of some Nigures, A figuee can't move
mough of onlo & spacs that il can't it completely onto,
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ENGAGEMENT RULES

A figuin bocomes engaged when & moves sdgacent to an opponent’s figure,
Adfacont Exception: Most of the time, i 3 fgure is next im another figure tey
&0 agFcent. Hae i Ma sxception f the ruia;

il one figure's base is on & level ogual 1o or higher than tho height of the
athar figune, thay an aol adjecent and tharmfonn not engagesd
Son Exnmple 10.

EXAMPLE 70 Nol
Captain América s oot adjacend (o Abomination because Abtemination |s on a
lisdge which i 5§ livels high, and is equal to Captain America's height of 5.

Leaving an engagement: You may move aound a figure thal you're
EngEpad with; bul &5 8000 &5 you movE away from |t jomio 8 space thaf's nol
edjacant o it), te figure may take & "passing swipe™ at your figure, To do this,
the playes who controls the figure ros ona ta o attack. (Yo do not roll any
ica io delend your figurn.) If a sl &5 rofled, your figure takes cre wound.
Place onk Wound Marker on its Ay Card (see Lifl, on page 129

Multiple engagements: ¥our figure may becoma engaged with mare than
and figure at fhe sime firs. As you lagve eich engagement, e engaged Rgare
roils one Attack die. For sach skull mded, your figurs tekes one wound

Exampia 11 shows 8 muilipls ngagament.

EXAMPLE 11; Multiple Engagement

When you move Captain America sway from Venom and the Abomination,
oo pppenent ofs bwo dice {one for eachh. Two skulls are roled, inflicting
ot wounds. You place v Wound Markers on Capisin Amarca's Ay Cand.

iy Wy

Action 3, Aftack wilh the Figure{s] on Your Army Card
How 11’5 Bme for your Hero of Squad fo attack. Romemser: Rules for Squads
iy Bpply If you are using additional Hemscaps Exparsions

Who can attack? Any figureis] on your chasan Ay card within Rasge, and
with a clear Line of Sight, can attack. i no Agure on your Army cand mests
{hese two condiions, you can't Zttack,

Loaking for hivden fgures- Af sny Bme, foel fres i walk eround the battiefield
n find out which figures are hiding where: behind walls or ralsed terrain amas,
ot A you do Bhis. other players may wanl to shield their Drder Markees 50 you
can'l 500 them.)

Beforn aRacking with a figure, check e Range and Line of Sight as loliows:

= Range: A targuiod B must be within B Attacking figure's Range: for
ExAMpis, with 4 Range of 6, Iron Man can anack any Higuns wWiltn 6 spaces
o him,

A figure with & Aange of | can eftack 8 figurs onfy from an adacent space
When checking the Aange, don't count exirs spaces for igher levels.
However, being on & higher level is an advaniage during an stiack (ses
Height Advantage under Attacking). Also, # the distance between you
e Tha Urgeted Tigune includes an area with no spaces (o exampie, nedr
the edge of the badtiefield), you miy =5 aftack i, bul you must count the
spaces giong the battiefied 1o check the Ranga

Engaged figures: ¥ your figure & sngaged with ona of mane figures, your
figuere: can mitack only thoss figures.

Attacking anound other figures: You may atinck figures evan if other
Mgures ana batween you and the targetad figurs, but you must have & clear
Linn of Sight to aflack




= Line of Sight: To ateck & tarpeted figure, your figuee mast be able to “pes”
It frum its focafion. Lintike fangs, tha Line of Sight is an imaginary straight
lie botween your aftacking figure's Targel Point and the tamebed figure's Hil
Zoni; it has nothing o da with R spaces on the baltlefield, If the tirgeied
figura & fhor exarmge) bahind & veall or a ¢, &0 thal your figure can'l “tike
wim” ald il Men no anack i possible.

