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1.0 Introduction 
It's quiet now. You can almost pretend that this is the beginning 

of a peaceful evening at home: time to read the paper, and 
perhaps a little music before you take a charming English mystery 
novel up to bed. That's how it is for many people. It's called a 
normal evening at home. But you never have nights like that. 
Nights are never peaceful for The Batman. 

And "charming " doesn't describe the mysteries you encounter 
in the dark alleyways and the more disreputable districts of 
Gotham. The stars above may be beautiful, but they can never 
change the ugliness below. 

You have one hour, between 7 and 8, to pretend this is the end of 
your day, not the beginning of the real work 

A small red light on the wall starts to flash, silent, yet rousing 
you immediately to a state of alarm. The Batman is called less 
frequently these days. Perhaps your vigilante methods are an 
embarrassment to a modern city and its modern police force, but 
the calls still come. In a moment you're at the special phone. 

"Yes?" 

"Batman! Thank God you're there. It's . . .  it's terrible. The 
Commissioner has been kidnapped by the Joker. There's a note. 
Shall I. . ." 

"Read it. " 
"It says, 'Be Sure and Watch Wheel of Destruction, 7:30 Channel 

2' ". 
Wheel of Destruction? You've never heard of any show with that 

name. "What else does it say?" 
"That's all, Batman," the Assistant Commissioner says nervous­

ly. "And Batman, it's 7:30 now!" 
You hang up the phone and rush to your television. You turn it 

on and sugary, tinkly piano music begins oozing from the T.V. 
speaker. The show begins, and, for all of Gotham, so does the 
nightmare. 

When you are ready to see the show and start the adventure, go to 
#1.  

I 2.0 Playing the Adventure 
You start this solitaire adventure as The Batman, using his 

statistics (see page 5). The Batman begins the adventure at en­
counter No. 1, the Wheel of Destruction game on the show's 
opening night. After the show is over, Batman can go to any of the 
locations listed in Locations (Chart 2). If for any reason The 
Batman is no longer active, or you wish to replace him, you can 
use another DC hero (see No. 365).

In a soilitaire adventure, the module acts as the Gamemaster. 
At the end of each entry, you make a choice for your character. 
That choice indicates the next paragraph you must read. For 
example, The Batman has flown to one of the locations listed on 
Chart 2. You can have him fly around the location " . . .  to look for 

signs of trouble. Go to No. 78. Or you can land in the parking lot. Go 
to No. 37." 

Once you have decided which action you wish Batman to take, 
look up that number in the Event Paragraphs section. Some 
locations can be investigated only if the Batman is using a specific 
means of transportation. Sometimes you will be directed to read 
one paragraph if Batman is alone and another paragraph if he is 
accompanied by one of the Non-Player Characters. 

Pay close attention to the directions at the ends of the event 
paragraphs. In some cases, you may be allowed to choose a se­
cond course of action for The Batman. 

The equipment Batman carries is listed on page 4. In addition, 
the Batcave contains other equipment. 

I 3.0 Character Information & Skills
The attributes and skills Batman uses in this adventure are 

taken from the DC Heroes Role-Playing Game. You can fmd all of 
his statistics on page 5 of this module. In this adventure, Batman 
will have 21 Hero Points to use as you see fit. 

Batman and the other DC Heroes in this adventure can use 
their skills in a variety of situations. The event paragraphs provide 
instructions on what skills or attributes may be used. 

Die Rolls 
In many cases, you will only need to roll your success number 

from the Action Table. You will only need to use an Acting Value 
(AV) and an Opposing Value (OV). If your roll is successful, the 
action succeeds. In other cases, it will be necessary for you to 
obtain Result APs (RAPs) to succeed in the action. In these cases, 
you will be provided with a Resistance Value (RV) to compare to 
your Effect Value on the Result Table. Many of the doors in the 
adventure, for example, require that you get 1 or more RAPs to 
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open them. You will always be told when you need to obtain RAPs 
to complete an action successfully. 

Hero points can be spent at any time before you make a skill or 
attribute roll, but use your discretion since Batman has only 21 
HPs in this adventure. 

All the subdivisions of any skill (Clue Analysis, for example, 
from the Detective skill) can be used at the current general skill 
level. Since Batman starts the game with a Detective skill of 12, all 
the sub-skills are also skill level 12. Each paragraph will state 
what number to roll against on the Action table (the Opposing 
Value, or OV) and what to use on the Result table (the Resistance 
Value, or RV.) If different APs of Effect give you different results, 
you will always be told. Sometimes the RAPs will be quite 
important. 

Skills may receive temporary modifiers during certain situa­
tions (like combat), or at certain locations. Be sure and note these 
changes on your character's record sheet. 



I 4.0 Equipment 

Batman's basic equipment includes all the items that are usual­
ly carried in his Utility Belt. They include the Batarang with rope, 
Infrared Flashlight/Goggles, Smoke Capsules, Miniature Camera, 
Micro-Cassette Recorder, Rebreathing Apparatus, and Plastic 
Explosives. 

Even though items can be replaced, the rebreather is good for 
only five minutes, and there are only two small plastic explosive 
charges. The Batman carries three Batarangs on the side of the 

belt. The Event Paragraphs will state which items can be used, 

and the result of their use. 

In addition, Batman can select one of the three special gadgets. 

Note on the Character Record sheet the item you select. They are: 

5.0 Locations 
Locations are listed in Chart 2. Each location listing has corres­

ponding modes of transportation. Batman can use only these 
modes of transportation to get to each location. To go to a loca­
tion, look at the chart and find the appropriate number for the 

1. A Rocket-Pack, worn on the back. The Pack is good for 4 APs of 
time, and it can travel 7 APs of distance each phase. It takes one 
phase to activate. 
2. The Bat-Shield. The armor is worn under Batman's normal 
costume. It gives him a RV of 13 against Physical attacks for every 
phase that damage is taken. 
3. An Aerodynamic Parachute. The chute is opened by explosive 
tabs, and it allows the wearer to make a safe, controlled landing 
from a mid, to high, altitude (5-12 APs of height). 

If Batman is out of the adventure for any reason, any replace­
ment character can use 3 items from his Utility Belt and any 
Special Gadget The Batman has not previously selected. When 
you want to start a new character, go to No. 365. 

appropriate night. Many locations will have accompanying maps 
and instructions for seeing certain areas. 

You should record all the locations Batman visits and their 
corresponding Event Paragraph numbers. 

I 6.0 Time and Your Character Sheet 
Immediately after each night's Wheel of Destruction show, 

Batman can choose one location to investigate. If he makes the 
wrong choice, the Joker will have time to implement his destruc­
tion. Batman can also go to Police Headquarters to see what 
they've learned or to the Batcave's Lab and Crime Computer. 
These visits can take place only before each night's Wheel of 
Destruction show. The night ends only after a landmark has been 
destroyed or Batman has had combat with the Joker. 

Immediately following is a Character sheet. This contains a list 
of all the skill and attribute APs of the hero, as well as his 
equipment. 

You should keep a record of Batmans's current HPs and all 

the Event Paragraph numbers he has visited, with any approp­
riate notes about them. 
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17.0 Combat

Event Paragraphs that include combat will usually tell who has 
the initiative or who is surprised. All possible types of attacks and 
defenses will also be listed. 

Recovery Checks can, and should, occur after each night's ad­
venture. The Martial Artist skill can be used as normal. 

In cases where initiative in combat must be determined, con­
duct normal initiative rolls. All combat, unless otherwise speci­
fied, is Bashing Combat. 

The Wheel of Destruction is the Joker's twisted version of a T.V. 
game show. Each night, he'll provide the blank letters for a phrase 
that points to a landmark he'll attempt to destroy. You play the 
part of the captive 'contestant' (Commissioner Gordon) in select­
ing letters for the blank spaces. Detailed instructions for playing 
the game are given in the first night's show (go to No. 1 ) . 

9. 0 Search Procedure: Looking for the Joker's Hideout

You can begin searching for the Joker's hideout and satellite 
transmission base onlywhen you have some information to guide 
you. You will be directed that you can search by either the compu­
ter in the Batcave or after one of the Wheel of Destruction shows. 

Whatever night it is, you will have 1 hour to act before the 
night's disaster. At the end of that time, go to Endgame, No. 396.

When you wish to search, you will need to use computer infor­
mation APs that you have gained during the adventure. Make a 
note of any computer information APs when you get them. Use 
these APs vs. the Joker's hideout's APs (the hideout's OV is 9, its RV 
is 1 2). Depending on the RAPs you achieve, you will be directed to 
specific numbered paragraphs in lieu of going to a location. 

The Search Procedure has its own numbered paragraph (No.
383) in the text. You will be instructed when you may use it. 

eAdventure 
The adventure ends only after the Joker is captured, his hide­

out is discovered, or at the end of Night 4. Capturing the Joker and 
preventing destruction are obvious goals, butjudicious investigat­
ing and clue gathering are also important. Missing a clue can be 
very costly when it comes time to search for the Joker's hideout. 

After each night's Wheel of Destruction game, you should write 
-down whether you will be paying off the Joker. Paying him will 
reduce the level of victory if the Joker is captured later, but it will 
save Gotham's landmarks from destruction. 

The Standard Award for the adventure is 30 Hero Points. When 
the adventure has ended, go to No. 396 to determine the awards 

or lost. 



Batntan Character Sheet 

Bat-Computer 

STR: 0 DEx: 
I NT: 6 WILL: 

HPCOST: 320 

Skills: 
Detective: 6 APs 
Gadgetry: 6 APs 
Medicine/ 

Forensics: 6 APs 

0 

0 

Military Science/ 
Camouflage: 6 APs 
Cartography: 6 APs 
ECM: 6APs 

Scholar: 6 APs 

BoDY: 6 

MIND: 0 

All Earth languages, History, 
Literature, Archeology, Socio­
logy, Psychology 

Scientist: 6 APs 
Spy/ 

Coding: 6 APs 
Photo Interpretation: 6 APs 

Smoke Capsules 

STR: 0 DEX: 0 BoDY: 

HPCOST: 6 DURATION: 
UsEs: 1 

Bat-Torpedoes 

STR: 11 DEx: 0 BoDY: 

HPCOST: 21 DURATION: 
UsEs: 1 

Powers: 
Swimming: 8 APs (Speed) 

12 

12 

0 

8 

Sonar: 11 APs (Passive Sonar) 

Batplane 

STR: 9 DEx: 0 BoDY: 7 

HPCOST: 84 DURATION: 11 
USES: 5 

Powers: 
Flight: 11 APs (Speed) 
Radar Sense: 20 APs 
Heat Vision: 9 APs (Twin Lasers) 

Batmobile 

STR: 7 DEx: 0 BoDY: 9 
HPCOST: 112 DURATION: 13 
USES: 9 

Powers: 
:Running: 8 APs (Speed) 
Fog: 7 APs (Smoke Screen) 
Heat Vision: 7 APs (Laser 

Headlights) 

Batarang 

STR: 0 DEx: 0 BoDY: 12 
HPCOST: 53 DURATION: 12 
USES: 12 

Infrared Flashlight/ Goggles 

STR: 0 DEx: 0 BoDY: 0 

HP cosT: 6 DuRATION: 12 
UsEs: 1 

Micro-Cassette Recorder 

STR: 0 DEx: 0 BoDY: 12 

HPCOST: 6 DURATION: 12 
UsEs: 1 

Miniature Camera 

STR: 0 DEx: 
HPCOST: 6 
UsEs: 1 

Plastic Explosives 

STR: 0 DEx: 
HPCOST: 26 
USES: 1 

0 BoDY: 

DuRATION: 

0 BoDY: 

DURATION: 

