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HEROCLIX:

RULES

HeroClix® is a fabletop game

that uses miniature figures called
characters to simulate combat
between comic book heroes and
villains. A character’s dial tracks its
health and powers.

OBJECT OF THE GAME
Gain 5 knockout (KO) points

by defeating your opponent’s
characters.

BUILD YOUR TEAM

Before play begins, each player
builds a team of starting
characters and reinforcements,
along with their character cards.
Each player must also bring fwo
HeroClix maps to play on and fwo
six-sided dice (d6).

CHARACTERS

The following illustrations describe
the stats, powers, and information
that appear on a character’s dial and
character card. These rules refer to
this information often, so take some
time to become familiar with it.
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Starting
Characters

In a standard game, each team
consists of at least five starting
characters with a combined point
value of up fo 250 points. All
characters begin the game at full
healfth (with the green line showing
on the dial).

Characters on your feam are
called friends. Characters on your
opponent's team are enemies of
your characters.

All characters in your collection
not on your starting team
are your reinforcements (see
“Reinforcements”).

SETUP

Players lay out their maps between
them, forming a larger square map.
You can play with one or ftwo maps
if you don't have enough. Roll 2d6;
the player with the highest result
goes first.

The row of squares on the edge
of the map closest fo you is your
starfing area. One by one, the
first player places his characters
in his starting area and moves
them a number of squares up to
their speed. When the first player
is finished, the other player does
the same. Characters can't attack
during sefup.

BEGIN PLAY!
ACTIONS

Players alternate furns. Each
turn you get three actions to
give to characters on your team.
A character can be given only one
action perturn.

When a character is given
an action or uses a power (see
"Powers"), youand your refer only
to the character given the action or
using the power.

Action Options
There are three types of actions
you can take:

1.MOVE Move up fo your speed.

2. ATTACK There are two types of
attacks:
—Punch: Attack an adjacent

enemy.

—Shoof: Aftack an enemy up fo
your range away in squares.

3. MOVE AND ATTACK Move up to
4 and then punch or shoot at
an enemy.

POWERS

Before describing how the actions
work, you should know about powers
that can affect those actions. When
a colored square appears on your
dial, that stat (2, 4*, 3, 0r 3% ) has a
power you can use!

Match up the color and symbol with
the entry on your character card to
find out how that power works. You
don't have to use a power if you
don't want to.

Many powers work as part of
your taking an action. Others are
simply “on” while they appear.
Ofhers replace part of an action.
For example, in order to use a
power that begins with “Instead of
attacking,” you must take an action
that would allow you to attack.

ATTACKING

To be able to attack an enemy, you
must first be able fo see if.

Line of Sight

To determine if you can see the
enemy, draw an imaginary line from
the center of your square to the
center of the enemy’s square. If any
of the following is true, you can't
see the enemy:

*The line crosses a square
containing blocking terrain
or crosses a wall (or diagonally
between fwo such squares or

Some powers appear on a gray or
black tab on a character card:

../ Powers on gray tabs work
during an opponent’s turn. When
you see a gray tab on an enemy'’s
card, pay special aftention to how

walls).

*The line crosses a square

containing an enemy other
than the one you're shooting af

the power might affect you.

MO Powers on black tabs can
affect multiple characters. If more
than one would apply fo any single
action, you can choose only one.

(or diagonally between two such
squares). Friends do not block
the line.

* The line crosses diagonally
between squares confaining any
combination of blocking
terrain/walls and other enemies.

Powers on a character’s
card might change these
rules. In such cases, follow
the card's instructions.

Now, back fo the actions!

MOVING

When given an action to move,
your speed tells you how many
movement points you get for the
move; for example, a speed of &
gives you 4 movement poinfs. In
general, moving 1 square uses
up 1 movement point. Movement
poinfs are used as you move
through squares. You can move in
any direction, even diagonally.

You can't move through squares
containing enemies or blocking
terrain. You can move through
friends, but must end your move
Inan open square (one not
containing another character or
blocking ferrain).

TERRAIN

Two fypes of terrain can appear on
maps. Terrain represent physical
feafures that affect moving and
attacking.

Blocking terrain is squares
surrounded by a brown line, or
thick brown lines along the grid
(called walls). Blocking terrain can't
be moved through and blocks line
of sight for attacking (see "Line of
Sight").

Hindering terrain (squares
surrounded by a green line) costs 2
movement. poinfs fo move through
instead of 1. 1f you do not have at
least 2 movement points remaining,
you can't move into a hindering
terrain square from your current
square. '

Your character A can’t see enemy B.
You can't shoot!

Your character A can’t see enemy B.
You can'f shoot!

Pumnching

A punch is an attack made against
an adjacent enemy. An enemy

is adjacent fo you if it occupies

a square nexf to yours, even
diagonally. When defermining line
of sight fo punch a diagonal enemy,
ignore other characters.

Shooting

A shot is an attack made against an
enemy at range. You can shoot af an
enemy that isa number of squares
away from you up fo youn range. If
your range is 0, you can't shoot.

The Attack Roll
Roll 2d6 and add your atftack.
Remember to include any attack
bonuses from powers that apply!
The result is your total aftack.
Compare your tofal attack against
the enemy's defense, including
any defense bonuses it gets from
powers. If your fotal aftack is equal
to or greater than the enemy's
defense, you hif! If not, you miss.
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Your attack is 10. Add 10 to the dice
roll of 10 fo gef a fotal attack of 20.
Your enemy's defense is 16. 20 is
more than 16, so you hit!

Dealing Damage

A successful hit deals damage to
the enemy equal fo your damage.
The fotal damage dealt might be
more or less than your damage, as
affected by powers.

The enemy turns its dial clockwise
once for each point of damage
dealttoitf.

Some game effects give you
health if you have been damaged.
When this happens, turn your dial
once counterclockwise for each
point of health given. You can't
turn past the full health line.

KNOCKING OUT A
CHARACTER

As soon as your character's
dial shows three KO symbols,
it is knocked out (KOd)! Put it
and its character card into your
reinforcements. You get 1 KO point
for every enemy you KO.

The first player to 5 KO points wins!

Reinforcements

At the beginning of your turn, for
each character that was knocked
out since your last turn, you

must choose a tharacter in your
reinforcements that has a poinf
value of-no more than 10 points
greafer than the point value of the
character that was KOd. Turn the
reinforcement'’s dial fo full health
and put it in your starting area.
You can give the reinforcement an
action normally the furn it comes
into the game.

Want to learn more
about HeroClix and
see more characters?

Goto
www.wizkidsgames.com/batman.

Have only one Booster? )
Find the characters with
the lowest point values, and
each player plays one.

Have only two Boosters?
Each player plays with the

contents of one.
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