
SUPPLEMENTAL RULES AND 
CLARIFICATIONS

Okay. Want some more clarity on a couple of issues from the original 
Marvel Game Guide, or just some examples of new Advantages, 
Disadvantages, and Challenges? Well, without further ado …   

DOC OCK’S TENTACLES
Doctor Octopus' Tentacle Whip was listed in the Marvel Universe 
Roleplaying Game Guide, but wasn’t explained. According to his 
sheet, the Doc can place up to 5 stones in his Tentacle Whip action 
box. He also gets a Tentacle Strength Bonus from his Octopus 
Device. However, these stones come out of his own energy reserve.  
The number of stones he can add depends on how many tentacles he 
uses altogether. If he combines all four, he may spend up to 7 
additional stones.  If he combines a pair, he may spend up to 6 stones 
for that pair, but gains an equal number of free stones for the other 
two. With a single tentacle, he may spend up to 5 stones and apply an 
equal amount to each tentacle! 

For example, let's say Doc Ock is fighting Spider-Man and 
Daredevil.  He decides to attack each of them with a pair of tentacles.  
First, he puts 5 stones in his Tentacle Whip action box and splits 
them, putting 4 against Spidey and 1 against Daredevil.  Then, he 
places 6 stones in his Octopus Device (the maximum allowed for two 
tentacles per task).  Spidey gets hit with a total of 10 stones, and 
Daredevil gets hit with 7.  But Doc Ock only had to spend 11 stones!

ENTANGLING ATTACKS
Entangling attacks, such as Spidey's webs, don't actually harm the 
target; they just tangle it up for as many Panels as the "damage" done.  
Reflexive Dodge helps protect against these attacks, but Toughness 
doesn't. For example, let's say Spider-Man webs up Rhino, putting 4 
stones into Ranged Combat, with +6 Web Shooters, for a total of 10 
stones.  This panel, Rhino shifts no stones into Defense, and since 
armor won’t protect him, he’s entangled for 10 panels.  Of course, the 
target may try to escape by slipping away (Agility, Black Ops, or 
Thieving) or by breaking through the ensnarement. (Spidey’s webs 
are a Hardness of 7 or 8 for escape purposes.)  An entangled target 
can't take any physical actions but can perform mental actions like 
Telepathy or Phase Shift.

 If your Action Number equals or exceeds the Hardness of the 
snare, you must beat the Resistance, as usual to attempt escape. For 
example, Kraven has a Strength of 4, with a Knife +2, for a total of 6. 
Unless he earns a Situational Modifier, he must wait the full number 
of Panels to escape Spider-Man’s web. But, if the Rhino is entangled, 
as in our previous example, he can place 9 stones into Strength and 
escape in 1 Panel, or he can divide the stones into multiple Panels.

GASSES AND POISONS
Many characters in the Marvel Universe (such as Mysterio, Kraven, 
and Mr. Fear), use poisons and gasses as weapons.  When a character 
uses a gaseous attack, the resulting cloud attacks against the target’s 
Durability.  The gas cloud lasts for a number of turns equal to the gas 
cloud’s effect. At the GM’s discretion, characters aware of the gas can 
resist its effect by holding their breath. (See the ruling on Drowning 
and Suffocation.) In this case, if the target runs out of energy stones, 
he succumbs to the effect of the gas.

When you use poison-coated weapons, you must successfully hit 
the target. If the attack stones exceed the target's Durability plus all 
relevant Modifiers, including Toughness and Reflexive Dodge, the 
weapon has hits, and the poison takes effect.

Most poisons do stones of damage per Panel until an antidote is 
received or until the poison is somehow purged. But poisons (and 
gasses) can have a wide variety of different effects, from tranquilizers to 
hallucinogens and more.  Be as creative as you like in determining the 
toxin’s effect.  Some might include:

• Drains Intelligence, Strength, or another Ability.
• Adds +1 to +3 Resistance to the target’s Actions.
• Causes paralysis or unconsciousness for a preset duration.
• Drains energy from the target’s energy box.
• Causes the target to see hallucinations and/or be controlled.
• Causes a physical and/or psychological transformation.

DROWNING AND 
SUFFOCATING

If you become trapped underwater (or in any situation where you can't 
breathe), you lose 1 red energy stone per Panel. While drowning or 
suffocating, you don’t regenerate any stones. You can still take action, 
but if you run out of red stones, you die. The best defense is to flee the 
area as quick as possible! But if you can’t, or won’t, you can always 
exchange Health stones for energy. Each Health stone sacrificed yields 
three energy stones.  Health stones traded in this way won't be regained 
simply by reaching fresh air; they must be healed normally.

OUT OF AMMO
Unless you've decided to keep track of ammunition, you can assume that 
you'll never run out during an adventure. But when the going gets tough, 
you can get a few free stones by announcing that your weapon has run 
out of ammo. You instantly get a number of free stones equal to the 
Weapon Modifier! You can place these stones in another Action or use 
them to replenish your energy pool. But you can't shoot that weapon 
again until you find more ammo.

 For example, when Silver Sable is running low on energy stones, she 
announces that her +2 automatic pistol has just run out of ammo.  She 
instantly gets 2 free bonus stones, ditching the gun and putting the 2 
stones into her next Close Combat attack.

 The same rule can apply for a melee weapon that breaks during 
combat.  Just remember that the character can always re-arm when she 
returns to base or finds a new weapon.