Rebreathing Apparatus 

0 

12 

12 

0 

STR: 0 DEx: 0 BoDY: 12 

HPCOST: 12 DURATION: 12 
UsES: 2 

STR: 7 

HPCOST: 
UsEs: 

Powers: 

DEx: 
87 

6 

0 BoDY: 

DURATION: 

Swimming: 7 APs 
Radar Sense: 16 APs 
Sonar: 16 APs 

8 

13 

BATMAN alias Bruce Wayne 

DEx: 

I NT: 
I NFL: 

10 

12 

10 

STR: 

WILL: 

AURA: 

INITIATIVE:32 42 

5 BoDY: 6 

12 MIND: 12 

8 SPIRIT: 10 

HERO POINTS: 21 
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DEx: STR: 2 Boov: 4 

I NT: WILL: 5 MIND: 5 

I NFL: AURA: 4 SPIRIT: 5 

INITIATIVE: 18 24 HERO POINTS: 24 

SKILLS: ( ' linked) 
Acrobatics*: 6, Charisma: 5, Detective: 4 
Martial Artist•: 6, Scholar: 2, Thief*: 6 

EQUIPMENT: 
Batarang with rope (see statistics listed 
under Batman), Radio 

CONNECI'IONS: 
Circus (low-level) 

MoTIVATION: Seeks Justice 
WEALTH: Affluent 
JoB: Student 
RACE: Human 

COMPUTER INFO. NUMBERS 

ATTRIBUTE LEVELS 
DEX 
STR 
BODY 
INT 
WILL 
MIND 
I NFL 
AURA 
SPIRIT 

HAWKMAN 
DEx: 9 STR: 6 Boov: 8 

I NT: 9 WILL: 8 MIND: 8 

I NFL: 4 AURA: 3 SPIRIT: 3 

INITIATIVE:22 25 HERO POINTS: 14 

PoWERS: 
Air Control: 5,Skin Armor: 5,Speak with 
Animals: 5 Telescopic Vision: 4 

SKILLS: 
Acrobatics/Dodging: 4, Charisma/Per­
suasion: 5, Detective: 4 Gadgetry: 10, Mar­
tial Artist/ Attack advantage: 3 Medicine: 
10,Scholar: 7 (Archeology, History), 
Scientist: 6 

EQUIPMENT: 
Mystic Object: Mace 

rDEX: 0, STR: 10, BODY: 9] 
Uses: 1, Duration: 24 

Wings 
(DEX: 0, STR: 5, BODY: 9] 
Uses: 15, Duration: 20, Flight: 8, Sealed 

Systems: 11, BODY acts as armor against 
rear attacks. 
LIMITATIONS: 

Power Limitation: Speak With Animals 
Power will work only on birds. 

CoNNECTIONS: 
United Nations (high-level) 

MoTIVATION: Upholds Good 
WEALTH: Comfortable 
JoB: Archeologist 
RACE: Humanoid 

NI GH1WIN G atw.. Dick Graysan 

DEx: 7 STR: 4 Boov: 6 
I NT: 7 WILL: 6 MIND: 7 
I NFL: 8 AURA: 6 SPIRIT: 5 
INITIATIVE:22 29 HERO POINTS: 1 2  

SKILLS: ( ' linked) 
Acrobatics: 10,Charisma: 9,Detective•: 7 
Gadgetry: 8,Martial Artist*: 7,Military 
Science•: 7 Scholar•: 7 (History, Litera­
ture),Scientist*: 7 Thief*: 7,Vehicles: 10 

EQUIPMENT: 
Combat Disk 
rsTR: 0, DEX: 0, BODY: 8] 
HP Cost: 34, Uses: 7, Duration: 10 
Gas Mask 
(STR: 0, DEX: 0, BODY: 0] HP Cost: 4, 
Uses: 2, Duration: 10 

Powers: 
Systematic Antidote: 8 APs 

Stun Bomb 
rsTR: 0, DEX: 0, BODY: 0] 
HP Cost: 17, Uses: 1, Duration: 1 

Powers: 
Explosive Effect: 3 APs 

Wrist Rockets 
(STR: 5, DEX: O,BODY: 5] 
HP Cost: 4, Uses: 1, Duration: 8 

CONNECTIONS: 
New York Police (high-level) 
Wayne Foundation (high-level) 

MoTIVATION: Seeks Justice 
WEALTH: Multimillionaire 
JoB: Multimillionaire 
RACE: Human 

EQUIPMENT USES 
Batarang 
Batmobile I �-
Bat boat ·\'"I•· .,,, i>·- ,-; . ' . 

.. ,.,,, I 
Batplane -� '1·!.! ;t, �..._ lit. �; .. { •.. 

Rebreathing Apparatus l'ih· '>iJ''/; "'3i I""P' 11f' ��� l'""f"' 1;;, '>· '" 
Flash I ight/Gogg les t' ., l�i.' . ��:_\ 1')>:� �··' r·" lr<: : .. . 

Bat-Torpedoes ,,. r: .. � "'' .,c : l [!' 
Micro-Cassette I� .. '" ., It ,!< }i .. ,\·. it., �: 
Plastic Explosives ."-1·, ., l'i-· 1;1 ,._ .. I �:j! .;� �·:]'. 
Miniature Camera I··< ':� /� If!�. :"",, _., ·r: J �-· I"' 1 

Smoke Capsules Y' "'' :, � I�) .'\· : . .... -� < 
. · 

I 
CURRENT HPs 

I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I I 



11.0 Maps 

WAYNE MANOR/BATCAVE 
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MAP#3 

TO GOTHAM TO SUBURBS 
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MAP#5 

LAGOON 
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12.0 Event Paragraphs 

1 "Yes, it's the Wheel of Destruction! 
The new game show where you, 
the audience, can play to save 

Gotham's most cherished landmarks. " 
This announcement is greeted with 

synthetic-sounding wheezes and screams. 
The camera pans out to an ecstatically 
clapping crowd. Each member of the au­
dience is a robot with an blank m"etal face. 
They jerk in spasmodic parodies of glee 
each time the 'Applause' sign flashes bril­
liantly above them. 

"What will it be tonight? Gotham Tow­
er? The new First Avenue Bridge? Well, 
you'll know soon 'cause here's your host, 
the old funster himself, The Joker!" 

The Joker glides from behind a crimson 
curtain, accompanied by two leggy, 
masked chorines. The electronic audience 
goes up for grabs. Some of the machines 
literally fall out of their seats. The Joker 
holds up a green-gloved hand, his accus­
tomed leer widening. 

"Why thank you, thank you. You're too 
kind . . .  too kind. " He pauses and stares at 
his two assistants. "Ah, my dears, not be­
ing coy, are we? Come now. " He reaches 
out with both hands and snatches the 
masks off the girls, revealing two brood­
ing, bearded faces. The robot audience 
goes wild, fizzling and popping its 
appreciation. 

"Oh, dear," the Joker says with mock 
dismay. "That was a mistake. Well, on with 
the game. Our first contestant, if you 
please!" 

A side curtain goes up, a turntable 
whirs and spins, and there is Commis­
sioner Gordon, bound and gagged. To his 

Below the blanks is a large chart that 
gives each letter a 3-digit number: 

left and right are two wheels, one depicts 
six Gotham landmarks, and the other 
shows six different forms of destruction. 
(See Chart 2, 'Locations', for the six 
landmarks.) 

"Wellll . . .  shall I explain how we play 
our little game? I'll ask Commissioner 
Gordon to give me ten letters. Those let­
ters might help you figure out a secret 
clue phrase, the clue to which of these six 
landmarkslplantodestroy. •TheJokergestures 
grandly at the wheel with the pictured 
landmarks. "After he sees where those ten 
letters fit in the clue phrase, if at all, I'll 
roll the giant ten-sided die to see how 
many extra letters he gets. If he's clever, 
he'll get lots of letters from the phrase, 
and you should be able to figure out my 
target. 

"And the prize? Why, you'll have a clue 
to my target for tonight. You see, I will 
destroy a famous Gotham landmark, un­
less you pay me $1 million in cash. Fail to 
do so and one of these," the Joker says, 
pointing again to the wheel with the land­
marks pictured, "will experience one of 
these. " He gestures at the wheel adorned 
with explosions, fire, and other ghastly 
destructions. 

"Of course, there's always the chance 
that the Batman or some other meddling 
fool will try to stop me. But that's part of 
the fun too! So, shall we play?" 

"Tonight's phrase, please. " 

The curtain behind the Joker rises and 
the camera reveals the blank letters of the 
clue phrase: 

A . . . 101 B .. . 107 C ... 109 D . . . 125 E . . . 113 F 110 
G . . .  102 H . .. 123 I. . .. 108 J .... 119 K . . . 116 L 111 
M . . .  103 N . .. 117 0 . � . 120 P . . .  115 Q . .. 126 R . . . 112 
S 104 T 121 U . . .  106 V . . .  118 W . . 114 X . . . 122 
y 105 z 124 
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Draw ten boxes for the initial ten letters 
Commisioner Gorden chooses. Then roll 
1D10. Draw boxes that correspond to the 
number of your roll, e.g., if you roll a 3, you 
draw a total of 13 boxes. Then choose 
your letters. Write down the three-letter 
code for each of the letters you choose. 
Then see Chart 1, Game 1 to see what 
position, if any, that letter occupies in the 
clue phrase. 

For example: If you select letter 'a', 
you'd write down 101 next to it. Then, on 
Chart 1, you look up 101 to see what posi­
tion in the phrase letter 'a' occupies. If it 
reads '101-3+8', that would mean that 
you'd find letter a in the third and eighth 
position in the 13 letter phrase. 

When you are done making letter choi­
ces and fitting them into the blanks, the 
Joker turns to the camera for a disturbing 
close-up. 

''There's your clue, dear Gotham. And 
now, I have work to do . . .  unless you 
broadcast your willingness to pay me. 
Just announce over the radio, within the 
next 30 minutes, that you have my $1 
million." (If you pay off the Joker, go im­
mediately to Wheel ofDestruction Night 2 
No. 101.) 

"And folks, don't forget to tune in 
tomorrow night!" 

The sickly-sweet, piano music swells, its 
light frivolity out-of-place. Then, sudden­
ly, the screen goes blank. 

It's Night 1 and you're in Wayne Manor, 
go to No. 14. The madness has begun. 

2 The gaily-painted rides seem sinis­
ter on this moonlit night. A ghost 
park, you think, filled with ghost 

children. Nothing out of the ordinary go­
ing on, though. Return to your last 
number. 

3 The boat turns a corner, and you 
see a sign proclaiming 'The Hall of 
Murder'. You pass by the Jack the 

Ripper, the Boston Strangler, and a host 
of other maniacs. Then, out of the corner 
of your eye, you see a huge axe swing 
down from the ceiling. Use your Acrobat­
ics skill to flip over it. the OV /RV is 2/ 2. 

If you are successful in your dodge at­
tempt, go to No. 99. If not, go to No. 83. 

4 The Batmobile, dark and sleek, is 
kept here. It's currently in fine 
working condition. Using it you can 

travel to all listed locations. (Note: 
Different vehicles have different points of 
arrival.) 

Should any vehicle become damaged, it 
can be repaired here, 1 AP of damage per 
day. The Batmobile exits the Batcave by 
means of the secret ramp. See Locations 
Chart for the point of arrival. 



5 You step up to the small boats that 
run through the ride. When the 
loudspeakers click on, you can hear 

a mad, cackling laugh coming from one of 
the oversized figures that stand outside 
the ride. 

"Welcome to the House of Fear, Batfool! 
Or perhaps you'll reject my friendly house­
pitality." The crazed laughter swells again. 

A trap, you think? A decoy perhaps? Or 
another of the Joker's sick games, a chal­
lenge to see if you can stop him. Or maybe 
it's a combination of all three. 