Tor distewreine If (here (6 0 ciear Ling of Sight, check, the: Theget Point e
jgreen dot on your figure's Army Cand) and the it Zone (the red aea on the
tageiod figurs's Army Card). Then get behind your figuro and ook o see il s
Target Poinl can “sés" any par of th Repeted figure’s 182 Jone, I 50, here is
& clear Ling of Sight

Adjusting Figures: Players may touch or move figeres only on their awa
turng. For example, 4 player cannat move his figure oot of Ling of Sight on an
opponent’s turn,

if players disagine about whather or not Mere is & clear Line of Sight, just roli
then 20)- e dlie; then high roflar wans Eha dispuia,

Exampin 12 shows how o doterming if o targeted figure is within an attacker's
Range and Line of Sight

EXAMPLE 12: Range and Line of Sight

¥ou want Iron Man %o attack Dector Doom:

1. Firsl, you coond the spaces between themr thene am 6, 5o Doctor Doom &
within Range.

2. Then, yiu check for a clear Line of Sight from your figune's Targst Pont &
Diocior Doorn's Hit Zore, Ynom & in tha vy bt your figire can 538 ses
part of Doctor Dooms HA-Zone, 50 fron Man can aftack.

ATTACKING

The Fgureds) on your chosen Ay Card attack, one al a lime, in any order,
E=ch figure can aiteck only once, bul different figures can sttack the same
oppasing figaee. Mofe: Some figures have special powers that allow tham
o nftack more than once. Remoember; Rules Tor Souads only apply if you o
wing additional Homscape Expansions.

Belore amacking, cansidar haight advantage. special powers, and Giyphs. {The

Jou-snooae-you-ise nde: I you foegel o do B, tough luck. Maybe nex Bme,

you'll rememberT)

= Haight Advantage: if the basa of one figure is Pagher than the bese of the
ntter figurs (no mather whal their achusl size or height), the higher figure has
height advantage, and mils one oxin die. I the base of tha highar figure is
10 or mine keviks higher then the hisght of the Iowe figun, M higher figure
rails bw extra dice.

When figuring hesght advantage, remaember (had Ghyphs do nol add height 1o
{hee spaces Ty Te on

= Special powars and specisl attacks: Many figures hive special
powers or abiliies that help Them mown, attack, defend, and more. Check
youur figunit's Armry Cand 1o $00 whal special powers or ablibies (i any) your
ligure can use. B your Arey Card includies a apecial aftnck, you may uoe s
nitack instend of attacking normally. Page 15 shows seversl examples of
special powers and specisl sttacks.

To carmy oul the arisc, follow hess steps:

1. Announce which figure is the Attacker, and which figura is tha Detendar;

2 Check the Attack numier on your Altacker's Army Cand, adding sy sxira
dice for height advantage, special powers or scenario specific Giyph powens.
Thotar 1oll Sl numnibir of ritach dics. AMer you roll, the Dofender nolls the
mumber of gefenss dice on b Delender's Army Cand, adding &y extra dice
for hesgiat advantage, specisl povers or scenario specific Giyph powers.

3. Every shkull the Altacker rolis counts 23 ome b, For eveny skoll (hif) ha
Attackor rolis, the Defander must ol at keast ona shiskd, to block it
Important: for attack rolls, the Altacker only counts skults. For didense mils,
e Delender onily counts shiskds.

= If tha Astacier rolls (e game number of Shulls Mits) or kess than ine
Defender rolis shisics, your stinck (s unssccasahsl The Afacking snd
Defending figures stay whim hiry s, and tha aftack s over.

= |f the Aftacker rolis reorn skuills (Pats) than the Defender rolls shiokds,
your attack is secoesshl. For each unblocked skull (hil) the ARtacker
roliedd, o Wourd Marker must be placed on the Delenders Amy Card,

Life: When a figure has a3 many Woursd Markers & the Life number on fts
Apmey Card, It s destroyed. (A Bigure with oy one Life i destroyed by only one
woamd ) The piayer who confrols the destroyed figure places if on the Army
Cardd. Wheen all Sigas on an Army Cand have been destroyed, the &y Cand

s ot of play. Do nol reveal any Order Markers thal e on thal card for
e of play. On fubsrs rounds, you can't ke oy tems for i cand Ay
Order Marknrs still on B Army Card come back info plzy, and can ba placed in
future rounds.