SLAYING VAMPIRES
In any battle, it’s important to know your enemies’ weaknesses. The 
same principle applies when fighting evil vampires. While a vampire, 
like any other creature, could simply be beaten into unconsciousness 
only to return another day, a knowledgeable hero may try to end the 
fight quickly by destroying it. One way to accomplish this is by stabbing 
it in the heart. Vampires turn to dust when a stake (or any piece of wood) 
pierces its heart.  To accomplish this feat, your attack stones must exceed 
the vampire's Defense plus the number of current white stones of health.  
(If not, the attempt fails, having no effect.) Of course, clobbering a 
vampire first makes staking it that much easier!

CONTROLLING ARMIES
Various characters have the power to summon and control armies of 
creatures (Calypso or Vermin, for example). An army of creatures is 
treated as a single character when attacking, performing actions, and for 
the purposes of Health.

 To summon the army, first place stones into the appropriate Control 
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Action. As always, the number of stones must equal the Durability of 
the type of creature you are trying to control. (See Appendix D for a 
list of the Durability values for various animals.) But for each 
additional stone placed into the action, the army receives a +1 free 
Modifier to its actions. 

 You must also place a minimum of 1 stone into your own 
Intelligence. For each stone placed, the army’s Durability is increased 
by +1, although this increase won’t raise the initial cost to control the 
creature. The army also increases in size. (It’s up to the GM and the 
player to determine the actual size.) The number of stones placed in 
Intelligence will also dictate the number of attacks the army gets 
without having to split stones; your army is allowed a total of 1 
Action/attack per stone. For any additional Actions, split stones 
normally.

 As with any other character, Situational Modifiers can boost these 
Actions, potentially boosting the size and power of the army. The 
army itself may also take advantage of Situational Modifiers to 
increase its chance of success, with one exception: it will never gain 
an additional Modifier for attacking in numbers, as its raised 
Durability score and Modifier stones already reflect this. Each turn, in 
order to maintain control, you must continue to place the same 
number of stones into Intelligence as you did on the first Panel, and at 
least 1 stone into the Control Action. Loss of control may mean that 
the army simply disperses, but volatile animals may actually rebel and 
attack their former commander!

HENCHMEN, GOONS, & 
THUGS

What would the Marvel Universe be without the various henchmen, 
goons, and thugs that are a part of almost every villain’s arsenal? In 
the Marvel Universe Roleplaying Game, henchmen can fight as 
individuals or as a group.  By attacking en masse, thugs present more 
of a challenge, combining their efforts and skills towards defeating 
their foe. When piling on their opponent, each thug earns a +1 
Situational Modifier to attack, for each doubling of goons. (So 2 
goons earn a +1 Modifier, 3 to 4 earn +2, 5 to 8 earn +3, and so on.) 

They can also split the Modifier and apply some toward their 
Defense, since they are able to help protect on another. The henchmen 
group attack Modifier only applies to Close Combat attacks and will 
not benefit Ranged Combat. Goons do tend to have horrible aim, after 
all!
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NEW ADVANTAGES
(Apply to appropriate Action or Modifier)

Description

Power stuns or damages at will

Overstrain
Add up to Action Number of free stones to Action. 
May not use Action for 1 week/free stone used, 
although the GM may vary length of injury to suit 
the Action (e.g. Banshee’s Overstrained vocal 
chords take weeks to heal, but Spider-Woman’s 
Venom Blast only takes hours to recharge.) 
Overstraining should merit heroic Modifiers and 
extra lines.

Control trajectories
Ranged attacks can turn corners and does not 
require line of sight

Hunt/Seek
Ranged attack continues to attack its target until it 
hits, as long as character keeps 1 stone in the 
attack.

Cost Increase

+1 Cost Level

+1 Cost Level

+3 Cost Levels

+3 Cost Levels

NEW DISADVANTAGES
(Apply to appropriate Action or Modifier)

Description

Affects only living material

Temporarily deactivated by a specific element/material

Can’t be used when energy reserve is less than 2/3 full

Affects only a specific type of opponent
(mutants, totemistic, robots, etc.)

Affects only a specific opponent

Attack vs. 1 or 2 enemy’s Abilities (Target’s choice)

Attack costs 3x the normal amount of energy stones

Uncontrollable
The GM has final say on the number of stones that are 
placed into the Action and how they are applied

Cost Decrease

-1 Cost Level

-1 Cost Level

-2 Cost Levels

-2 Cost Levels

-3 Cost Levels

-3 Cost Levels

-4 Cost Levels

-4 Cost Levels

NEW CHALLENGES
(Apply to character “as a whole,” at start or during play)

Description

Clumsiness
GM may subtract 1 stone from any of your Actions, so that 
you fail by 1 stone. If you do not fail, the stone is not 
subtracted. 

Obsession

Vengeful

Animal rage

Refusal to take a life

Addiction
You are addicted to a specific substance, element, or item. 
For each day that passes without it, you take a cumulative 
negative Situational Modifier of +1 to your Actions. 
(Maximum penalty is +3.) If the element is rare or obscure, 
there is less of a refund.

Werewolf curse
You change into a werewolf at full moon and are susceptible 
to silver weapons (2x Damage). Requires “Transform Self” 
Modifier, with the “Power out of Control” Disadvantage.

Pseudo-vampire
You must drink blood to stay alive, and are susceptible to 
silver weapons (2x Damage) and suffer 1 white stone of 
Health per Panel while exposed to direct sunlight and 
religious symbols. This challenge requires the “Drain 
Energy” Action with the “Death Factor” Option.

Criminal record
(Applies to heroic characters only)

Hatred/Prejudice against a specific set of people

Gloryhound

Adolescence
Dependancy on parents, school responsibilities, 
teen angst, etc.

Inferiority complex

Phobia/Fears

Extra Stones

1 stone

1-3 stones

2-3 stones

4-5 stones

1 stone

3-4 stones

5 stones

5 stones

2 stones

1-3 stones

1-2 stones

1 stone

1 stone

1-3 stones