You can back away. If so, go to No. 82. 
As you're thinking, a small metal boat 
glides up to you, ready for you to embark. 
If you get in, go to No. 35. 

6 You're hiding near the side of the 
shallow channel's walls and you look 
up. You see the blurry face of the 

Joker. He is gesturing wildly to some of his 
goons who are scurrying along the walk­
way that runs through the ride. What will 
you do? 

Prepare something from your utility 
belt? Go to No. 11 .  

Try to move to a spot further on? Go to 
No. 96. 

Wait and watch them? Go to No. 64. 

7 Prying apart the back of the 
recorder, you notice that it acted 
as the control for the cars. There's 

also an odd-looking micro-chip that bears 
investigation back at the Batcave. (When 
you examine this in the lab, it is labelled 
item A102.) Go to No. 69. 

8 You fmd two packets of explosives, 
ready for detonation, which you 
can attempt to dismantle. Roll your 

Combat Skill vs. the intricacy level of the 
detonation mechanism (OV /RV of 7 /7). 
You'll need 1 RAP to dismantle each 
packet. 

Each failed attempt costs 1 round. You 
can keep trying, but after six rounds go to 
No. 27. 

When they're dismantled, you can take 
off after the Joker. Go to No. 31. 

9 The trophy room of the Batcave is 
filled with souvenirs of hundreds 
of cases, cases that seem meaning­

less now. The figure of a huge Tyranno­
saurus Rex stands poised, as if to attack. 
Some of the hats worn by the Mad Hatter 
hang from the wall. And there, swinging 
from the ceiling, is the maddening image 
of the Joker. You stand there, hoping 
some idea will leap out at you. 

Roll your INT against the Joker's. For 
the Result, roll Mind vs. Mind. If you get 3 
RAPs, go to No. 22. If you get 4 RAPs, go to 
No. 46. Anything less, and you move on. 

1 0 "Funworld! The place is too 
darn big to patrol adequately. " 
(Treat Funworld as your first 

location visited if you go there now.) Go to 
No. 207. 

11 Use your Batrope to entangle 
the fleeing Joker, see No. 53. 
Try to use your smoke pellets, 

go to No. 77. 
Or you can go back to No.6 and choose 

again. 

12 The huge Ferris Wheel, its un­
lit letters proclaiming the name 
'Wonder Wheel', stands silent. 

You see a policeman on guard. You can 
try to slip past him. Roll your Thief skill vs. 
an OV /RV of 3/3. If the roll is successful, 
you have passed by him. Go to No. 71 . If 
not, go to No. 44. 

Or you can just approach the cop. Go to 
No.32. 

13 The boat is on a track of some 
kind, and the water is quite 
shallow. 

Try an INT Roll (OV of 7). If you suc­
ceed, go to No. 87. Otherwise, you move 
along, keeping your eyes open. Go to No.3. 

14 Wayne Manor. The Batman (as 
Bruce Wayne) can rest here. 
The entrance to the Batcave is 

here. To enter the cave go to No. 20. 

15 After two phases, Ryan has 
the ride shut off and you can 
get out. Go to No. 69. 

16 Go to No. 90, then return here. 
You11 also notice that the chain 
of the roller coaster is running. 

You can land. Go to No. 37. Or go to 
another location. (See Locations.) 

17 You see an odd shape in the 
sky. A plane, perhaps, circling 
the park very high. If it's a 

plane, it's a very peculiar design. Go to No. 
52. 

18 If you make a skillful throw, 
the rope will catch and you 
can haul yourself away. If 

you're touching the electrically charged 
ceiling and floor at the same time, howev­
er, you'll be killed. As you're mulling it 
over, two of the bumper cars smash into 
you. Go to No. 91 for the result. 

19 You fall into the water. When 
you stand up you see three of 
the Joker's goons. (Go to No. 

57 for their Stats.) They are running to­
ward you on a walkway, and all three 
have drawn their guns and have aimed 
them at you. 

You're about to move, when a nearby 

coffin disgorges its occupant: the Joker 
makes a lively corpse. 

"Don't, Batfool! You'd be dead before 
you got your silly gadgets out. Unfortu­
nately, you've arrived very quickly. No 
coasting for you, eh? Too quickly, in fact. 
No matter. We're almost finished here. 
Still, there's the problem of what to do 
with you. I guess my new pets can take 
care of that. Presenting, for your amuse­
ment, the only House of Fear with live 
alligators!" 

You watch horrorstruck as the Joker 
flips open the hatches of a pair of nearby 
cages and two alligators slither out, into 
the water. 

The Joker cackles gleefully as he dashes 
out the front with his three goons 
in tow. 

The hungry 'gators are moving straight 
for you. It's hard to see them in the dim 
light. What will you do? 

Use your Batrope (if available)? Go to 
No.76. 

Try to get out of the channel before 
either alligator gets you? Go to No. 43. 

Or use something from your Utility 
Belt? Go to No. 86. 

2 0 r��g �u������� to 
the two levels of the Batman's mammoth 
hideout. (See Map 1 . )  Once you are in the 
Batcave, you can move to any of the fol­
lowing halls: 

To the Lab. Go to No. 30. 
The Batmobile/Repair Shop. Go to No.4. 
Batplane/Batcopter. Go to No. 28. 
Computer Crime File. Go to No. 41 . 
Batboat. Go to No. 34. 
Trophy Room. Go to No. 9. 
From here, you can use any of the vehi­

cles to visit locations in Gotham. (See 
Chart 2, Locations.) 

You can also return to Wayne Manor, go 
to No. 14. 

21 If you have not removed the 
Joker's explosives or captured 
him, the park is destroyed in a 

cataclysmic explosion. Fire consumes the 
House of Fear first. Then the rest of the 
park su�cumbs to the inferno. By morn­
ing, there is nothing left but ashes. 

Begin Night 2 with the next Wheel of 
Destruction, go to No. 101. 

2 2 TheJoker never does anything 
for its own sake. There's a! 
ways another hidden purpose 

behind his plans. But what is it this time? 
Go to No.9. 

23 You swing up to the walkway. 
Go to No. 58. 
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2 4 You pry the small laser torch 
out of your belt and flick it on, 
hoping to God that it works. 

It does, causing an eerie glow in the 
cavern. The alligators pause, then move 
toward you again. One of them is just 
within striking range when you aim the 
torch at it. Its great tail flails upward and 
it backs away, sensing a change in your 
modus operandi. Quickly turning to the 
other alligator, you force it to back away 
also. You scramble to the side, climb to the 
walkway, and chase after the Joker. Go to 
No. 31. 

2 5 It seems likely thatit's designed 
to lure you onto the floor. Go 
to No. 70. 

2 6 Even after you are underwa­
ter ,  t h e  al l igators  keep 
coming. They both attack. (Go 

to No. 63 for their Stats.) Then go to No. 
19 to choose an action for the next round. 

2 7 You finish dismantling the ex­
plosives and them you run af­
ter the Joker. Go to No. 115. 

2 8 Both the Batplane and the Bat­
copter are kept in this dis­
guised hangar. The Batcopter 

can land at all of the locations, while the 
Batplane can land at the Batcave and the 
Sky Museum. Both vehicles carry com­
plete communications and surveillance 

gear. If you leave from here, consult the 
appropriate location. 

2 9 The Bat Shield protects you, 
as per the rules. The Rocket 
pack and parachute are use­

less in this confined space. Go to No. 100 
and choose again, but add 1 additional 
car to the ones that are already within 
striking range. 

3 0 Batman's lab is the equivalent 
of a well-eqUipped college labora­
tory. There is an electron mic­

roscope available to make a thorough ex­
amination of fibers and small particles of 
dirt. Chemical analysis can also be done 
to identify the components of various 
substances. 

The results from the lab can be fed into 
the Crime Computer, one flight down. To 
examine an object, you must first locate 
it. You will receive a letter followed by a 
three-digit number. Then you use your 
Science Skill against the listed OV /RV 
Value for that object. 

Object OV /RV 

AlOl 6 

Al02 5 

Results 

7 RAPs, Go to No. 134 
9 or more RAPs, 

GotoNo.108 
7 RAPs, Go to No. 165 
9 or more RAPs, 

Go to No.126 

31 You've made your way out of 
the House of Fear. Roll your 
Combat (Tracking) against a 

basic OV of 2. Use the following modifiers 
for the roll: 

+ 1 Column Shift for each round that you 
fought an alligator. 
+ 1 Column Shift if you had to fight the 
Joker's henchmen. 
+ 1 Column Shift if you removed any 
explosives. 

Make your tracking roll, and go to No. 14 7. 
Otherwise see No. 115. 

3 2 
Goto No. 44. 

3 3 Decide quickly what you'll try: 
Batarang. Go to No. 50. 
Batrope. Go to No. 18. 

Special Gadget. Go to No. 29. 

3 4 The lagoon is still. The dark 
water laps gently against the 
side of the Batboat. This boat, 

capable of the same speeds as a racing 
boat, can take you to: The Batcave, Fun­
world, the Sky Museum, and the Gotham 
Bridge. It is fully linked via radio with 
Police Headquarters. See Chart 2, Loca­
tions , if you leave from here. 

3 5 You sit in the slowly moving 
boat as it moves through the 
heavy swinging doors of the 

House of Fear. You can see graphic three­
dimensional scenes of Dracula, The 
Wolfman, and Frankenstein's Monster. 
This is a good opportunity to use your 
Detective skill. (Use OV /RV of 5) . 

7 RAPs, go to No. 13. 
9 RAPs, go to No. 36. 
10 or more RAPs, go to No. 81. 

When your boat moves on, go to No. 3. 

3 6 As the boat pushes the doors 
open, you notice a walkway to 
the right of the tunnel, proba­

bly put there so the workers could check 
on any problems with the ride, or the 
customers. 

Roll your INT vs. an 0V of7. If the roll is 
successful, go to No. 85. Otherwise, go to 
No.13. 

3 7 You're in the parking lot of 
Funworld. A few policemen 

stand around, looking ill-at­
ease. A young sergeant comes up to you. 
"Sir, the owner's here. He'd like a word 
with you. " 

You look over at the roly-poly owner, 
who looks worried as he steps nervously 
toward you. 

"Er, Mr . . .  Batman. I'm Patty Ryan. If 
there's anything I can do to help .. . " 



Do you want him to accompany you? 
Go to No. 74. 

Will you enter the park alone? Go to No. 
45. 

You can also leave. See Locations, on 
the inside back cover 

If you leave the park, go to No. 21. 

3 8 Everything appears veryquiet. 
No sign of movement any­
where. Perhaps there' s no­

thing happening here tonight. You can 
land. Go to No. 27. Or you can go to 
another location. 

3 9 You can try to use your Detec­
tive Skill here. (OV/RV of 8/8.) 
6 RAPs, go to No. 65. 

7 RAPs, go to No. 52. 
More than 7 RAPs, go to No. 17. 
Anything less and you learn nothing. Con­
tinue investigating. 

40 T h e  r e c o r d e r  c o n t a i n s  
sophisticated electrical cir­
cuits, programmed to react to 

your presence. The Joker is probably no­
where near here. Go to No. 69. 

41 The Computer Crime File can 
do a variety of things. It is the 
copyofalloftheBatman'sinforma­

tion about criminals that he's dealt with, 
as well as a sophisticated device for using 
evidence to solve cases. 

Any evidence found with a computer 
code number (i.e. a letter 'c' followed by a 
3-digit number) can be entered into the 
computer. The computer can use this in­
formation to locate the Joker's secret 
broadcast station. Its ability to do that 
will depend on the amount of evidence 
you've found. If the computer has suffi­
cient evidence, it will indicate that you 
can begin searching for the Joker's 
Hideout. Use an OV /RV of 5/5. 

