MARVEL: CRISIS PROTOCOL - CORE RULES The 14 official steps condensed into 6 stages. Resolve them

in order for each attack.

Attack Sequence

Dice Pools - Criticals »+ Modify Dice » Success « Damage

° Shared faces (attack AND defense) o Role-specific faces

Critical — success; grants 1 extra die on the initial roll. Hit — success, counts for the attacker only.

Wild — success; often triggers special rules. m Block — success, counts for the defender only.
Blank — no effect.

Failure — no success; can never be rerolled or changed.

o Choose an Attack & a Target

o Choose one of the attacks on the active character's Stat Card. If it has a Power cost, it must be payable.
o Declare a target: an enemy character in Line of Sight and within Range of the attack.

o Pay the attack's Power cost, if applicable. If you can't, the attack ends.

o Create the Dice Pools

o Attack pool: the attacker takes a number of dice equal to the attack’s Strength (+/- effects). Always at least 1 die.

o Defense pool: the defender takes a number of dice equal to the matching Defense stat for the attack's type (Physical/Energy/Mystic) (+/- effects). Always at least 1 die.

o Initial Rolls & Criticals

o The attacker rolls the attack pool; the defender rolls the defense poal. These are the initial rolls.

o Each Critical in an initial roll grants 1 extra die to roll. Criticals rolled on these bonus dice don't grant further bonus dice.

o In order: the attacker modifies their own dice (rerolls, changes), then the defender modifies theirs.

o Then: the attacker may modify the defender's dice, then the defender may modify the attacker's.

o The same die can only be rerolled once per special rule or ability that allows rerolling it, even if those rerolls come from different sources.

Attacker's total (Critical + Wild + Hit) > defender's total (Critical + Wild + Block) DAMAGE = SUCCESS GAP

Defender's total > attacker's total NO DAMAGE (other effects may still trigger)

o Resolve Effects & Apply Damage Steps 11-14

o Resolve effects that trigger before damage is dealt: attacker, then defender, then Crisis Cards.
o The defender gains Damage tokens equal to the success gap, capped at their remaining Stamina; any excess damage is ignored.
o The targeted character gains Power equal to the damage suffered (unless stated otherwise, e.g. the Judgment special condition).

o The attack is resolved; resolve effects that trigger after: attacker, then defender, then Crisis Cards.

Commonly mistaken rule (flagged by the rulebook itself): Critical bonus dice (stage 3) are only rolled once per roll, not every time a Critical result comes up. Interacting with an objective
token is not an action (unless a Crisis Card says otherwise).
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Special Conditions

10 Conditions - Appendix B

Each special condition is an independent rule — a
character never suffers more than one of the same at a
time.

A character can't be affected by multiples of the same special condition at once. Special conditions are not enemy or allied effects: damage they inflict doesn't grant Power to the target.

THE 10 SPECIAL CONDITIONS

BLEED

The character suffers 1 damage at the end of each of its
Activations.

JUDGMENT

The character does not gain Power when suffering damage
from enemy attacks.

SHOCK

The character rolls 1 fewer attack die when making an attack
roll.

STUN

If an effect would cause the character to gain more than 1
Power, it gains only 1 Power instead.

HEX

The character doesn't roll additional dice for its Critical results
during attack, defense, or dodge rolls.

POISON

The character loses 1 Power during the Power Phase.

SLOW

The character can only use the Short (1) Movement Tool while
Advancing.

INCINERATE

The character rolls 1 fewer defense die when making a defense
roll.

ROOT

The character must spend 1 Power before using an Active or
Reactive superpower.

STAGGER

When the character activates, its first action must be a Shake
action, and that action must remove Stagger.

A character removes all special conditions when it becomes Dazed (Cleanup Phase). Some abilities grant Immunity to a named special condition: an immune character that already has it removes it

immediately.



MARVEL: CRISIS PROTOCOL - CORE RULES Four independent movement types, plus the two rules that
apply when they cause a collision or pass near terrain.

Terrain & Special Movement

Throw « Push « Place « Climb « Cover - Dodge

° The 4 Special Movement Types

Each is triggered by a different source (attack, superpower, special rule) — these aren't steps in a single sequence.

THROW PUSH
The character/object moves in a straight line until it collides. Against terrain: 1 damage, Follows all the same rules as a Throw, except it never causes a collision with other
terrain is destroyed if smaller than the thrown character. Against a character: 1 damage, characters or objects.

the target must make a Dodge roll.

PLACE CLIMB
The character/object appears anywhere within the stated Range. Uses a Range Tool, not a Advances Short (1) regardless of the character's Speed, and is treated as Size 5 for this
Movement Tool. movement — letting it scale most terrain.

° Cover

For a defender to benefit from a terrain feature's cover, all 3 of the following requirements must be met:

¢ The defender is within Range 1 of a terrain feature the same Size or larger.
« A straight line can be drawn from the attacker's base to the defender's base through that feature.

« The attacker is not within Range 2 of the defender.

Effect: during the Modify Defense Dice step, the defender may change the result of one defense die to a Block.

u Dodging (after a collision)

When a terrain feature or another Thrown/Pushed character collides with a character, that character may dodge to reduce the damage:

1 Roll dice equal to the dodging character's Physical Defense.

2 Roll 1 additional die for each Critical in that initial dodge roll.

3 Modify the dodge dice using any available special rules and effects.

4 Reduce the 3 incoming damage from the collision by 1 for each Critical, Wild, or Block rolled.

5 Suffer any remaining damage.

Interactive terrain (lampposts, cars, buildings...) can be thrown and destroyed. Non-interactive terrain (called out on a Crisis Card, or modeled into the battlefield) can be neither thrown nor
destroyed.