Adtor you've finished nitacking, your tum s owor, The player & your loft than
takes & turn.
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Example 13 shows an aftnck and its outcoms.
. EXAMPLE 13: An Attack
One of yoor Beroos; Doctor Doom altacks kon Man. You foll 5 sttack dco.

mmm.mmmmmmmaunm
numéser of B and rols T defense dice

You roll three siola; ko Man colis one shiok],
Iron Man takes 2 wounds, Piace 2 Wourd Markess on kon Man's
Ay Card,

® ®
®

WAREHDUSE RUIN

The Warehouse Ruin s a barsier that figures can hide behind & profection. The

Warghiuse Fuin has 8 removabée Breakabie Wall Section. Rgures cannol see

mn:ammmma&mm%mn is intact, Ses
1

EXAMPLE 14: Intact Breakable Wall Section
The Bresicsbie Wall Saction: & aitached fo the Warehouse Wall Run,
tharafore o Man doesn't have ciear Ling of Sight to the Abomination

Moving over the Warehouse Ruln: Fguwes am not stowed fo move through
amy Warehousa Ruin tile fpace ootupiod by o Wanehouso Ruin of T Broskabio
‘Wall Section, or move hatwaen sy two Spaces sepamisd by & Warshouse Auin,
This includes moving heough the Warshouse Ruin winoows. However, you may
e, By, swing Ine of U0 a sndar special power to el ovor these.
Warehouss Ruln Upper Floor Level: The Warehowse Rusn Upper Floor
Lirvel ks part of the Wanchousa Ruin, 1 s 9 levels higher Shan (he base of the
Warehoese Ruin Tie.

EXAMPLE 15: Height of the Wareheuse Ruin Upper Floor Level
The Warehonuss fiam Upper Floor Leved has a height of 5.




Only figures can cocupy the fwve hix shaped spaces located on the Warshouss
Ruiin Upper Floor Level, Thesa two spaces are used in the same way &s amy
other spacs, secopt Bal no bie pleces may be bullt dkectly anlo the Warnhouse
Pty Uppetr Floor, Sea Example 16.

EXAMPLE 16: Placing on the Warshouss Ruin Upper Flaor Level

Spidaor-Man and Yonom wse
thelr Swing Lines to reach tha Ties can never be placed on thi
Warehoose Fluin Lipper Floor. ‘Warehouse Auin Upper Floor,

The Breakabla Wall Section: The Breskabis Wall Section of 3 Warshouse
Ruin i 8 destructivle obiect and can ba targeted, destroyed, and removed fram
play.

Targeting the Breakable Wall Section: Instead of choosing a fgure o
Afiack, pizyers may e o Breakable Wall Section as a destnctibie ohject,
Destnuctible objects may be targeted and aftacked much the sams way a figure
is targeted and attacked. To target the Breakable Wall Section, use the hax-
shapéd tilo space thal & Below to determine adjacency, engagement, or Ranga
Saa Exampie 17,

EXAMPLE 17: Targeting & Breakabia Wall Section
Captain America, using his Shisd Thiow Special Attack (flangs 3], b Ling o
Sight 30 the Bregkabin Wk Section and may aftack with & rangs sHock using
e al e spaces beiow the Dredksthe Wail Section to deteming Range.

Aftacking a Breakable Wall Seclion: The Breakable Wall Section may be
Ettacked only by & normal altack, a specil attnck, or by apecial powers hat
oy Causs woonds. Add heighl advaniage wheng appropriate, The Breaknbis
Wall Section may receive wounds the same way thal a figure may ecehe
wounds. The Breakabis Wall Section cannot be targeted or stiacked by special
powans that may "destroy” i in one afiack. See Exampls T8, Amy non-atiacking
player can roll for the Braskabie Wall,

dedpnae dice and any "Strong Delense” as specified on the Ereakable Wl
MMMMMWHMMHMMM
Aippeopriaie ameent of Wound Markers on e Bresikalée Wall Soction Card.
Remember: A figurn with Super Strangth ignores any spacial powers that

mmm o desiructiblo objecls. See page 7.

Destroying a Breakabla Wall Section: The Brealmbie Wi Section has
4 Life il e Breskabie Wall Section recohes 4 wounds, the Breakable Wall
Saction b5 destroyed. Remove the destnoyed Breakable Wall Saction as shown
in Example 15. Figures can now mive oo he spaces previously occupled by
the weall

EXAMPLE 19: Rempving & Breakable Wall Section
Remove the Breaksble Wall Soction by gantly peshing It out fram the inside
of the Warnehouse Ruin and placing it oot of the game.

