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Green Lanterns

ATTRIBITES g KIS =
'—-

Power: 7 = Fly DFFENSFS
Speed: 5/8/12 -I Energy

Strength: 2 i Heroic Action @ 16

Attack: 7
Size.2 ¥* 15
@16

Agility: 8
B
ENDURANCE

EEESEEERNAN 33 =

Willpower: 11
+2 ATTACK / +2 POWER +1 ATTACK / +1 POWER
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ATTACK _ (DST/FREQ_ NAT/TYP  DMG RANGE EFFECTS
SJ‘D @ 2 ﬁ‘fﬁ Overload: Homing.
5/0 ® 6 4 Overload: Push/.

3/0 ¥* 3 8@ Penetrative.

SP POWERS _ COST/FREQ USE RANG-E. EFFECTS
ZID R - Ipii;nr‘:ier‘ldgains Resistance @-%/2 until the end

This model can use a free grab and throw on target
3 /D (A) model or scenery piece. Consider the Strength for
this throw to be 4.

The Special Power of friendly models that wish to
Arrogant o@ ® affect this model, would cost 1 additional Power
Counter.

When this model makes an Attack. it may gains
The Gardner | 0/ D P) +1DMG and +1 Attack, but at the end of its activation,
the opponent may move this model up to 6"

% o @ When attacking, before you select the target. you
Projection may change the Nature of the attack to (z) or 3.
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AR'SM[&B _ lI 2 Justice League

Green Lanterns

ATTRIRUTES S8 ciil1S
'—-

Power: 7 = Fly DFFENSFS
Speed: 6/8/12 -I Energy

Strength: 2 i Master Flghter @ 16

Attack: 6
Size: 2 Stealth * 16
@16

Agility: 10
& 16
ENDURANCE

Stamina: 7

— Willpower: 11
+1 ATTACK / +1 POWER +1 ATT / +1 POW

el
(]
(=]
o
3
o
=
o
Lo
=]
=
=
N

& 0C Comics. ©.6 = WaEl (201

3 R O




ATTACK

Offensive Construct
Power Unleashed

(0ST/FREQ
3/

5/

NAT/TYP  DMG _RANGE FFFECTS
@ 2 ﬁ"fﬁ Overload: Homing.

* 4 8 Explosive/5.

Awkwardness/2.

Green Blast

3/

* 3 8 Penetrative.

SPPOWERS _ COST/FREQ USE RANGE EFFECTS

0

Blunt
/0

This model gains Resistance (®)-3/2 until the
end of the round.

This model can use a free grab and throw on
target model or scenery piece. Consider the
Strength for this throw to be 4.

o/

When this model performs an Attack against
a model that cannot see this model at the
start of its activation, the Attack gains +1 DMG
and the target cannot benefit from Defensive
Improvements.

When attacking. before you select the target. you
may change the Nature of the attack to (] or 3.
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Jisfice Ceague.
Green Lanterns.|

SALMK
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ATTRIBUTES g e =

Power: 7 = FIY NFFENSFS
peed: 4/7/12 -I Energy

| strength: 4 i Comrade: Ch'p @ 16

o
Y e @16
S &
ENDURANCE - . = .
EEESSSRERERED

Willpower: 11
+1 ATTACK / +1 POWER
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ATTACK (OST/FREQ NAT/TYP  DMG RANGE EFFECTS
3 ."D @ 2 ﬁ"f 8 Overload: Homing.
5/() ] & € Swns

3 ."D * 3 8 Penetrative.

SPPOWERS _ COST/FREQ USE RANGE EFFECTS

. _ This model gains Resistance (x)-3/2 until the
EnergyField| 3/(0J ® L @

end of the round.

Blunt This model can use a free grab and throw on
Inst t 3/0) @ target model or scenery piece. Consider the
OSlLEED Strength for this throw to be 4.

Friendly models with Affiliate Green Lanterns
Book of Oa o@ ® may use Attacks and Special Powers spending 1
less Power Counter (with a minimum of 1).

When attacking. before you select the target. you
0/ O & may change the Nature of the attack to (] or 3.
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lI 1 Justice League
Green Lanterns
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ATTRIRITES S c<yil1S

Power: 7 = Fly DFFENSFS
Speed: 4/7/12 = Energy

Strength: 1 8 Comrade: Salaak @ 18

Attack: 6
Size: 1 ¥ 18
@16

Agility: 10
& 16

Stamina: 7
Willpower: 11
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ATTACK _COST/FREQ NAT/TYP  DMG RANGE EFFECTS
SJ‘D @ 2 ﬁ‘fﬁ Overload: Homing.
5/ G @ 3 ﬁ? Overload: Ensnare/4.

3/ D * 3 8 Penetrative.

SPPOWERS _ COST/FREQ USE RANGE EFFECTS

. _ This model gains Resistance (x)-3/2 until the
Energy Field | 2/ D ®) end of the round. @

Blunt This model can use a free grab and throw on
Inst t 3/0 @ target model or scenery piece. Consider the
gelimen Strength for this throw to be 4.

A friendly model with Affiliate Green Lanterns
. that is being Attacked or targeted by a Special
1 D R Power. may force the enemy to reroll any dice

from it.
When attacking. before you select the target. you
0/ O & may change the Nature of the attack to (] or 3.
R ——— —
s ————
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KILOWO! lI 2 Justice League

ATTRIRUTES S8 ii11S
-—

. 3 Power: 7 = Fly DFFENSFS
~—~/| Speed: 4/7/10 & Energy

Strength: 4 | Resistance/1 @ % @ 16

Green Lanterns

O AR

Agility: 8
B
ENDURANCE - : _ ___J

Attack: 6 & Strategist
¥* 15
9
/ Stamina: 10
St \ :
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| 2 & & B B B B R _ B B B B B J

Size: 3 & Toughness/2
@16
& Kot wooes.
e :
+1 ATTACK / +1 POWER +1 & DEF +2 @) DEF




==
ATTACK (OST/FREQ NAT/TYP  DMG RANGE EFFECTS
3 ."D @ 2 ﬁ"f 8 Overload: Homing.
4/ ] & € Stuns

3 ."D * 3 8 Penetrative.

SPPOWERS _COST/FREQ USE RANGE EFFECTS

end of the round.

. . This model gains Resistance (&)-3/2 until the
Energy Field | 2/ O ® d

Blunt This model can use a free grab and throw on
Inst t 3/0 & target model or scenery piece. Consider the
nstrumen Strength for this throw to be 4.

Drill A friendly model with Affiliate Green Lanterns
Sergeant 1/ D R) performing an Attack or/and Special Power may

reroll any dice from it.

When attacking, before you select the target, you
% s D *) may change the Nature of the attack to (] or 3.




