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AMULET OF DAMBALLAH - ZOMBIE CONTROL - EQUIPMENT GLYPH . . ) .
After revealing an Order Marker on this figure's card and takmg]_a turn with this figure, if you did not take a turn with anK other figure, ¥1ou may choose any
Unique Hero figure with the Damballah Control special power. Take temporary control of that Hero and immediately take a turn with the chosen Hero. At'the
end of that turn, control of the chosen Hero returns to the player who controlled the Hero before this glyph was used. All Order Markers that were on the
chosen Herao's card will stay on the card.
BIFROST - START ZONE RETURN - PERMANENT GLYPH . ) . . . .
When one of your figures stops here, you must immediately place that figure on any empty space in your Start Zone, if possible. Figures moved by this
Glg%h will not'take any leavin enﬁa‘%ement attacks.
BOOM TUBE - TELEPORTATIO - PERMANENT GLYPH . . ] . _
When one of your flg%ures stops here, you may immediately move that figure to any emPty space within 10 spaces of the glyph. If the figure occupying this
%I ph is engaged before teleporting, the figuré will not take any leaving er&a ement attacks.

SKET NCIENT WINTERS - HEAVY SNOW, SLIPPERY ICE - PERMANENT GLYPH , _
All land spaces on the battlefield are considered Heavy Snow instead of their normal terrain types, and all non-land spaces on the battlefield are considered
Slg)ger Ice instead of their normal terrain types. Ladder rurm are not affected by this glyph.
COSMIC CONTROL ROD - AUTOMATIC WOUND - EQUIPMENT GLYPH . o . . o . o
After moving and before attacking you may choose an opponent’s figure within 4 clear sight spaces of this fl%ure. Roll the 20-sided die. If this figure is Annihi-
lus, add 2 to the roll. If you roll: 1-4; this figure receives a wound. 5-19, the chosen figure receives a wound. 20 or higher, the chosen figure receives 2

wounds.

COSMIC CUBE - ORDER MARKER, WOUND MARKER, AND FIGURE DISPLACEMENT - EQUIPMENT GLYPH . .

After moving and before attacking, you may choose either the figure equipped with this GWPh or any figure within 4 clear sq_{ﬂ spaces. You may either: Move
any 1 unrevealed Order Marker at random on the chosen figure's card to any other card in that figure's army that is in play; Remove one Wound Marker from
the chosen.flgsure's card and choose any figure within 10 clear sight spaces 1o receive a wound; or Place the chosen figure on any empty space on the bat-
tlefield within 3 spaces of its or;ﬁ:na! placement. The figure moved by this Glyph will not take any leaving engagement attacks. Immediately after using this
Glggh if the figure e%wpged with this Glyph is not a Ruthless Mastermind, it receives 1 wound.

COSMIC SHIELDING - SPECIAL DEFENSE +2 - PERMANENT GLYPH . ]

All unique heroes you control roll 2 extra defense dice against Special Attacks. When a Unique Hero you control receives one or more wounds from a spe-
cial attack, that figure receives one additional wound.

E-RAY - GORILLA GUN - EQUIPMENT GLYPH . S . .

When this glyph comes into play, place 3 brown Gorilla Markers on this card. Instead of attacking with this figure, you may choose a figure within 5 clear

sight spaces. Roll the 20-sided die. If you roll 12 or higher, the chosen figure receives a wound and you may Flace or remove a Gorilla'Marker on its card. If
a Unigue Hero that is not an Android has a Gorilla Marker on its card, the Hero's species is Simian, instead of what is listed on the card.

EXPERIMENTAL MEDICINE - HEAL - EQUIPMENT GLYPH . . . o

After revealing an Order Marker on this %ure’s Army Card and before taking a turn, dyou may roll the 20-sided die. If you roll 1-7, destroy this figure. If you
roll 8 or h|%her }/ou maé remove up to 4 Wound Markers from this figure’s Army Card.

FEAR GAS - -2 ATTACK - PERMANENT GLYPH . o . o . . .

All figures on or within 2 spaces of this Glyph roll 2 fewer attack dice to a minimum of 1 die, even while this Gléph is unoccugled. Androids, Constructs, and
figures with an Insane personality are not affected by this Glyph. At the end of the round, if the Glyph of Fear Gas is on the battlefield, remove it from the

ame.
SIlH.E GIFT OF ATLANTIS - WATER MOVEMENT - EQUIPMENT GLYPH .
A figure carrying this glyph does not have to stop its movement when entering water spaces and cannot be targeted for a normal attack by a non-adjacent
figure while occu Klm a water S_Pace.