ENDING A ROUND

Alter the kst player takes his third tum, the rousd 1 over, Move the Round
Marker shvad ong space on the back {if no ona has won yefl. Players than
begin & revw round By placing their Order Markers, then roding for initintive.

ENDING THE BATTLE

Tha Game Scanana sits The Viclory conddions for each game. Howeves, If fhe
{gama fasn'l ended By the time you've pliyed a certain rumber of munds, you may
decide that the player jor side) with the most points wins, Soo So0ring below.

SCORING

I cses whern sCoring te necedssarny, eich playel of L Stores points for
ach Armmy Card with figures still on the battefeld. Scom the kil points Esied
on the Army Caid, even if thans & only onn sundving Squad figure
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GLYPHS

Depending on the Seanerig, the Mysierous llem and ihe Oibject of Power
Ghyphs are placed on fop of battiefield spaces pithar powes-side wp or symbol-
Eide up. Glyphs are stationary uniess othereise stated in @ scenario, When ong
of your Biguees moves oo & Glyph ihat i symbol-sidé up, shop thens and bam
fhe: Glyph power-side Up; The powers direcied by the specific Gameo Scenarie
S That Giyph ke eftect immediaiely, When & Tigure lands on 8 power-sids up
Gtyph, i must stop. Sometimes a Glyph will gmnt temporany powers, whils at
i times § will grant longes-tasting ores.

Mysterious ltem Oibject of Power
Glyph (Artifact) Glyph [Artifact)
The rubes o thia Th rues foe thes
Gyph vary rypih vary Sepanding
on e (Gama o tha Game SCanang
Special Powers

Thae: spacial powar (o powors) of the Bgunes koeps &ach gamo axciling,
chalienging, and unpredictable. Alwiys be aware of the spacial powers of your
Ngures; they can make a big differsnce in your game.

Special Attack Aude: Special aitecks canm never be modified by Gyphs, otfer
‘specinl powers or height advantages.

Attack Dice ang Defianse Mica: Any time an Army Card reders to attsci dice or
telenss dice, uses comie] dice. For example: on Capisim America’s cam i staies
fhat aff friendly figurns that nre adacent ko Capiain Amorica may mil 1 exia
nitinek dia, wnd may noll 1 godra defonss S, Thise Sgeres would roll 1 addiional
comibal die when nalling lor gitack or delense.

Muftipls Targets: When o special atftack targets mone than ona figure, the
Anncker decdes the onder in which the Defender will rell combat dce for sach
attacked figure.

Claar Sight Spaces: Red Skuils Dust-of-Deash mentions “dear sight.” To
detprming clesr sight, uss Red Skaul’s Targat Point. If be can sea any par ol 8
Ngure inot just the Hit Zona within the 3 spaces. it can be afisciad by the
Dust-of- Dk

Note: Somi spectal powers such as Fiying and Leaping, mention water This oy
Eppdes If youl ane using waler 10ITain pisces from 8 Heroscape Master St

Fiying and Overhangs

s shoam here, Irn Man fies out of the overhiang and csto the top, ignafng
v apaces for slevation. Doctor Doom will ol & lsaving engagement dig
sinca Irom Man was engaged before starting his move; Venom will not, becawss
ron Man Mies cwr him without landing. Rofice thal fe aso flios over the
‘Warehouse Ruin. See Example 20,

reference &0 Hero figures; &b Marve! Game St characters: fall under this catpgory.

Simuifansous Special Powers
1 you and &n opponall an g e same Ay Cards with powens that happan
21 th s Time, you must roll the 20-%ded die to see wha Qels to use Tem fre

“5"15 Muﬂlpla Game Sets

Combining two o more Game Gata, gives you more oplions. You can creale a
super-sized battiefield and play with Ay numiber of players, Yoo can "sven up
tha playing fiesd” by having the same Ammy 23 an opponant. You can even boost
tha paint value of your Army, b0 match the bigger batSefeld. But slong with thet
afrn oucrtemant comes o few special nides. .