8 BoDY: 

Powers: Scientist/Detective: 14 APs 

Computer Information: Can only be 
'entered' if you've been given the number: 

cl01-1AP; c102-2APs; c103-1AP; 
c104-2APs; c105-1AP; c201-1APs; 
c202-1AP; c203-1AP; c301-1AP; 
c302-1AP; c303-2APs; c304-2APs; 
c305-2APs; c306-2APs 

Computer Evidence APs can be used at 
any time to see if you can begin the search 
procedure. If you have 0 to 6 APs, go to 
No. 388; 8 to 11 APs, go to 390; 12 to 20 
APs, go to No. 360 

4 2 The Midway is boarded up 
tight. A quick check fails to 
turn up anyone. You can move 

onto another location in the park. Go to 
No.45. 

4 3 You'll need to run quickly 
through the water, a difficult 
task. You will need to push the 

Automatic Action of running (use your 
character's DEX), due to the resistance of 
the water. Treat the OV/RV as 6/6. You'll 
need at least 6 RAPs to outrun the alliga­
tors. Succeed, and you get out and can 
follow the Joker, go to No. 31. Fail, and the 
'gators attack you as you stumble in the 
water. Go to No. 63 for their attack, then 
go to No. 19 to choose again. 

4 4 The policeman's quite obser­
vant. "Halt!" he shouts, his gun 
pointed right at you. "Oh, it's 

you, Batman. I'm sorry about . .  ." 
You tell him to forget it, reassuring him 

that he's doing a good job. When you ask if 
he's seen anything suspicious, he reports 
that it's been quiet. 

You can move on to look at the Ferris 
Wh eel or the Bumper Cars. Go to No. 67. 
Or you can go to some other area in the 
park,go to No. 45. 

4 5 Once you enter the park you 
can begin exploring the differ 
ent sections. (Look them up 

on Map 4.) 

A: Kiddieland, go to No. 2. 
B: Bumper Cars/Ferris Wheel, go to No. 12. 
C: Midway, go to No. 42. 
D: House of Fear, go to No. 72. 
E: Roller Coaster, go to No. 117. 

Make a note of which areas you visit 
and the order in which you visit them. You 
can also return to your vehicle; either go 
to No. 37 (Parking Lot) or go to No. 66 
(Dock). 

4 6 More than money, more than 
crime itself, the Joker has one 
overriding passion-The Batman! 

To humiliate, perhaps even destroy the 
Batman would be worth the world to the 
Joker. You realize that you must be care­
ful of what may be a deadly trap. (Reduce 
any surprise bonus against you by 2 co­
lumns.) Go to No. 22. 

4 7 A successful throw reveals that 
the box is firmly attached to 
the floor. Go to No. 70 and choose 

again. 

4 8 Patty sees the object too. 
"That's very odd. My people 
wouldn't leave something on 

the floor like that. You'd better have a 
look." Go to No. 70. 

4 9 You'll have to move gingerly to 
try and blow up one of the 
animals. It will be necessary to 

place the explosive precisely. Roll using 
9/9 as the OV/RV. If you achieve 2 RAPs, 
you manage to place the explosive and 

blow up one of the alligators. The other is 
momentarily stunned. Go to No. 19 to de­
termine how you deal with the other alli­
gator when it starts moving again. 

Fail, and both alligators attack you. Go 
to No. 63 for the alligators' stats, then go 
to No. 19 to pick an action for the next 
round. 

50 You spot the controls to the 
Bumper Cars. A pin-point 
accurate hit could shut the 

ride off. 
This is a Trick Shot with an OV /RV of 

5/3. Roll your DEX against the OV, and 
then compare your STR to the RV. You will 
need 3 RAPs to shut off the ride. If you 
succeed, you can get out. Go to No. 69. If 
not, 5 of the deadly Bumper Cars attack 
you. Go to No. 91 for their attack, then go 
to No. 100 for the next round 

51 You see two large objects tum­
ble into the water in front of 
you. Then you see two sets of 

brilliant white teeth glistening in the 
murky water. You quickly pop your head 
up and you hear the Joker's maniacal 
laughter, as he dashes along the walkway 
and out of the ride. 

You can try to use your Batrope to get 
out of the way. Go to No. 76. 

You can try to run out of the water 
before either alligator gets you. Go to No. 
43. 

Or you an try to use something from 
your Utility Belt. Go toNo. 86. 

52 
No.65. 

You hear the unmistakable 
clang of the roller coas­
ter in the background. Go to 

5 3 Roll your DEX with the rope 
vs. the Joker's DEX. Succeed, 
and go to No. 110. Fail, and go 

to No. 19. 

54 Patty can unlock the control 
box and take you up to the 
top. If you go up, go to No. 97. 

And remember that you can also ride 
down. 

5 5 You land smoothly next to the 
big wheel. Go to No. 67. 

5 6 Looking over in the direction 
of the Bumper Cars, you think 
you see someone standing in the 

shadows. Behind you, you can see lights in 
the House of Fear. If Patty Ryan's with 
you, go to No. 75. If you want to walk over 
to the Bumper Cars, go to No. 12. If you 
want to check out the House of Fear, go to 
No. 95. Otherwise, you can move on to 
some other location. Go to No. 45. 
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5 7 Each goon has a STR of 2 
and a DEX of 3, and each 
carries a .45 ( + 1 modifier).

Each goon you hit will panic and run 
away. If they hit you for three APs of 
damage, they will untie the Joker and run 
out of the ride. You can then chase them, 
go to No. 31. Return to last number. 

58 You begin to move through 
the ride on the walkway, 
slightly ahead of the small boat. 

You come to a curve and pass under a sign 
that reads 'The Hall of Murder'. You are 
surrounded by some of the most grue­
some creatures in recorded history: Jack 
the Ripper, the Boston Strangler, Blue­
beard. Then you see another demented 
criminal, the Joker, only this one's real 
and he has brought three of his goons 
with him. They seem to be fiddling with 
something. 

Try your Thief (Stealth) Skill to roll 
against the Joker's INT (both OV and RV 
value) .  

Succeed and you get surprised. 

Go to No. 57 for the goons' Stats. They 
will attack you while the Joker runs. 
When you defeat them, you can go after 
the Joker. Go to No. 31. If you become 
unconscious, you are pulled out of the 
ride by the police and learn . . .  go to No. 
21. If you want to look for any explosives 
to deactivate after the goons are defeat­
ed, go to No. 8. 

59 You could leap up to the 
walkway. Use your Acroba­
tics skill against the OV /RV of 

3/3. If the action is successful, go to No. 
58. If you fail, go to No. 19.

Or you could try to use the Batrope. Try 
to throw it to latch onto one of the walk­
way's metal posts. Use your DEX vs. an OV 
of 6 APs, then go to No. 23. If you fail, go to 
No. 3 as the boat moves on. 

6 0 If you're arriving by Batboat, 
go to No. 66. If you're arriving 
by Batcar, go to No. 37. If 

you're arriving by Batcopter, go to No. 94. 

6 1 The pellets explode, giving off 
heavy, acrid smoke. But the 
hungry alligators dive under­

water to attack you. Go to No. 63 for the 
first phase attack, then go to No. 19 to 
choose again. 
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6 2 The attack stops suddenly.
Police arrive quickly, picking 
up the wounded Batman.

Despite the wounds, you will be suff­
iciently recovered to learn of the disaster. 
Go to No. 21. And you'll be able to try to 
stop the next one. Go to Night 2, No. 101. 

6 3 Each alligator attacks by mak­
ing a lunge with its open jaws. 
Their DEX is 2 in the water, 

and their STR is 3 if they hit. In addition, 
they have an Attack Advantage of 2. Bat­
man's DEX is reduced to 7 APs when he is 
in the water. After each alligator attacks, 
go to No. 19 for the next round. 

64 You can see the Joker point­
ing.to various places. It seems 
that he's trying to indicate that 

he's put something at the locations. Could 
it be explosives, you wonder? Then they 
start moving down the walkway out of the 
ride. 

You can chase after them. Go to No. 31, 
or go look at the things that the Joker 
pointed out. Go to No. 8. 

6 5 A door in the back of the 
House of Fear appears open. 
You also see someone stand­

ing near the Bumper Cars. You decide to 
dock. Go to No. 92. 

6 6 You could go up and down the 
length of the park before dock­
ing. If so, go to No. 39. If not,

you dock. Go to No. 92. Wh en you leave 
the park, go to No. 21. 

6 7 The Ferris Wheel is quiet. You 
can climb to the top if you 
wish, go to No. 73. If Patty 

Ryan's with you go to No. 54. 
You can also go over to look at the 

Bumper Cars. Go to No. 70. 
Or you can go to some other area of the 

park. Go to No. 45. 

6 8 Using the rebreather, you fol­
low the metal rail that the 
boats follow, as they move 

through the House of Fear. After passing 
through a narrow dark channel, you come 
to an open area. You see indistinct figures 
moving about, and you hear voices. 

Roll your Thief skill to see if your stealth 
helps you hide. (Roll vs. an OV value of the 
Joker's 9 APs of INT). 

If you are successful, go to No. 6. If not, 
go to No. 51. 

6 9 The master control is shut off, 
and you can now examine the 
tape recorder in the Bumper 

Car Rink. 
It appears ordinary, though it must be 

radio-controlled. You can use your Detec­
tive skill to see what you can learn from it. 
(It has an OV /RV value of 7/7 APs ). 

If you get 6 RAPs go to No. 40 
7 RAPs, go to No. 98 
9 RAPs or more, go to No. 7.
You can now go to the ferris wheel, No. 

67, or some other location in the park, go 
to No. 45. (Use normal recovery rules to 
recover from any damage suffered.) 

7 0 Everything looks normal on 
the glistening floor of the ride, 
until you notice a black object 

resting square in the center. A variety of 
thoughts occur to you. A trap . . .  a bomb . .
. or maybe it's merely something the ride's 
operator left behind. 

You can go in to examine it. Go to No. 
100. 

Try to us your Batrope to bring it to you. 
Go to No. 47. 

Ignore it. Go to No. 67. 
You can also roll your INT vs. an OV of 6. 

If you make a successful roll, go to No. 25. 
(If Patty Ryan's with you, go to No. 48 

before you decide.) 

7 1 Hmm. Wouldn't be hard for 
the Joker to sneak by. You 
can examine the Ferris Wheel. 

Go to No. 67. Or the Bumper Cars. Go to 
No. 70. Or you can go to some other area 
in the park, No. 45. 

7 2 If you came here directly 
from the parking lot or dock 
and you did not go to another 

location in Gotham before this, go to No. 
56. Otherwise, go to No. 82. 

7 3 You can use your Acrobatic 
skill. The OV /RV is 5/5. You 
will need 1 RAP to climb it. 

When you're at the top of the wheel, go to 
No. 97. If you fail, you take 1 AP of dam­
age. To try something else, go to No. 67. 

74 Patty can help you to get 
access to any of the park's 
rides. Note down that he's with 

you. Then go to No. 45. 

7 5 ''That's odd," he says quietly. 
"Place should be locked up 
tighter than a drum. Perhaps 

you'd better have a look-see." Go to No. 56. 

7 6 Roll your DEX vs. an OV /RV 
of 6/6. Make at least 1 RAP, 

and you can hoist yourself 
away to chase the Joker. Go to No. 31.  
Fail, and both alligators attack. Go to No. 
63. 

7 7 The smoke pellets create an 
incredible fog in the small 
chamber and you wonder 

whether that was such a good idea. You 
reach to grab hold of the Joker, only to 
feel the lifeless arm of Jack the Ripper. 

The Joker's laugh echoes as he leaves. 
You head down the walkway. Go to No. 
31.



