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METAHUMAN MENTOR
At the start of the game, you may
choose a Unique Metahuman Hero you
control. After revealing an Order

taking a turn with that Hero, if Kid
Flash is within 6 clear sight spaces of
that Hero or that Hero has the
Superspeed or Speed Force special
poweer, you may take an immediate turn
with Kid Flash. You may not take any
additional turns with other figures you
control.

SUPERSPEED
Kid Flash may move through all figures,
never fakes leaving engagement attacks,
and does not have to stop his movement
when entering water spaces. After taking
a turn with Kid Flash, if he did not use his
Metahuman Mentor special power this
turn, he may move up to an additional 4
spaces.
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Kid Flash takes no damage and
may immediately move up to
2 spaces.