Team saating and play: If you'rs piaying & team game, IEammates should sif
peet 10 BBch other on cre sida of the Esbis, taeing thair opponentis).

Teammate play the game separakely, bul they can descuss siraiogy, offer
suggestions, and so on. Victory condions for tsems vany wilh he Same
Scemario, but in mos! games they work fogether towand 8 commaon oal

When Drafting an Army:

For o 3 or more player game, players draft their Armies a5 follows:

1. Al players rofl the 20-sided die. A-rofl any bes. Tha highest rolker drafts
firsd, by chocsing one Asmy Cand

2. Thae pikayor 1o the left Shin chotses one Army Cand, and 50 on. Th LSt pleyoer
1oy i choosiss twa Army Cards.

3. Drafting goés back around e talie {reversing direction), Thes last player
[te2 plzyer wiho drafied Arst) choosss bwo Army Cards: The deaft evemes
direction again.

A. 1t @y fma 8 player cannot pick another Ammy Card because choosing
anather Army Card would extéed thi tolal ary poind limA, thad player mast
pass. I you pass, you e complsted your Army.

5. Continue poing bick &d forth around e tble with T tast pliyer in he
chain chocsing bwo Arey Cards and reversing the dralt direction until ail
plargers have completed their Armies.

Roll for inftiative: With 3 or mone players noll the 20-sided dee. The highest
roller takes the: ficst tum, Shen play passes to the left. If thore's @ be for highest
s, Bt Tyire] plpirs re-rok

In cates whene the roll lor infistie s afected by & specinl power o & Giyph,
the porer applies 10 re-molis & well. See Glyphs on left.

Team Scoring: in cases whens sconng s necassary, sach player or 2am
‘Scores points for esch Ammy Cand with figures 53l on the balmlefisdd. Score the
Tull peints fisted on e Anmy Card,

Unique Army Cards: All of the Aty Cirds in th Marvel Game Set are
Uécsz {Inere’s only ane of them)

Il you're combining two sels of Ay Cards, make surn thal 6o player fod
maore than one of the same Linigue Army Card. (For example, your Ay can
include tweo Spider-Man figures.) However, you and Bn opponsnd can bath have
‘T s Ui Army Candish. For axample, you and your opponent can cach
herve one Spider-Man in your ammies

Common Army Cards: These cards ane incloded in expansion sets. Your
Army can include fevo or more of the sams= Coemmaon Ay Card. 1T &0, Soliow
these specal ruins:

You don't keap these figuras saparats (Shat &, keep treck of which Rgures
belang ta which casdy.

When afy figure on your Common Army Card is destroyed, you miy place i
on any malching Amey Card, If you do not have any of these figures destroyed.
M & comman Ay Card already has a destroved figure on it, you must I up
that cand first. before placing the destroyoed figure on em empty card.

Marking your figures: H you are playing with multiphe sets, you mey want io use
o permnanent marer o initinl the underside of your Nigunes' bases.




Battlefield & Game Saérins

Battiefield Key

The graph below shows the typa and color of sach e, A3 you bulld your batsiefield, notice the canter colors and border colors, 50 you'll know which ones fo uss.

BATTLEFIELD KEY inotice center and border colors)

A GRASS CONCRETE | ASPHALT
B s oot green cenlers | light gray centers | - dark gray centers
7 space
purple borders
double space
Ll L GG
single space
o © © *
warehouse ruin
gt grear bondsrs e "'k
I i plece iz show it 8
Eatiofk? ok, plies M Bt
Whhousss fluin, and e
skt Wl Seciin unkiss
specied dffernntl in your
chasen
Th Tiles The Glyphs
The hex-shaped Hes come in various szes and coiors. You'l ink In the hattiehekd diagrams, Glyphs s represanted by their key loters.
them and stack them, &s shown on the following pages, fo bulld your Wihen you Build 3 batiefield that inciases Glypis, follow the Giyoh Key
batBefields, The isitrutions boiow show how ko link and stack tham. el 1o see which ones fo use.