EEN KRYPTONITE - KRYPTONIAN WEAKNESS - EQUIPMENT GLYPH . o . .
When a Kryptonian moves into this glyph, it receives 1 wound. A Kryptonian figure equipped with this glyph, or within 3 spaces of this glyph, rolls 2 fewer
attack and defense dice and cannot use any special power on its Army Card.
HELM OF INVISIBILITY - PHANTOM WALK - EQUIPMENT GLYPH™
This figure can move through all flgGures and is never attacked when IeavacI; an engagement.
INFINITY GAUNTLET - INFINITY GEM CONTROL - EQUIPMENT GLYPH , . o _ , ' , _
This figure may also equip Infinity Equipment GIIyp.hs. When an Infinity Equipment Glyph is equipped by this figure, this glyph immediately gains the special
powers of the Infinity Equipment Glyph and the Infinity Equipment Glyph is destroyed. This glyph canndt be chosen for any special power on any Army Card
or glyph and cannot be removed from the card of this figure by any special poweron an¥ Army Card or gl tph unless it would be lost by this figure receiving
wounds or being destroyed. If this figure would lose this glyph by receiving wounds, roll the 20-sided die. If you roll 7 or higher, this figure does not lose a

lyph this turn.
m/I.PINITY: MIND GEM - MENTAL SHIELD / ORDER MARKER REVEAL - EQUIPMENT GLYPH o o
This figure gains the Mental Shield special power. An opponent may never take temporary or permanent control of this figure. If %)u lose initiative and there
is at least one Order Marker on this figure's Army Card, you may choose an opponent. The chosen opponent must show you all Order Markers on Army
Cards that o%ponent controls.
INFINITY: POWER GEM - 2 ATTACK, SUPER STRENGTH - EQUIPMENT GLYPH o , ,
Add 2 additional attack dice when this figure attacks an a%acent figure with a normal attack. This figure also gains the Super Strength special power.
INFINITY: REALITY GEM - ORDER MARKER REARRANGE - EQUIPMENT GLYPH
Before taking a turn with this figure, you may move any one unrevealed Order Marker on one R/Ilayer's card to another card that player controls. You may not
lace Order Markers on any cards naot in I:\:m)‘ and you may never reveal an opponent's Order Marker when using the Reality Gem.
NFINITY: SOUL GEM - UNNATURAL REVIVAL - EQUIPMENT GLYPH _ , , _
Anytime this figure destroys a figure that is not an Android with a normal or special attack, you may place that Egure on this card. Figures may not be re-
moved from this card excépt by this Glyph. After attacking with this figure, you may place a fﬁ]ure rom this card onto any emp\tXls ace within'd clear sight
spaces of this figure. Inmediafely make a normal attack with the placed figure, then remove the placed figure from the game.
the battlefield, all of its special Eowers are negated and it is not atfected by any other special powers on any other card.
INFINITY: SPACE GEM - TELEPORTATION - EQUIPMENT GLYPH - . o o .
Instead of takln% a turn with this figure, you may choose up to two figures within 2 clear sight spaces of this figure and place this figure on any unoccupied
space ontth(tet baktlefleld. After placing this figure, place the chosen figures adjacent to this figure. Figures moved by this Glyph will hot take any leaving en-
agement attacks.
ﬂ\IEINITY: TIME GEM - ADDITIONAL TURN - EQUIPMENT GLYPH .
After revealing a numbered Order Marker and taking your turn, before any other player takes a turn, you may reveal an "X" Order Marker on the card of this
figure and take an immediate turn with this f_ﬁure.
LATVERIAN LIFE SPELL - LIFE PROTECTION - EQUIPMENT GLYPH o . .
When this figure receives enough wounds to be destrca/ed, toll the 20-sided die before removing this figure. If you roll 15 or higher, ignore any wounds.
LAZARUS PIT - FULL HEARING - TEMPRARY GLYPH .
When a Unl_?ue Hero stoEs here, remove all Wound Markers and Order Markers from its Army Card.
LOOT - ARTIFACT - PERMANENT GLYPH _
The rules for this Glyph vary, depending on the game scenario.