7 8 The police have lights on in the 
park and you see police walking 
around. You can use your De­

tective skill here, using an OV /RV of 8/8. 
If you get 6 RAPs, go to No. 38. 
7 RAPs, go to No. 90. 
9 RAPs or more, go to No. 16. 
When you are done here, you can land 

in the parking lot. Go to No. 37. 

7 9 Everything's locked tight. There's 
a heavy steel door back here, 
but it's bolted from the inside. 

It appears that the only way inside is 
through the front. Go to No. 5. Or you 
could go to some other location, No. 45. 

8 0 There are five cars positioned 
to strike. Roll your DEX vs. 
each car (using the car's speed 

of 6 APs as the OV) to dodge them. lf you 
fail to dodge, go to No. 91 for the effect. 

If you dodge all five, roll DEX/STR vs. 
OV /RV of 6 for the APs of distance you 
accumulate toward getting out of the 
Bumper Car Rink You need a total of 4 
RAPs to get out. 

After each phase there will be 1 D l 0  
cars ready t o  attack i n  the next phase. 
When you get out, go to No. 69. 

81 You hear voices echoing from 
inside the ride. There are 3, may­
be 4 people inside. Add 2 to all 

Initiative rolls while you are in the House 
of Fear. Go to No. 36. 

8 2 You see someone standing near 
the Bumper Cars. Behind you, 
the House of Fear has some of 

its garish lights on. If you want to investi­
gate the bumper cars, go to No. 12. If you 
go to the House of Fear, go to No. 93. 
Otherwise, you can go to some other loca­
tion in the park, No. 45. 

8 3 The heavy, papier-mache axe 
hurtles into you, and its blunt 
edge knocks you out of the 

boat. Lose 2 APs of BODY. Go to No. 19. 

8 4 There are five cars within 
striking range. In order to 
make it out of the rink, you 

must flip over 3 of them, bounce off the 
seat of a fourth, catch a pole, and swing 
clear of the rink, a very tricky maneuver. 
Use your Acrobatics skill against an OV I 
RV of 1 0/ 1 0. If you get 1 RAP or more, you 
make it out of the ride, go to No. 69. 

If you fail, you slip on the floor. All five 
cars hit. (Go to No. 91 for effect.) For the 
start of the second phase, go to No. 100. 

8 5 If you jump successfully or 
use the Batrope you can get up 
to the walkway. To try either, 

go to No. 59. Otherwise, go to No. 13. 

8 6 What will you do? Try some 
smoke pellets? Go to No. 61. 
Use your plastic explosives? 

Go to No. 49. 
Put your rebreather on and go under 

the water? Go to No. 26. 
Take out the micro laser torch? Go to 

No. 24. 
Try to use your Batrope? Go to No. 76. 

8 7 The thought occurs to you that 
it might be safer to get out of 
the boat. Perhaps you should 

use the rebreather. If you want to do that, 
go to No. 68. If not, the small boat keeps 
moving on. Go to No. 3. 

8 8 You find the back door ajar, 
and through the opening 

you hear voices. Although it's 
fairly dark inside, there's enough light for 
you to be seen. You kneel down and push 
the door open a bit more. You crawl 
inside. 

You find yourself on a narrow ledge in 
the company of some of history's most 
murderous villains ... Jack the Ripper, Liz­
zie Borden, Blue Beard, and the Boston 
Strangler. A cheery little exhibit. Just 
ahead you see a narrow channel-the place 
where the small boats travel through the 
ride. The water looks to be a couple of feet 
deep, and it's the only place you can go. 

You could put on your rebreather and 
try and sneak up on the people whose 
voices you hear. Go to No. 68, or you could 
go around to the front of the ride. Go to 
No. 82. 

8 9 You might be able to just reach 
up and pluck him off the walk­
way. If you try that, go to No. 

112. If not, return to No. 6 to choose 
again. 

9 0 There appears to be someone 
standing in the open by the 
Bumper Cars, but it's too dark 

to be sure. Then, as you swing over the 
beach area, you pass the back of the 
House of Fear. You can see that the back 
door seems slightly ajar. You can land, go 
to No. 37, or go to some other location. 

91 Each Bumper Car attacks with 
an AV/EV of 6/5. All damage 
is subtracted from Batman's 

BODY. If the Batman becomes uncon­
scious go to No. 62. Go to No. 100 for the 
next phase. 

9 2 There are only a few rental fish­
ing boats here. And, oddly 
enough, there's no one guard­

ing this entrance. Perhaps everyone is at 
the parking lot. Go to No. 37. You can walk 
over there, or start investigating in the 
park from this location. See No. 45 for 
Locations. You're on Map 4. The Batboat 

will be here when you're ready to leave. Go 
to No. 21 as you depart. 

9 3 Do you want to look in the 
front? go to No. 5; in the 
back? Go to No. 79. 

94 You can take a swing around 
the park to look for signs of 
trouble. Go to No. 78, or you 

can land in the parking lot. Go to No. 37. 

9 5 The House of Fear glows 
strangely under the fluor­
escent lights. Enormous heads, 

set at bizarre angles, leer down. The wild­
eyed figures painted in the background 
seem frozen in a state of deranged mirth. 

Everything is quiet. The small boats are 
lined up to the side, awaiting the next 
day's passengers. 

Do you want to go up to the front of the 
ride and look around, go to No. 5, or do 
you want to check in �he back of the build­
ing? Go to No. 88. 

9 6 Roll your Thief skill vs. the Jok­
er's INT (9). If you succeed, go 
to No. 89. If you fail, go to No. 

51. 

9 7 The roller coaster chain is run­
ning. You also see lights burn­
ing in the House of Fear. 

You can climb down. Go to No. 73. Or 
you can swing down with your Batrope. 
Go to No. 55. If you can ride down, go to 
No. 67. 

98 You notice some tiny specks of 
dirt inside the recorder. You 
gather them up and put them 

inside a compartment on your Utility Belt. 
(This is item A l 0 1  when you analyze it in 
the Batcave.) Go to No 69. 

9 9 The axe smashes into your 
boat, breaking it in half. You 
find yourself in the water, the 

chamber filled with the maniacal laugh of 
the Joker, go to No. 19. 

1 0 0 As soon as you approach 
it, a familiar cracking vo

.
ice 

emanates from the tmy 
recorder. 

"Greetings, Batfool. How nice of you to 
play my little game," the Joker taunts. 
"And my, aren't bumper cars FUN!" 

At the sound of the word 'fun', all the 
lights come on, knife points pop out of the 
front of the cars, and, with a crackle of 
electricity, the cars are ready to bear 
down on you. 

You must act quickly! 
Do you want to run for it? Go to No. 84. 
Concentrate on dodging the cars? Go to 
No. 80. 
Use a piece of equipment? Go to No. 33. 
If Patty Ryan's with you, go to No. 15. 
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1 0 1 It's 7:3
.
o .

. 
For a momentthe 

televisiOn screen goes 
blank, as the regular sig-

nal is blocked out. Then the sound comes 
on, followed by the flashing 'Wheel of Des­
truction' sign. 

"Yes," the announcer shouts, "ladies 
and gentlemen, once again it's time for 
that fabulous new game, Wheel of 
Destruction!" 

The camera pans out to the mechanical 
audience. This time, each one of them is 
wearing a gaily colored, paper party hat. 
Again they writhe recklessly, as the canned 
applause swells. 

"And here's your host, the Crown Prince 
of Crime, the Joker!" 

The applause becomes a roar, as the 
Joker strolls out from behind the curtain. 

"Ah, welcome to another opportunity 
to match wits. (Though how I can match 
wits with the witless is a real puzzle!)" 

"Is the commissioner ready?" the Joker 
yells, and another curtain parts to reveal 
the commissioner, gagged as before. "Well 
then, let's play the game!" 

A curtain rises revealing 1 8  blank 
spaces: 

1 0 2 You're at the Funworld 
parking lot when you �et 
a message on your radio-

phone. Go to No. 257. 

1 0 3 B�bbl�s i� the water, 
ghstenmg m the moon­
light as they break the 

surface. Something underneath the bridge 
is making those bubbles. Treat the next 
location you go to as your first location. Go 
to No.109. 

1 04 You hear HarryBlack say 
"Goodbye, friends."You turn 
in time to see him wield-

ing a wrench that comes crashing down 
on top of your head. 

Harry's DEX is 3. Reduce your DEX by 2 
Column Shifts due to the surprise attack. 
If he hits, go to No. 130. If not, you get to 
take a swing at him next phase. If you hit, 
roll against his STR ( 4 APs) for damage. 

1-2 RAPs: He takes the damage, but he's 
ready for another round. His Initiative is 
10. See above for any hits. 

3-4 RAPs: He falls in the river. 

A . . .  203 B .. . 209 C . . .  215 D -. .. ."221·� E 
.

.. . 210 . f . . . 204 · 
G . . .  222 H . . . 216 I . . . . 205 J �  . .. .. 205 K . . .  ·217 L . ... 223 
M . .. 212 N .. . 206 0 . . . 224 . P .. .  218 Q-.. �. 207 R .. . 213 
S . .. 219 T . . . 225 U . .. 201 V . .  ·. 214 . .  W . .  208 X . . . 220 
y . . . 226 z . . . 202 

Choose your frrst ten letters and the 
accompanying number. Then roll 1 D 1 0 to 
see how many additional letters Commis­
sioner Gordon gets. See Chart 1 /Game 2 
for their positions, if any, in tonight's 
phrase. When you have fmished, the Joker 
looks out into the audience and says. 

"Now for a spin on the destruction 
wheel. Oh, but you don't see that. I've al­
ready given you too good a clue. And re-
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member, payment of $1 million will save 

this famous landmark. So, until tomorrow, 

this is the Joker, hoping that all your little 

bat-wheels are spinning merrily along." 

The screen goes blank, except for a lum­
inous, lingering afterimage of the Joker's 
face in reverse. 

You are at Wayne Manor. Choose your 
frrst location for Night 2. 

If you pursue him, go to No. 200. If not, 
return to No. 149. 

He will fight until you knock him un­
conscious or until he's knocked into the 
water. 

1 0 5 You arrive at the deserted 
m useum parking lot. 
The buildings are dark, 

but the police have set up lights around 
the park. As you start to enter this unique 
museum, one of the policemen on duty 
runs up to you. "Message, sir, on the ra­
dio." You run back to the radio. Go to No. 
150. 

1 0 6 You can try using your 
Detec tive s kil l  here.  

(OV/RV of 8/8.) 
6 RAPs, go to No. 132. 
7 RAPs, go to No. 201. 

9 RAPs or more, go to No. 228. 
Fail, and you can go ahead and dock 

your boat, go to No. 172. 

1 0 7 The Bridge is still, closed 
to traffic at both ends. 
You're about to explore it 

when a police officer runs up to you. "Mes­
sage, sir." He hands you the radio, go to 
No. 150. 

1 0 8 The crystalline deposit is 
similar to the material 
found in the Hood Moun-

tain Range that begins west of Gotham 
and runs to the South. Treat this as com­
puter evidence cl02 when it is placed in 
the Bat-computer. Go to No. 134. 

1 0 9 The foamy wake of some 
kind of vessel is barely vis­
ible, riding on the moon-

lit water. Go to No. 129. 

1 1  0 TheJokertripson thewalk­
way. His three goons 
turn quickly toward you. 

Conduct combat with them. Go to No. 57. 
After three rounds, the Joker gets up. At 
that point, go to No. 120. 

1 1 1  There are pine needles 
on the lapel of the Joker's 
coat. Treat this as object 

A102 when analyzing in the lab. Return to 
No.122. 

1 1 2 Roll your Acrobat skill 
against an OV /RV of 4/4. 
If you fail, go to No. 51. 