GLYPH KEY

Piaced SymboliSde Up:

Precod Povesr-Sioe Upe

DBJECT OF POWER | <1°

MYSTERIOUS TEM




Genotech Battlefield and Scenarios

Genotech Battlefield

(Fannfsch & 3 subsictany of Stk Enlamriies wiie i sached
e e Gty i Fusiings, Oueens. Ganalech wovks fowars the
battvmont of maniing, by sfuding dystuncbions willin dhe fumay
penoms, ang penstically sfacing fem

Genotech Scenarios

Player 1
(3] Cartain Avrmsics
@ (5 oy bt

Player 2
) Cocior Doom
B e dormraton

s @
o o -

BASIC GAME

Avengers Assemble!

(2 players)

Captait Amanca ana his dskimy New Avongars ane auf do fry and siop
Doctor Coom and his ootk fovr sfealing o panetic malenad i can
be wised It mapket 39 (eolinany’ Auman o 2 penabic supaf-being.

Goal: Destroy all of your appanent’s figures.
Selup: Place the figurs where shown
Victory: When the otfer playes bas na figures ot on the battiefisid,

MASTER GAME
Theft At Stark Enterprises
(2 players)

Stack Enfarpvizes & 4 wall known weapons mmLdaciemy, wilh
oy of millany comiacty froughoul ine Lining Sialas povermaen
Information on @ fog secrel iweRoons fjatem fas s boan faked

o v proces. 1LY dNe Rncnivlecige Jeakod. S B My D

i williaing itiacking and gurding dorerss of Stk Emeyprises’
Warafouses gnd Resaarel Facilites

BGoal: Word's out that an innovathm new weapons system could
revtlutionize the way we do war, Gather o band of allies o iake
of guard the Stark Ertorpeises” Warehouse whern B top seonel
waapons sysiem is nomored io be.

Setup: Each player drafts of brings a pre-made § 200-point sy,

(ne player starts in the md starting zone; the other player starss in
the blue stariing zona.
Victory: i you destroy 8l of your cpponant’s figeres or are the only

plryer with af least ane figure on any oranpe concrate the space al
th end of round 5 or ot the and of any round theroaflor, you win,

ROUND
MARKER
TRACE,




MASTER GAME
wimen Escalating Battle
TRACK. (2 players)
During a0 atiack o Genolech Labs, 5 sy ko device iras
aciiyaterd wech heals deings from the most severe woong, Rolding
danin Linforiamaedy for st § has a short balten

Boal: Destroy all of your appanent's figures.

Setup: Turm the Dtject of Power Gyph and the Mysterous fem Giyph
mm‘ up, SN them, Ben place them on the spaces marked
k4

Each player drafts o brings a pre-made 1 200-point army.

Ona player starts in the red starting fone; the oiher player stars in
the blue starting zone.

Special Rufes: At the begining of svery round, bafors placing
Oeter Markers, both players rofl & 20-sided die. The player wha

rolts Bt highes? will roll first in afempt o revive their présously
desinoyed ligures in this batlle, Roll @ -sided die for each previously
destroyed figure. if you roll & 16 or higher for a figurs, place A on amy
uncccupied space along the edge of the betiielisd and remove ol
Wound Markers from hal figure's cand.

11 o pilyier’s Rigure i skanding on the Dbwect of Power Gyph of the
baginning of & round, that plyor onty ks bo rolf & 14 or higher to
mm:mmmmmu} 0wl

H a player's Tigune & standing on the Mystenous liem Biyph, all igures
that player contols ol one less dofonse dis.

Victory; When the other player s no figures [2ft on e battiefield
you win. If the battie reaches the end of round B, then the game i
over and the player wish the most igures on the Batiiefickd wins. I1
Théte i a e, tho plier with tho mos! points on the battisfistd wing.
(5o Scoring on page 14.)

MASTER GAME
Hulk Mad!

(2 players)

Or Bruce Banner has e ying lo find @ cove o Als Aveviiess mge
for poarn. Toay Sterk, of Stk Enbiviises, wolunieares Genmech, one
of s wamy science iaciiliag, (o help O, Baaner el rid of s angry
couralipaant. I it work. Mlovr e dacrodiiie el & amgry and
deatroyry oV iy his pat!

