GREETINGS, TRUE BELIEVERSY TODAY'S INSTALLMENT IS A LITTLE DITTY WE RE CALLING:

SIRIGRURIE AL AMES

TEAMS BEFORE PLAYING, BUTILD YOUR TEAM.

POINT VALUE - yOUR TEAM SHOULD BE ABOUT THE SAME

VALUE AS YOUR OPPONENTS. PICK A POINT TOTAL FOR THE GAME
AND ADPD THE POINT VALUE OF EACH OF YOUR CHARACTERS.

>

= POINTS NamEp | GENERIC | NamEp | GENERIC
THEME TEAMS ZF NEEDED | NEEDED PC PC
EVERY CHARACTER HAS ONE
SHARED KEYWORD AND You 100-300 | 2+ 3+ 2 7

HAVE THE MINIMUM NUMBER

OF CHARACTERS, YOU GET
BENEFITS. THERE ARE TWO 607-900 | 6+ 9+ 6 3

KINDS OF THEME TEAMS,
NAMED AND GENERIC. FOR THEME TEAMS, ADD THE NUMBER
OF FIGURES TO YOUR RoLL OFF. |—/

rve BEGINNING RoLL OFF! .

” EACH ROLL 2 DICE, AND ADD THEME BONUS HIGH
OF TNE G‘ E RoLL P1Ccks Map, OTHER PLAYER PICKS

STARTING AREA CPURPLE LINED AREA AT EDGED.
H1GH ROLL TAKES FIRST TURN.

307-600 | 4+ (Za

B

PLACE FIGURES

PUT YOUR WHOLE TEAM PLAC)f OBJECTSV _——
ARD, 3 OBJECTS. YOU MUST HA
STARTING INSIDE OF P(L&iiow RINGED), ONE HEAvY CREDD AND A
sm%ﬁﬁéﬁ%g & THIRD OF EITHER TYPE, OR IMMOBILE CBLUE)D.
g SPECIAL OBJECTS CGEAR SYMBOL) MUST BE 5%
: SQUARES FROM STARTING AREAS.

CHECK BEGINNING OF

GAamME EFFEcTs! ACTION TOTAL

LOOK THROUGH TRAITS FOR EVERY 100 POINTS OF YOUR TEAM
CMARKED WITH ) AND FEATS BUTILD, YOU CAN TAKE ] ACTION PER
TURN. CI.E. 300 PTS, 3 ACTIONS.)D

€ |
TNE § TAR T or % RoLL A DIEL FEOARDEif//s c{:ﬁ: Jorg
ACTE.
TNE T”R ” LEADERSHIP. ON 4 5 Or 6, REMOVER A"’r%m
FROM AN ADJACENT FRIENDLY, LOWER-POINT

CHARACTER. ALSO, GAIN AN ADPDITIONAL ACTION.

FREE ACTIONS -
ECK SPECIAL POWERS
F%ZE ACTIONS THAT TAKE PLACE o,

HE TURN
AT THE BEGINNING OF T DEAL 1 DAMAGE TO EacH
L ADPJACENT OPPOSING CHARACTER.
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GIVING THE FUNDAMENTAL MECHANISM OF
ACTIONS HEROCLIX IS GIVING ACTIONS.

Arrack

ACTION
CAN BE RANGED
OR CLOSE*

FPOWER

ACTION
ONLY ACTIVATES
POWERS AND
ABILITIES.

FREE ACTTONS )
TAKE PLACE ONCE A TURN, AT ANY

XSEE ANATOMY OF AN ATTACK ON
CLIXLII.TUMBLR.COM/ LEARNING

) THESE FOUR TYPES OF ACTIONS
- (74
ngo,e %r:,f Ogg,\r,’;o,ﬁ"jfﬂc’;‘}gﬁ ACTIVATE ALL THE POWERS, ABILITTES,
TOKEN ON YOUR CHARACTER TRAITS, AND FEATS IN THE GAME.

CHECK THE FPAC 7O SEE WHICH POWERS
0 KEY OFF WHICH TYPES OF ACTIONS.
ACTION

(" AFTER GIVING A CHARACTER A NON-FREE )
TOKENS ACTION, PLACE AN ACTION TOKEN ON THEM. IF
"\ I7'S THEIR SECOND ACTION TOKEN, DEAL THEM A
Cg;ff %Egi,‘;‘:,'v \_ CLICK OF UNAVOIDABLE "PUSHING DAMAGE’.

ACTIONS IF THEY
HAVE 1 OR O ACTION | ( MANY PEOPLE FIND IT HELPFUL TO HAYE TWO

TOKENS. ) | KINDS OF TOKENS AND ALTERNATE B8Y TURNS.
THIS HELPS KEEP CLEAR WHICH CHARACTERS

PUSHING DAMAGE.

‘ng’?ﬂéﬁ%ﬂ rowT i HAVE TAKEN ACTIONS THIS TURN.

)

FPROBABILITY CONTROL
PoOINTS | NAMED | GENERIC

IS A POWER THAT ALLOWS YOU TO REROLL DICE. ON PC PC
YOUR TURN, YOU CAN REROLL YOUR ROLLS, ON

YOUR OPPONENT'S TURN, YOU CAN REROLL THEIRS. | |700-300|2 7

IT'S ONCE PER TURN, PER CHARACTER WITH THE POWER. | |307-e00 |4 2

THEME TEAMS CAN GIVE A CHARACTER ON THE TEAM A
POWER ACTION TO USE PROBABILITY CONTROL, A 601-900 |é 3

NUMBER OF TIMES SHOWN IN THE TABLE.

FREE ACTIONS

CHECK FOR ANY FREE ACTIONS
WHICH TAKE PLACE AT END OF TURN.

WHEN ONE PLAYER CONTROLS ALL FIGURES ON THE
BOARD, THEY WIN. ITF TIME RUNS OUT, THE PLAYER wWHO
KO D THE MOST POINTS OF CHARACTERS WINS.
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