If you make it, the Joker might still be 
able to dodge. Roll his DEX vs. yours. If he 
succeeds, go to No. 51. If not, go to No. 
122. 

1 1 3 You're at the Tower, 
Gotham's tallest building. 
Just as you begin to look 



over the building, a police officer runs up 
to you. "Message, sir," she says urgently. 
"You can take it in my patrol car." Go to 
No. 150. 

1 1  4 As the Joker's plane soars 
away, you curse your 
failure to capture the 

madman. But at least you saved the park 
from disaster. Tomorrow, though, begins 
a new Wheel of Destruction, and another 
exercise in madness. 

You quietly ignore the reassuring com­
ments of the police as you leave the park 
for the brooding solace of the Batcave. 
Begin Night 2. Go to No. 101. 

1 1 5 You can't see the mad 
man anywhere when you 
hear laughter and you 

see the Joker on top of the aptly named 
Demon Coaster. 

"Farewell, Batfool. This is the end of the 
frrst game. Fun, wasn't it?" 

Joker's plane comes out of the sky. A 
bar is suspended from its bottom, which 
the Joker grabs as it glides over him. The 
Park's loudspeakers echo with his laugh­
ter. If you've dismantled the explosives go 
to No. 114. If not, go to No. 118. 

1 1 6 You run back to the park 
ing lot. Record any RAPs 
gained. If you fail, go to 

No. 123. Otherwise, you get back to the 
Batcopter and quickly get it into the air. 
Got to No. 135. 

1 1 7 You arrive at the roller 
coaster and see that the 
chain is running. Then 

you hear the Joker's familiar, maniacal 
laughter behind you, coming from the 
House of Fear. If you go there, go to No. 72 
and add +2 to your initiative. 

If you decide to investigate the coaster 
now, go to No. 139. 

1 1 8 Explosives consume the 
House of Fear, triggering 
a massive fire that tears 

through the old park. You've failed totally. 
The Joker's plane soars away, illu­

minated by the brilliant flames. You run 
to escape the heat that is engulfing the 
area. You run, already thinking about the 
horrors to come tomorrow. 

Begin Night 2. Go to No. 101. 

1 1 9 You maneuver the copter 
closer to the crest of the 
ride. The Joker is standing 

up in the lead car, about to step out. He 
glances up, and a look of fear crosses his 
face. Then, as he gazes up, a strange plane 
swoops down. The plane has a bar 
suspended from its underside. 

You have to use your Batarang to snare 

the Joker before his plane reaches him. 
Roll your DEX vs. the Joker's DEX, then 
STR VS. STR. 

If you get 1 -2 RAPs, go to No. 154. 
3 RAPS, go to No. 155. 
4 or more RAPs, go to No. 138. 
You can add any bonus APs for time 

that you've earned. Fail and go to No.146. 

1 2  0 The Joker reaches into 
his pocket and, with a sly 
grin, says, "Why Batman,

I believe that you're catching a cold!" Then 
he throws a fistful of powder into your 
face. You collapse, sneezing and the Joker 
dashes out, chortling. 

You cough, trying to clear your lungs, 
and then give chase. Go to No. 31.

1 2 1  T�e rocket ?ack fires
qmckly, carrymg you up 
to the top of the Demon 

Coaster. Go to No. 153. 

1 2  2 You pull the stunned
Clown of Crime into the
water. His goons pull out

their .45 automatics, but seeing their boss 
in the tight grip of Batman, they run away. 

Well, it appears the game is over. Try 
your Detective skill (OV /RV of 5).  

1 -2 RAPs, go to No. 111. 
3-4 RAPs, go to No. 142. 
5 or more RAPs, go to No. 166. 
Then go to No. 140. 

1 2  3 In the murky darkness, 
you stumble over a rail. 
You try to cushion your 

fall, but you land hard, spraining your 
ankle. You limp to the Batcopter and go to 
No. 146. 

1 2  4 Nothing appears out of 
the ordinary. If Harry
Black is with, you go to 

No. 184. Otherwise, return to No. 172 and 
continue investigating. 

1 2  5 If you came to the Bridge
as afirst location and have 
visited only two places on

the bridge, go to No. 210. Otherwise, your 
batlight picks up the Joker scrambling in­
to his Flying Fish Submarine. There seems 
to be no way you can catch him. Still, if 
you're wearing the rocket pack, go to No. 
227. If not, you watch helplessly as the 
Joker's Sub pulls away. If the bombs aren't 
dismantled, go to No. 18. Begin the Wheel 
of Destruction, Night 3, go to No. 213. 

1 2  6 The pine needles seem to 
lack moisture indicating 
that they came from a 

high-altitude tree. Go to No. 165.

1 2  7 You grab the control stick 
for the ride and it comes 
out in your hands. You hear 

laughter and look up the long slope of the 
coaster. The Joker's plane is swooping 
down, its odd colors glowing in the night. 
Go to No. 135. 

1 2  8 You see a small wake in 
the water, yet there is no 
boat in sight. Go to No. 

183. 

1 2  9 Traffic seems normal, but 
the river appears unusu­
ally quiet. There arc no 

tugs or barges anywhere in sight. Go to 
No.157. 

1 3 0 His STR is 4. If he causes 1 
or 2 RAPs of damage, go 
to No. 193. 3 or more, go 

to No. 200. 

1 3 1 You can dismantle the 
explosives. Roll your Com­
bat (Demolition) skill vs. 

OV /RV of 5/5 for each explosive. 
There are 3 explosives on this tower.

Record how many attempts ·it takes to 
remove each. When you have finished, go 
to No. 192. 

1 32 A quick check of the 
bridge shows nothing un­
usual. You can try your 

vehicle skill. Go to No. 225. 

1 3 3 You're on the way to the 
world famous museum 
when you get a message 

on the radio. Go to No. 150. 

1 3 4 The dust particles appear 
to be an ordinary combi­
nation of the rich topsoil 

found west of Gotham and minute depos­
its of mountainous Quartzite. (Treat this 
as Computer input clOl . )  Go to No. 30. 

1 3 5 If you gained 4 APs of
time, go to No. 119. Oth­
erwise, you see . . .  go to 

No. 146. 

1 3 6 You can lower yourselfto 
the water's surface using 
your Batrope. Once you 

are there, you swim under the bridge look­
ing for anything suspicious. 

If you want to swim over to either tow­
er, go to No. 188. Otherwise, you notice 
nothing and you can hoist yourself back 
up. Go to No. 172. 

1 3 7 Using your Batlight you 
find 3 explosives attached 
to the tower. You can 

begin dismantling them. Go to No. 131 .  

1 7



1 8  

1 3 8 Your rope finds its mark 
and you quickly lower the 
Joker to the waiting po-

lice. Go to No. 182. 

1 3 9 The roller coaster's chain 
is indeed running, and the 
string of cars is locked in 

place, ready to start its journey up the 
first big slope. 

You begin looking around the ride's 
controls. You hear the sound of the cars 
engaging with the chain. Go to No. 147. 

1 4 0 In a flash, a huge balloon 
inflates on the Joker's 
shoulder. The balloon is a 

copy of the Joker's head. 
"Two heads are better than one!" he 

laughs. The Joker's second "head" ex­
plodes, releasing a noxious gas. As you 
double up in pain, you notice the special 
nose clip that the Joker wears. 

He darts away. It will be minutes before 
you can follow him. Go to No. 31. 

1 4 1 You're at the Tower, 
Gotham's tallest building. 
Just as you begin looking 

over the building, a police officer runs up 
to you. 

"Message, sir," she says urgently. "You 
can take it in my patrol car." Go to No. 
257. 

1 42 You see the Joker glance 
nervously at the spot 

where one of his goons 
was lidgeting earlier. If you examine it 
before leaving here, go to No. 8. Return to 
No. 122. 

1 4 3 The bridge's towers are 
each over 1 000 feet high, 
with massive cables that 

run through holes at the tops. 
To climb either tower, roll your Acrobat 

skill against an OV of 3. If you fail, go to 
No. 1 89. If you succeed, Go to No. 149 for 
Tower A, for Tower B, go to No. 191.  If 
Harry Black is with you go to No. 174. You 
can also go to some other spot on the 
bridge, No. 172. 

1 44 You arrive at the desert­
ed parking lot of the mu­
seum. Your radio crack-

les to life and you hear an urgent message. 
Go to No. 257. 

1 4 5 He suggests going to the 
top of one of the towers 
to get a better look. You 

can follow his suggestion and go to No. 
143. Or return to No. 175. 

1 4 6 The Joker has stepped 
out of the coaster and he 
stands near the edge as 

his oddly colored plane swoops down to 
pick him up. 

He grabs for a bar suspended from the 
plane, makes it, and then scrambles into 
the plane. Then, with a burst of speed, his 
jet blasts away as all the park's loud­
speakers echo with his laughter. If you've 
dismantled the explosives go to No. 1 14. If 
not, go to No. 1 18. 

1 4 7 You see the Joker run­
ning to the Demon Coas­
ter. He hops into the lead 

car as it begins its climb. You run after 
him, but the cars are already climbing to 
the top. The Joker looks back and gives 
you his most revolting leer. What to do? 

Head back to the Batcopter (if you 
brought it)? Go to No. 1 16. 

Try to shut the ride down? Go to No. 
127. 

Try to climb the coaster to catch the 
Joker? Go to No. 171.  

Or, if you have the rocket pack and 
want to use it go to No. 121.  

1 4 8 To see what you learn, 
use your skill against an 
OV/RV of 1 0/10. 

With 2 RAPs, go to No. 129. 
3 RAPs, go to No. 109. 
4 RAPs or more, go to No. 103. 
Anything less and you learn nothing. Go 

to No. 157. 

1 4 9 The lights of Gotham are 
behind you. The bridge 
glistens like a sleek beast 

straddling the dark river. 
If you are with Harry Black, go to No. 

104. 
If you came to the Bridge first tonight, 

go to No. 1 57. 
Otherwise, you can try to look for some 

sign of the Joker or any suspicious vehi­
cles. Try your Detective skill against an OV 
of 8, or your Vehicle skill vs an OV 10. (You 
can try only one.) Make either, and you go 
to No. 1 96. Fail, and you pick another 
location. Go to No. 172. 

1 5 0 "Sergeant Reilly at Fun­
world, Batman. We think 
something's up here. We 

saw someone at the Bumper Cars. Also, 
one of the guards at the House of Fear hasn't 
reported back." 

You got the wrong place, you think. And 
you wonder if it's not already too late. Go 
to No. 60. (But only if you can with your 
current transportation. You may have to 
return to the Batcave.) 

1 5 1 Your infra-red flashlight 
picks up some divers just 
below the water, affixing 

something to the tower. In the back­
ground you can make out a dark shape. 

Will you swim toward the shape (No. 
210) or toward the figure near the tower 
(No. 181)? 

1 5 2 Harry tells you that the 
tower is very slippery. He 
could lower you by your 

Batrope. If you let him help you, go to No. 
169. If not, return to No. 183 and choose 
again. 

1 5 3 You're at the crest of the 
first hill of the Demon 
Coaster and you see the 

Joker standing up in the first car, about to 
get out. He looks up and you see him gaze 
at his strange plane as swoops down. 
There is a metal bar suspended from the 
plane's undercarriage. 

You'll have to try and snatch the Joker 
before his plane can pick him up. 

Roll your DEX vs. the Joker's, then STR 
vs. STR. 

1 -3 RAPs, go to No. 154. 
4 or more RAPs, go to No. 138. 
If you fail, go to No. 146. 

1 5 4 Your rope finds its mark, 
but the Joker slithers out 
of it before you can pull it 

tight. His radio-controlled plane glides by 
him. Go to No. 146. 