Player 1's Gonl: You, as the Increditds Hutk must try %o destroy all
of Player 2's figuisd,

Player 25 Goak Avold the incredible Holc while sssrching theough
the Warehousa Auin for & Sleeping Agent i pul the creature 1o sieep,

Setup: Place e incredibis Hulk whene shown.

Place the Myssenous fiem Glyph (Sieeping Agent] where shown,
Player 1 may only use the Inomdible Hull. Payer 2 brings 2 pre-made
1250-point amy made up of oy uniqus heroes. Sitver Surler and e
Incriditie Hulk may not ba chosen by Player 2 for Bis Sconaria.
Player 2 starts in the red starling rones.

Glyph on the adgacent
figure’s Ammy Card, that figure hmnmdhmm

M & figure Bl controls Bhe Sieeping Agent takes o wound of &
desiroyed, Player | places the Skeeping Agent on any smpty, non-
adjacent, same level space thal is within 5 spaces of the destroyed
or wounded Boure, The Sieping Agen mest lzed wishin ciear Ling of
Sigft of the Increcibie Hulk,

The Incredidis Hulk mary never receive a wound, unkess e liguns
wounding him has contrl of the Slesping Agrnl.

Specinl Powers that instanlly destroy Tigunis from the hattiafiskd
of perranently take confrol of the Hulk may ool be esed on the
incredibile Halk,

The Incredibla Hulk misst attack & figur or Breakable Wl Section on
his kum B possibie,

Hote: Piayer 1 may have o chailenge winning this scerarial
Victory: When the ather player has no figures leff on the batseSeid,
you win. If the batthe reaches the end of rund 12, then the game |s
over and Player 1 wins.




Tribeca Labs Battlefield

A il Kndiee! inotasinal marsfouse Resind i Tribaca, many of
Sark Friarpeives”’ wenon shpvminits pass thooph e sie dally,
Frigtuanpd residanty fave wsoed condern pivud ow closs & maer
wmapoves anufachme i &0 M residandal areas md My have
Inbbipd e goeenrrmnr fv @ mone suitebve site. Tony Stanc CED
of Stark Enfarprises, has made o prmisg o svel [Te narehouse
Immemtely ang bl @ park o its fordiion

L

Tribeca Labs Scenarios
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BASIC GAME
Mayhem in Manhattan!
(2 players)

Sevms B pyery il ang hero iy popoing oul of the woodmn:
Taks joor supar fnam and desbmy e o, Show B who's host

Goal: Destroy 0l of your opponent’s figures.
Sefup: Pace the figures whene showm.
Remave the Breskabis Wall Saction from the battiefiekd.

Viclory: When thi oiher player has no figures 2fl on the batefieid,

ol win,
Player 1
® oy
&) von an
[2} S oy
(5) e S
(2) cssciesm it
a Player 2
W bocioe Boom
] ‘ B e Abcrrmanon
:»mrn
e
BASIC GAME
Heroes, Villains, Friends and Foes
{2 players)

Wi hatst haadt f i For Sidcler -Alam ever son e manger & Etioie
Brock ard e aian symbiod, Uinkoky B o, e (s chogen
i Tight w9 ol of Tidacar LAGE, 0 pAcH inféne Spvoer-Ran was
sehndlie fo st e fal Avengens. Forunadedy for Wenom, he
fan mnae Bn gopoimbmiant with sorme wWWilious sesocmie e

Goal: Destroy i of your opponant’s figunes.
Satup: Pinca the Bgwes whan showm.
FRemowe the Breakabis Wikl Saction from the baftiefisls.

Wictory: When the athar player has no figures el on the bafticficd,
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MASTER GAME

roukn A Very Mad Genius
TRacy, |2 players)

Fomelimes oven hwo genicied utve e Same ider at e sime fme
Iminriunafaly, Vickor Voo Doam coesn T soe coingidences whan if
oomes I sckenlie discovery, Ooclor Deom has sssembied a grous of
wiltaing o atieck the uliting whane Stirk Ememries has deveinped i
T AER f 3 povwer- BTG ekl

iGoal: Deatroy all of your opponent’s figures.

Selup: Place the Mysterious Bem and Object of Povsr Gyphs powes-
siie up whers shimm

Piayers seisct rom e pre-made armies Bsted Below by rofing a 20-
fotlowed by the other player.

