When you hit with a ranged attack, you can spend any number
of hero points. For each hero point you spend, add +20 to the
damage dealt if you attacked a villain, or reduce the size of a

squad of minions you attacked by an additional 2 minions.
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After any hero rolls advantage or challenge dice, you can
spend any number of hero points. For each hero point

you spend, that hero can reroll any combination of up to 2
advantage dice or challenge dice and keep the new result.
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When you hit an enemy with an attack, spend any
number of hero points. For each hero point you spend,
add 2 challenge dice (€ 4| to each roll that enemy
makes on their next turn.
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After the Narrator lays out the initiative track for the round,
before the first turn begins you can spend any number of
hero points. For each hero point you spend, move 1hero’s

initiative card 1 space forward.
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When you hit with a melee attack, you can spend any number
of hero points. For each hero point you spend, add +20 to the
damage dealt if you attacked a villain, or reduce the size of a

squad of minions you attacked by an additional 2 minions.
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On your turn, you can spend any number of hero points. For
each hero point you spend, one ally you choose that can see
or hear you regains 30 resistance.
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Atthe start of any hero's turn, you can spend 1 hero point
(). That hero removes 1 additional time token (@) from
any 1 of their powers.
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When you or any other character that s up close to you takes
damage, you can spend any number of hero points, reducing
the damage by 30 for each hero point you spend.
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