hile the placed figure is on



MAKLUAN MATTER RINGS - IGNORE TERRAIN EFFECTS - EQUIPMENT GLYPH . .
This figure never rolls for molten lava damage or lava field damage and does not have to stop in molten lava spaces or water spaces. Slippery Ice and
Heavz Snow only count as 1 space when movm_c|1.
MAKLUAN ENERGY RINGS - ENERGY BLAST - EQUIPMENT GLYPH ) . .
After taking a turn with this figure, you mag choose a figure within 4 clear sight spaces. Roll the 20-sided die. If you roll 1-6, nothing ha%)ens. If you roll 7-12,
the chosen figure receives one wound and you may choose one figure adjacent to the chosen figure to receive one wound. If you roll 13-18, the chosen fig-
ure recgwes vgjo wounds and each figure within 2 clear sight spaces of the chosen figure receives one wound. If you roll 19 or higher, the chosen figure re-
ceives 3 wounds.
This figure is not affected by the Glyﬁh of Makluan Energ Ri%s.
MAKLUAN ELECTROMAGNETIC RINGS - MAGNETIC' MOVEMENT - EQUIPMENT GLYPH . o
After moving and before attacking with this f|cf;ure, you may either choose this figure or a f|Pure within 3 clear sight spaces of this figure. Place the chosen
fiqure on any empty space within 3 spaces of its orﬁ;énal placement. The chosen figure will'not take any leaving engagement attacks.
STERIOUS ARTIFACT - ARTIFACT - PERMANENT GLYPH

The rules for this gléph va%de ending on the Game Scenario.
NEGA-BANDS - COSMIC POWERS - EQUIPMENT GLYPH . . . o o
Add one to this figure's Attack number. This figure also gains the Flying and Super Stren%th special powers. After taking a turn with this figure, if this figure
does not have the Neglqa-Bands special power Flace one Wound Marker on its Army Card.
NEUTRALIZER - MUTANT NEGATION - EQUIPMENT GLYPH . S
When this gIXph comes into play, place a gray Neutralizer Marker on this card. Instead of attackm? with this figure, you may choose an opponent’s Mutant
Hero within 4 clear sight spaces and roll the 20-sided die. If you roll 12 or higher, remove the Neutralizer Marker from this card and place it on the chosen
hero’s card. A figure with a Neutralizer Marker on its card cannot use any special powers for the remainder of the round. At the end of each round, return the
Neutralizer Marker to this card.
ORANGE CENTRAL POWER BATTERY - AVARICE AFFLICTION - EQUIPMENT GLYPH . . .
After moving_normally and before attacking, you must roll one unblockable attack die against each adjacent figure that has one or more glyphs equipped.
PROBABILITY MANIPULATOR - DICE RE-ROLL - EQUIPMENT GLYPH
When this f|%1re rolls attack or defense dice, you may re-roll all the dice once.
QUANTUM BANDS - ATTACK +2, FLYING, SUPER STRENGTH - EQUIPMENT GLYPH o .
Add 2 to this figure's Attack number. This figure also %ams the FIymgjand Super Strength special Sowers. When this figure attacks with a normal attack, all
blanks rolled count as extra skulls. After attacking with this figure, if this figure does not have the Quantum Bands special power, this figure receives one
wound for each blank rolled in the attack.
REINFORCEMENTS - COMMON SQUAD REVIVE - TEMPORARY GLYPH ' . ' _
You may immediately place up to 3 fl%#res from the same Common Squad you control that were previously destroyed, adjacent to the figure on this Glyph. If
there are no empéy adﬁacent spaces, the Reinforcement power cannot be used.
REPLICATOR - GLYPH REPLICATION - EQUIPMENT GLYPH . - . . .
Before taking a turn with this figure, you may choose an e%wpm_ent Ié/ph on the card of a.ﬂ%_ure within 4 clear sight spaces or an equipment glyph that is
power-side up within 4 spaces of this figure. Roll the 20-sided die, a |ngf4 to the roll if this Tigure is a Scientist, Inventor, or has a Brilliant personality. If you
roll 8 or higher, this %IERI has all the special powers of the chosen glyphTor the remainder of this figure's turn.
SHIELD BELT - DEFENSE ROLL AVERSION - EQUIPMENT GLYPH _ . ' ,
When this figure is attacked and at least one skull is rolled, you may roll the 20-sided die. If you roll 1-9, destroy this glyph and roll defense dice normally. If
gou roll 10 or higher, this figure takes no damag(';e.