1 5 5 Your rope finds its mark, 
and you quickly pull it 
tight. But then you see 

the Joker's plane coming right between 
you and the Joker, as if to slice the rope in 
two. 

Try your Vehicle skill vs. the Joker's 
plane and its computer control (OV /RV of 
8/8). If you get 1 RAP or more, you 
second-guess the plane's maneuver, and 
you hoist the Joker away, down to the 
waiting arms of the police. Go to No. 182. 

If you fail the roll, the rope is cut and 
you see Joker struggle from its bonds. He 
grabs for the suspended bar, and the glid­
ing plane's engines fire up and it soars 
away. 

If you've dismantled the explosives, go 
to No. 1 14. If not, go to No. 1 18. 

1 5 6 You take 7 APs of dam­
age to your BODY and 
you fall momentarily un-

conscious. When you recover, you're on 
the shore and the Gotham Bridge is gone. 
No one says anything to you and, not sur­
prisingly, you have nothing to say. 

Use normal recovery rules and begin 
Night 3, go to No. 213. 

1 5 7 You can try to look for 
some sign of the Joker. 
Try a Detective skill roll 

using an OV /RV of 8/8. If you get 1 or 
more RAPs, go to No. 148. If not, you can 
try your Vehicle skill. Roll your skill vs. an 
OV /RV of 10. If you make it, go to No. 185. 

Fail both, and you notice nothing. Go to 
No. 143. 



1 5 8 You can radio ahead to 
have the bridge shut 
down, based on the Wheel 

of Destruction clue. Gain + 10 Hero Points 
at the end of the adventure. Go to No. 186. 

1 5 9 How are you travelling to 
the bridge? 
Batmobile? Go to No. 162. 

Batcopter? Go to No. 198. 
Batboat? Go to No. 173. 

1 6 0 Your eye is caught by the 
gentle V of a wake in the 
water. Yet, there is no 

ship in sight. Then, your infra-red light 
picks up bubbles rising in the water. 
Something, it would appear, is travelling 
under the bridge. Treat your next loca­
tion as your first location. Go to No. 157. 

1 6 1 You're atthe water's edge 
and you don't see any­
thing out of the ordinary. 

Select another location. Go to No. 172. 

1 6 2 The Batmobile pulls up 
to the Gotham entrance 
of the  First Aven u e  

Bridge. You park off to the side and head 
to the pedestrian walkway. Go to No. 172. 

1 6 3 Your flashlight picks up 
some shapes in the water 
below. Go to No. 183. 

1 64 TreatthefollowingasCom­
puter information c201 
when entered as evidence 

into the Batcomputer. 
You swim to the bulwark and haul 

yourself up to the small area surrounding 
the steel tower. Then, you see a line of 
bubbles below the surface of the water. A 
mini-submarine surfaces, bedecked with 
the odd shape and colors that identify its 
demented owner as the Clown Prince of 
Crime. The sub turns and its bow reveals 
an oversized, painted Joker-face. A hatch 
at the top opens and the one and only 
true Joker pops up. 

"A nice night for a swim, Batfish. I 
would suggest leaving the vicinity of the 
tower. You see, the bridge will collapse in 
30 seconds, thanks to some strategically 
placed explosives." 

The Joker disappears into the sub and 
it dives. You take the madman at his word 
and swim away as fast as your powerful 
arms can move you. You hear the explo­
sion, but you don't look back. Then, you 
hear the sound of girders ripping apart 
and the massive cables whipping through 
the air. 

The river is brackish. Your salty tears 
do not pollute the current. Begin Night 3, 
go to No. 213. 

1 6 5 White �in� needles, fre
.
sh 

too. This IS computer m­
formation c103. Return 

to No. 30. 

1 6 6 Go to both No. 142 and 
No. 111 .  Then go to No. 
122. 

1 6 7 You see the eerie glowing 
lights of the Joker's sub 
disappearing through the 

waves. 
You've foiled his attempt on the bridge, 

but once again the Joker has escaped. 
Begin Night 3. Go to No. 213. 

1 6 8 Y�u surface, j�st as the 
first e x p loswn nps 

through the water, send-
ing a shudder through the enormous 
bridge. You gasp in pain, as something 
crashes into the water and creases your 
leg. You swim away madly. Roll your nor­
mal DEX and STR vs. OV /RV of 1 0/6 to 
avoid further damage. Fail, and go to No. 
156. Succeed and go to No. 194. 

1 6 9 He lets the rope fly out of 
his hands and laughs as 
you belly-flop into the 

water. Go to No. 200. 

1 7 0 From the wake and the 
bubbl�s, it appears that 
there IS some sort under-

water craft just below the surface of the 
water. And you can guess who the captain 
is. Go to No. 183. 

1 7 1 Try your Acrobat skill vs. 
the climb, OV /RV of 6/6. 

If you get 1 -4 RAPs, go 
to No. 146. 

6 or more RAPs, go to No. 153. 
Anything less and you fail. If you take 1 

AP of damage, go to No. 147. 

1 7 2 You see policemen swarrn­
ingoverthebridge,eyesdart­
ing hither and yon in 

search of anything suspicious. The ser­
geant on duty gives you a nod. 

If you know the clue phrase for this 
night, you can tell the sergeant to close 
the bridge. Otherwise, you will have to 
explore while the bridge remains open. 

"Evening sir," a deep voice calls to you. 
"A bit chilly to be prowling the bridge." The 
man senses your confusion and introdu­
ces himself. "Harry Black," he says, ex­
tending a firm, beefy hand, "Bridge Super­
visor. Maintenance Engineer, really. I'll be 
glad to tag along, if you'd like. I know the 
bridge like the back of my hand." If you let 
him accompany you, make a note of it. 

You're on Map #3, the new First Avenue 
Bridge. Decide where to explore. 

A Tower 1? Go to No. 143. 
B Tower 2? Go to No. 143. 
C Bridge Roadway? Go to No. 124. 
D Tower Base 1? Go to No. 183. 
E Water Surface? Go to No. 136. 
F Tower Base 2? Go to No. 175. 

Keep track of the number of locations on 
the bridge that you investigate. After the 
third location, go to No. 187. 

1 73 The lights ofGotham gird 
the river with a garland 
of shimmering color. The 

Batboat moves quickly through the water, 
its wake white and foamy. The First 
Avenue Bridge is just ahead. 

Using the Batboat's Radar and Sonar, 
you see no unusual activity, either on or 
under the bridge. You do see police guards 
at various points on the pedestrian 
walkway. 

If this is the first location you visited 
tonight, go to No. 1 58. If not, go to No. 186. 

1 74 "There are some handy 
notches right here, Bat­
man. Makes the climb a 

might easier. If you want to go up, I'll lead 
the way." 

Go to No. 143. If you choose the Climb 
option reduce its difficulty to 0 APs. Harry 
Black will help you up. 

1 7 5 You look atthe towerbot­
toms, but you don't see 
anything. You could low-

er yourself down with the Batrope. Go to 
No. 161. If Harry Black is with you, go to 
No. 145. Or you can go to another 
location. 

1 7 6 With the explosives dis 
mantled, you search the 
area for any sign of the 

Joker. But you find nothing. Go to Night 3, 
No. 213. 

1 7 7 Use an RV of 10. If you 
get 4 RAPs, go to No. 
128. 6 RAPs, go to No. 

170. Otherwise, go to No. 183. 

1 7 8 The gardens are sur­
rounded by police. A ser­
geant in charge beckons 

to you. "Message, sir." Go to No. 150. 

1 79 Go to No. 137, but add +1  
to  any A V or  EV for the 
combat rolls you make at 

this location only. 

1 8 0 Try your Detective skill 
vs. an OV of 1 0. If you 
succeed, go to No. 137. If 

not, try a Combat roll vs. an OV of 8. Suc­
ceed, and go to No. 179. Fail both, and go 
to No. 168. 
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1 8 1 Try your Thief vs. an OV 
of 7. Add +2 to the at­
tempt, due to darkness. 

You must make the roll 3 times. Succeed, 
and go to No. 188. If not, go to No. 195. 

1 8 2 The Jo�er is twisting and 
screammg as you lower 
him to the police. They 

wave at you, a signal that they have him. 
He's nervously telling them about the ex­
plosives that are soon to go off. 

You can leave Funworld now. Back to 
the Batcave and Wayne Manor ... a little 
relaxation perhaps. But not, you think, 
any T.V. 

(Note: You can now search for the Jok­
er's hideout. He will not be there, but you 
realize that it will not be undefended. See 
search procedure.) 

18 3 If Harry Black is with, you go 
to No. 152. Otherwise, it 
appears that the way down 

to the water is smooth. Possibilities: 

1 .  Lower yourself down using the Bat­
rope. Go to No. 197. 

2. Dive into the water, and use your 
rebreather. Go to No. 188. 

Before you do either, you could try us­
ing your infra-red flashlight. Go to No. 
163. 

You can also use your Detective skill vs. 
an OV /RV of8/8. If you get 1 RAP or more, 
go to No. 177. 

Chose from the above options, or go to 
No. 172. 

1 8 4 He suggests going up one 
of the two towers to get a 
better look. Go to No. 

172. 

1 85 Use an RV of 8 APs. If 
you get 6 RAPs, go to 
No. 129. If you get 7 RAPs, 

go to No. 160. Anythingless, go to No. 157. 

1 8 6 You can steer the Bat­
boat to a dock on the Go­
tham side of the bridge 
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(You see a police launch there already). 
There's a walkway from there leading up 
to the bridge, go to No. 172. 

Or you can investigate underneath the 
bridge itself. Go to No. 106. 

1 8 7 After the explosions, the 
bases of the bridge's tow­
ers begin to crack. The 

huge girders buckle and the just-freed ca­
bles thrash in the sky. Soon the roadway 
crumbles as the colossal structure col­
lapses. You will be hurt severely as you 
scramble off the collapsing bridge. Note 
where you are currently on the bridge. 

Area 

A 
B 
c 
D 
E 
F 

Damage 

S APs 
S APs 
6 APs 
4 APs 
4 APS  
4 APs 

Use normal recovery rules. If you de­
cide to introduce another character, go to 
No. 365. Another dayofhorror begins. See 
Night 3. Go to No. 213. 

1 8 8 Just under the water, 
your infra-red flashlight 
picks up three goons at-

taching something with wires to the tow­
er. You can attack them underwater us­
ing your rebreather. 

Go to No. 199 for Stats. You get surprise 
for the first round. If they are defeated or 
if they flee, you can dismantle the explo­
sives. Go to No. 131. 

If you're knocked unconscious, you drift 
away from the tower as the goons finish 
their work. You float to the top, about to 
drown, when a police boat picks you up. 
You're being hauled aboard when the ex­
plosions begin. Go to No. 156. 

1 8 9 You fall, and take dam­
age equal to the APs of 
distance you fall. If you 

are just starting to climb, this will be 2 
APs. Go to No. 143. 

1 9 0 You're in the murky wa­
terbelow the First Avenue 
Bridge. You have five 

minutes that you can stay under. If you 
came here for your first location, go to No. 
151. If not, go to No. 195. 

1 9 1 
location. 

1 92 

Go to No. 149 for possible 
actions you can take but 
this does not count as a first 

If you did it in three at­
tempts, go to No. 167. 
Otherwise, go to No. 176. 

1 9 3 Take the APs in damage, 
but add +2 to your Initia­
tive. Go to No. 104 for the 

next round of combat. 

1 94 The blast picks you up 
and slams you into the 
water. Treat this as an 

attack with an AV/EVofl0/6. Your OV/RV 
are your STR and BODY. The bridge, of 
course, is gone. 

Use normal recovery rules. Begin Night 
3. Go to No. 213. 

1 9 5 Treat this information as 
computer information 
c20 1 .  You see the faint 

lights of what appears to be a mini-sub. 
You can try to swim toward it, or search 
the bases of the bridge's towers. 