Mgy 1| consists of ron Man, Spider-Man, Capiain Amedica, the
Incredsbée Hulk and Sitver Surfer and starts in Bhe blus saming ronea.
ey 2 coneists of Thanos, Doctor Doom, Red Skull, ths Abomination,
and Venom and stans in the red starting ones.

Special Rules: Thanos” Rejocied by Death power does not work in
s Scenarin

The Giypihs nipresent Amelets. When @ figune tands on an Amwed, il
glops s movement and picks i up (place the Giyph on the Nigure's
cand). The figure is now camying that Amulst, A SQuie may camy mon
than one Amulat. A figure may move whils carmying an Amadat. A figure
may ok piss an Amulol ko anather figura,

Whaen @ figurn with an Amulet another figare, ke he
destroyed Bgure's Ay Card and place it near the Amulet-carmier's
Ay Cand, O Tubure funs, the Amulel-carmipr may use the destroyed
figura's powers in addition 0 /s own. An Amulst-cammier may use all the
poswers of ol the figures i has destroyed.

If & figure destoys an Amulet-camier, I tskes tha Amulet plus 51 the
ey Cands (and special powens) collected by the provious Amulet-
i Thee e Amulel-carrher miny starl using these powers starfing
on s mext fum

Victory: When he ather ptayer has no figures keft on the batfiefield
youl win IF the baftle neaches (e end of round 8, then The game i ovwer
and fha player with the most figures on the battleliakl wins. I thers

5 & Te, ha phayor with the most points an the battiefiekd wins. Ses
Scoring on page 14}

CHECK OUT DUR  wisit www. HEROSCAPE.com

J WEBSITE!
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MASTER GAME
Clash on the Streets

(2 players)

Orce agein, hacsome of e arrogence of Tony Sk, e nol-so-secrel
haviling faciity in Stank Enfarprises’ Tribaca Labs is wader affock

Tha il semm fn b mfine @ grewty movsipuatiting cevice Evkon in @
oo badtle wilh the Avemgers. Who koows why fhey waiit f Baok?
Vo only koo thaf they e De Slopoed ok,
Player 1's Goal: Prevent Player 2 feom camying the stolen Divice off

thay ned of he batticlied.

Player 2's Goal: Break intn Tribeca Lzbs sne carry the siolan Device

off the end of the talfefisd.

Setup: Pace he Mysteroes lism Ghyph ([Devica) power-sida up
whiane shown

(Ol Unigu Heroes can be played.

PPiayer 1 drafts or brings a pre-made 530-point sy end Player 2 dimils
o brings & pr-rrade T30-painl arey.

[Piayer 1 starts in te rod starting cone; Plaryer 2 stars in the biuo
staring o,

Special Rules: When a figum lands on the Devics it mest pick up the
IDevice and end its movemont. Pul the Glyph on that Rgures card. I S
figure camying the Devica & destroyend, place the Devoe on P space
wifiert the figute was destroyed.

WWtide camying the Disdce @ figorn mary ondy use e normal movement.
Vi Fiying, Lisaping, Swing Line, Hyper Speed 5, or similar spacial power
can be used by the figure canmying P Device.

Any Bgure caryieg the Device subitrcts 2 from s nomal movement.

i Tigure holding M Dievicn can s i o any adicont figure you confrol af
The end of any tum by placing the Gyph on the sfacent figare's Army Cand
Figuries may onfy wss thelr roomal movemant wail starting from or maving
ko an orange marked 5pace. Mo Fying, Leaping, Swing Ling, Hyper
Speed 5 or similar specisl powens can be usad by figures on the oranga
marked spaces.

Onez a Bgure has reachod B Exit Zong spaces, B figure 12 tzkon o of
plary and is removed feom the board. Exit Tone spaces are mirked- €
Victory: Payer 1 wins if ot least one of Payer 25 igures nas not odled
= baltiafield carrying the Device by e end of ound 5, or when Player
2 has no figures ieft on the battiefeid. Payer 2 wing when a gqure hefibe
corirmly has reached and edied any space waikin (he Exit Zone fwhil
mhﬂmm mwmuuuurma
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