MARVEL

DORMAMMU

FROM THE DARK DIMENSION
Dormammu starts the game with his figure
and nine Wound Markers on this card. While
Dormammu is on this card and has not
been destroyed, if you reveal a numbered
Order Marker on this card, you may choose
any other figure and roll one unblockable
attack die against the chosen figure.

| RITUAL SUMMONING
DEMON If Dormammu is on this card and has not
(27213 [=:{08 | been destroyed, each time a figure on the

| Dbattlefield receives one or more wounds,

3 [SEEEe]2{08 | remove the same number of Wound Markers
from this card. Immediately after the turn in
' JYES'0]HS I8 | which the last Wound Marker is removed from
this card, place Dormammu on any empty

HUGE 1 9 spaces on the battlefield.

ELDRITCH EMPOWERMENT

All Heroes you control with the Magical
Defense special power add 1 to their Attack
numbers for each unrevealed Order Marker on
this card and when one of those figures
attacks with its normal attack and does not
inflict any wounds, it receives one wound.

MAGICAL DEFENSE I ACK 6
When Dormammu is attacked by an

A opponent’s figure that does not have the

Magical Defense special power, the most D E F E N S E 6

wounds Dormammu can take for this
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