HRINKING RAY GUN - REDUCE ATTACK & SIZE - EQUIPMENT GLYPH . . . i
After this fugre takes a turn, you may choose any figure within 4 clear sight spaces. Roll the 20-sided die. If you roll 4 or higher, the chosen figure rolls 2
fewer attack dice and loses its size and height for the duration of the round. Instead, it has the size and height of Tiny 1. When the chosen figure moves, it
will not take an‘y"le-:‘avmls;I eR&aﬁement attacks. Common figures that are affected by this glyph are destroyed.
SMILEX - TRAP - EQUIPMENT GLYPH ' , _ , S ) ' _
When one of your figures stops her or moves into en%a(lgement with a figure equipped with this Glyph, roll the 20-sided die. If dyou roll 1-6, nothing happens. 7
-16, remove all Order Markers from the figure’s card. Your turn immediately ends. 17-20, destroy that figure. Your turn immediately ends. Only figures with
the Insane personali\tﬁ mag e%ulép this Glgﬁnh. Insane fllgéjres are not affected by the Smilex power.
SUPER SPEED - UNIQUE HERO MOVEMENT +2 - PERMANENT GLYPH ° _ _
For each Unigue Hero you control. add 2 to their Move number. Do not use this power when moving off this Glyph.
TEAM UP - UNIQUE HERO BONDING - PERMANENT GLYPH S ) . . .
After revealing an Order Marker on the card of the Unique Hero occupying this gle/ph, before taking a turn with that Hero or using other special powers on
ar&Arrrg Card or GIa/EhTyou may first take a turn with an{nUnlgi_ue Hero you confrol within 8 cleat sight spaces of the figure occupying this glyph.
TELEPORTATION BELT - TELEPORTATION 3 - EQUIPMENT GLYPH o o o
After mova this figure normally, you may choose any empty space within 3 spaces of this figure. Place this figure on the chosen space. When this figure
starts to Teleport it will not take any leavin en?ggement attacks. This figure cannot loose this Glyph by receiving wounds.
TEMPORAL DISPLACEMENT - POSITION DISPLACEMENT - PERMANENT GLYPH _ , , .
When one of your figures ends its move here, you may choose 1 small or medium figure within 4 clear sg\ht spaces of the flﬁ]ure occupying this glyph. Place
the chosen figure on an unoccupied space within 4 clear sight spaces of the figure occupying this glyph. A figure moved by the Glyph of Temporal Displace-
ment will not take any leaving erll__:%a ement attacks.
TIME BOMB - EXPLOSION - PERMANENT GLYPH , _ o _ ,
When one of your figures stops here, the Time Bomb is activated and remains activated until it is removed. After the Time Bomb has been activated, you
must immediately roll the 20-sided die. Continue to roll the 20-sided die every time an Order Marker is revealed. If you roll; 1, all ﬂ% res within 3 spaceés of
this Glyph receive 6 wounds. Remove this Glyph. 2-3 all figures within 3 spaces of this glyph receive 2 wounds. Reémove this Glyph. 4-19, nothing happens.
20, the Time Bomb has been deactivated. Remove this G(Igﬁh.
UTILITY: BAT-GRAPPLE - SWINGING MOVEMENT - EQUIPMENT GLYPH _ ,
Instead of its normal move, this figure may use Bat-Grapple if it is tiny, small, or medium. Bat-Grapple has a move of 3. When counting spaces for Bat-
Grapple, ignore elevations. This figure may grapple over water without stopping, grapple over figures without becoming engaged, and 8rapple over obstacles
such as ruins. This figure may not Bat-Grapple more than 30 levels up or down In a single Bat-Grapple. When this figure sfarts to Bat-Grapple, it will not take
ar_lly leavin engsaﬁement attacks.
UTILITY; BAT SHURIKEN - RANGED ATTACKS - EQUIPMENT GLYPH _ _
When this figure attacks with a normal attack, you may change the Range number on its Army Card to 5 and the Attack number on its Army Card to 2. After
attacking normally with this Equipment Glyph, if this figure is‘a Vigilante with the Driven personality, this figure may attack 2 additional time$ with this Equip-

ment Glyph.

UTILIT :pFIR_ST AID KIT - INSTANT HEALING - EQUIPMENT GLYPH o

Instead of taklnﬂa turn with this figure |¥0u m%destro this ﬁ\lxph to remove a Wound Marker from this figure's Army Card.

UTILITY: INFRARED GOGGLES - DEFENSIVE COVER ELIMINATION - EQUIPMENT GLYPH . B .

When this figure attacks a figure on a Shadow Tile or adjacent to a Jungle Piece, the defending figure does not receive any additional defense dice for the
Shadow Tile or JunRIIe Piece.

UTILITY: KRYPTONITE GAUNTLETS - KRYPTONIAN DEFENSE REDUCTION - EQUIPMENT GLYPH _

When this f|8ure attacks an adjacent Kryptonian flﬁlure with a normal attack, the defending Kryptonian rolls 3 fewer defense dice.

UTILITY: POLICE SCANNER - REACTIONARY MOVEMENT - EQUIPMENT GLYPH o o '
Any time an Order Marker is revealed on a Lawman Army Card, you may immediately move this figure up to 4 spaces. When this figure starts to move with
this special |elower, it will take any leaving en%a ement aftacks.

UTILITY: SMOKE PELLET - CONCEAL - EQUIPMENT GLYPH . o ) .
When this figure or any figure adjacent to this figure is targeted for a normal attack, you may destroy this glyph. If you do, this f|gsure and all friendly figures
adjacent to this figure have no visible hit zones or the remainder of the attacking figure's turn and may immediately move up to'3 spaces each. During this
move, they will not take any leaving engagement attacks.



