
225 V Spirit of Vengeance 1800 Points
Range 16 • 3 Targets
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225 E Jim Corrigan 1200 Points
Range 14 • 3 Targets
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225 R Hal Jordan 600 Points
Range 12 • 2 Targets

2006 Convention Exclusive
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B225 LE Angry Spirit Special Points
Range 6 • 2 Targets

2006 Convention Exclusive
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Special Rules

When played as part of a force, The Spectre ignores the Earthbound, Exploit Weakness, Force Blast, Incapacitate, Mastermind, Mind Control, Plasticity, Poison, Psychic Blast, Shape Change,
and Support powers of all other characters, as well as team abilities and effects that duplicate the effects of those powers.

The Spectre ignores the Mystics team ability and all team abilities with similar effects.

The Spectre cannot be moved by Telekinesis, but it can be the target of a Telekinesis attack. When The Spectre uses Energy Explosion or Pulse Wave, its damage value becomes equal to
the number of combat dials it started with at the beginning of the game (Spirit of Vengeance: 3, Jim Corrigan: 2, Hal Jordan: 1). The Spectre's combat values may not be increased by
Perplex.

For complete Spectre rules, please visit this web-page: http://www.wizkidsgames.com/heroclix/dc/products.asp?cid=40689