Toward the sub? Go to No. 125. 
Toward the towers? Go to No. 180. 

1 9 6 Roll your Detective skill 
vs. an OV /RVof 10/ 10. Or 
Roll your Vehicle skill vs. an 

OV /RV of 8/8. 
If you get 4 RAPs, go to No. 129. 
6 or more RAPs, go to No. 109. 
Anything else, and there's no result. 

You can move on to another location, No. 
172. 

1 9 7 As you go down, your 
flashlight picks up some 
figures just under the sur-

face of the water. You see them, but you 
think that they see you. You slip your re­
breather into your mouth and jump into 
the water. Go to No. 190. 

1 9 8 You can land the copter 
on the Gotham side of the 
bridge. You see a police-

man waving you to an open area. 
You touch down and quickly leave the 

copter, heading toward the pedestrian 
walkway. Go to No. 172. 

1 9 9 The three goons are each 
STR 2, DEX 2 and BODY 
2. Each is armed with a 

knife (EV 3).  If Batman hits one, he can 
pull out the goon's air hose, sending him 
packing. If two of the goons are out of 
commission, the third will follow. 

Return to your last number. 

2 0 0 You tumble into the wa­
ter, doing 3 APs of dam­
age. If you swim to the 

tower bulwark go to No. 164. Otherwise, 
you can put your rebreather in. Go to No. 
190. 

2 0 1 You notice the small wake 
of some kind of vessel. 
But you don't see any­

thing in the water in either direction. You 
can try your Vehicle skill. Go to No. 225. 

2 0 2 There's no news from any­
where. Try your Detective 
skill vs. an OV /RV of 

1 0/ 1 0. If you get 1 RAP or greater, go to 
No. 235. If not, go to No. 207. 



2 0 3 The footprints lead to a 
dry, open space. Though 
the night is cool, the lights 

above give the impression that you are 
walking through a parched desert. 

You come to a place where the foot­
prints end . . .  simply end. Suddenly, the 
park's loudspeakers bark, "Greetings, 
friend. And welcome to my arena, circa 
1 0 , 0 0 0 , 0 0 0  B . C .  L e t  t h e  g a m e s  
begin!" 

Hearing footsteps behind you, you spin 
around. A triceratops is lumbering pur­
posefully in your direction, and an Allo­
saurus is leaping toward the spot on 
which you stand. For a second, you al­
most panic. You scan the area for trees. 
But there are none. 

What will you do? 
If you're Hawkman, go to No. 300. 
Otherwise, will you use a special object? 

Go to No. 301. 
Try to dodge the two beasts while mov­

ing out of the park? Go to No. 322. 
Will you attack one of the beasts, per­

haps to try and dismantle it? Go to No. 
351. 

Or will you reach for something from 
your trusty Utility Belt? Go to No. 370. 

2 04 The gardens are sur­
rounded by police. The 
sergeant in charge signals 

to you. "Message, sir." Go to No. 257. 

2 0 5 There's nothing in the 
water. You decide to dock, 
No. 172, and walk up to 

the bridge. 

2 06 You miss the sub and your 
rockets sputter. The Jok­
er escapes. If you've dis­

mantled the bombs, go to No. 176. If not, 
go to No. 168. 

2 0 7 T u r m o i l  r e i g n s  a t  
Gotham P�lice Headq�ar 
ters. Actmg Supenn­

tendent Leason seems to be directing 3 or 
4 activities at once. 

You can: 

Examine reports from 

Night Night Night 
1 2 3 or 4 

the local police stations 202 26 1 299 

Talk to Assistant Com-
missioner Leason. 2 1 2  2 1 2  350 

See what the Electronic/ 
Computer Lab has some 
up with. 226 290 31 1 

Note: If you do any of the above, Gotham 
Police Headquarters must be considered 
your first location for that night. Other­
wise, you can leave here and your next 
location is the first. 

2 0 8 Everything is still here. 
Eerily so. A huge tricer­
atops appears ready to 

munch on a prehistoric bush. Nearby, a 
long-legged reptile, an Oviraptor, pauses 
near a tree. In the distance, the silhouettes 
of other dinosaurs of the Mesozoic era are 
frozen on the horizon. 

You also see some very human foot­
prints that lead off the wooden walkway 
into the man-made desert. You can follow 
them. Go to No. 203. Or return to another 
area. Return to Map #2. 

2 0 9 You'll have to push your 
D E X  to retrieve the 
bombs. Roll DEX vs. DEX. 

If you achieve 2 RAPs, go to No. 231 .  Fail, 
and go to No. 253. 

21 0 You've s u rprised the 
Joker. Still, he's close to 
his sub and he's holding 

the bombs. He tries to re-enter his sub. To 
reach him before he closes the hatch, you 
will have to struggle up on deck and race 
across to the conning tower. Roll on your 
Acrobatics skill with an OV /RV of 1 5/ 1 0. 
If you get 1 RAP, go to No. 232. If not, you 
see the Joker slam the hatch in your face 
and the sub starts to dive. The Joker's 
thugs try to swim away, but a police 
launch is already picking them up. the 
Bridge is safe . . .  for tonight. Begin Night 3. 
Go to No. 213. 

211 
on Map #2. 

You take a -1 Column 
Shift for any OV /RV. Re­
turn to your current area 

212 "Nothingyet, Batman. But 
we have everybody on dou­
bleshiftslfsomethingcomes 

up we'll contact you by radio." 

You can take time to ask him a further 
question (one per night). He's obviously 
very busy. 

Will you ask him: 
What's the most vulnerable landmark? 

Go to No. 10. 

What's the most valuable landmark? Go 
to No. 220. 

What's the most dangerous landmark? 
Go to No. 234 

Return to No. 207. 

213 "Ladies and Gentlemen! 
Once again it's time for 
your favorite game show, 

the one all Gotham loves, the Wheel of 
Destruction!" 

The camera careens wildly around to 
show the audience, and you see that the 
dummies have been dismembered, hacked 
to pieces. Heads hang at odd angles, single 
hands rise in an attempt to clap their 
missing counterparts. The faces are gar­
ishly colored now, and the camera fo­
cuses on first one, then another, in a mad 
parody of the gleeful audience, breath­
lessly awaiting the arrival of . . .  

"And now, the man Gotham loves to 
hate: The Joker!" The Joker strolls out 
from behind the curtain. Is it your imagi­
nation or do his steps seem a bit slower? 

"No, no, no friends," the Joker says hold­
ing his hands up as if to stop spontaneous 
applause. "You're much too . . .  stupid! Yes, 
stupid. You haven't realized that it's bet­
ter to pay the piper than to dance to my 
tune. Oh-oh . . .  Is that a clue to tonight's 
target? Well, we'll just have to wait and 
see. And we do have a game for you 
tonight! 

"Commissioner, are you ready? Here's 
the clue!" 

The curtain parts and you see the 
empty spaces for tonight's phrase: 

A . . . 321 B . . . 309 C . . . 310 D . . . 322 E . . .  301 F . . .  308 
G . . . 311 H . . .  320 I. . . . 302 J . . . .  312 K . . .  307 L . . . 319 
M . . . 303 N . . . 313 0 . . .  323 P . . .  306 Q . . .  304 R . . .  314 
S . . .  318 T . . . 325 U . . . 305 V . . . 317 W . .  324 X . . . 316 
y . . .  315 z . . . 326 
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"My, my . . .  The clues grow ever more 
confusing. Well, on to the destruction 
board. And this time I'll let you watch." 

You see the wheel spin around, passing 
all the spaces, a multi-colored blur. It 
slows, passing fire, and bombing, and 
flood, coming to rest . . .  coming to rest . . .
on a small space filled with a question 
mark. 

"Hmmm. I wonder what that could be. 
Ah, time will reveal all. And speaking of 
time . . .  " 

The music swells as the clapping be­
comes an electronic roar. The screen goes 
blank. See the locations for Night 3. 

2 1 4 Make a successful roll vs. 
an OV /RV of 10/ 10. If you 
get 1 RAP or greater, go 

to No. 211.  Return to Map #2, Area F. 

2 1 5 Y o u r  r a d i o  c a r r i e s  
a n  urgent call. G o  to 
No. 297. 

2 1 6 There's been some pro­
test by Dr. Cynthia Paley 
about the police invading 

her museum. Go to No. 207. 

2 1 7 The OV /RV is 1 0/ 1 0. If 
you get 1 RAP or greater, 
go to No. 269. If not, re­

turn to Map #2. 

2 1 8 '_fhe smell of the real
.
tar 

lS almost overpowermg. 
The exit to the park 

is nearby, should you choose to leave. You 
can also use a skill from Chart III  for Area 
D. 

2 1 9 You fly over the different 
areas of the park sur­
rounding the museum. 

Lights flood the place, and everything 
seems quiet. 

Before landing roll against one of the 
following skills. If you get 1 Rap or greater, 
go to the indicated paragraphs: 

Detective vs. OV /RVof 1 1 / 1 1 .  Go to. No. 
278. 

Scholarvs. OV /RVof6/6. Go to No. 254. 
Science vs. OV /RV of7 /7. Go to No. 240. 
When you are ready to land, go to No. 

221. 

2 2 0 "The Sky Museum. There's 
planes there that are price­
less. And they're fragile.

We do have the place pretty well covered, 
though. That Mechanical Dinosaur Mu­
seum must have cost a bundle. A lot of 
expensive electronics." 

If you go to either location in your cur­
rent transportation, treat it as the first 
location for that night. Return to No. 207. 
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2 2 1  The entire park is girded 
by high, stockade-type walls. 
Before you is the only en­

trance. (You wonder whether there's a 
large ape lurking behind the wall.) 

Professor Cynthia Paley is outside the 
barricade, pacing back and forth. You 
recognize her from her many appearan­
ces on Gotham TV. An eccentric, cantan­
kerous person, she is a genius in her field 
and, from all reports, one tough cookie on 
a field expedition. 

"Absolutely not," she's shouting at the 
sergeant pacing beside her. "Any fool can 
see that there's just no way to sneak in­
side this park. The idea's absurd." 

Although the layout ofthe park is post­
ed on signs throughout the park, it would 
help if Paley was prepared to assist you,
should the need arise. 

Make a Charisma roll, using the Profes­
sor's INT of 6 and her WILL of 4 as the 
OV /RV. If you achieve 1 RAP or greater, go 
to No. 382. To enter the Mechanical Mu­
seum, continue reading. 

The huge barricaded doors are open 
and you can begin exploring the park. The 
size of the place dwarfs even the small 
battalion of police inside. 

You're on Map #2, at point X. To move 
on the map, roll 1 die.This is the number 
of spaces you can move. As you move in an
area you can use one of the four skills 
listed on Chart #3. First read the number 
for the area in which you find yourself, 
and then select a skill to use. Only one skill 
can be used for each area. The die roll of 
movement can be added to the skill. 

A, B, C, and D are pedestrian thorough­
fares. Skills can be used. 

E is a Cretaceous Swamp. 
F is devoted to cliff life in the Mesozoic 

Era. 
G represents the Prehistoric African 

Savanna 
H displays the tar pits of the Cenozoic 

Era. 
I is the Administration Building. Skills 

can be used. 
Note: Read Area Descriptions first, if 

possible, before selecting a skill to use. 
Entrances to each exhibit area are clearly 
marked by arrows. In Area F you can 
climb the cliff or use the path. See the area 
description for Area F. 

To repeat. Move to an area. Read the 
Area Description. Select (if possible) a 
skill to use. Consult Chart III for approp­
riate numbers. 

Any event of encounter in an area 
happens only once. If you pass through it 
again, nothing will happen. To begin, place 
a marker on X, see Chart III  and Map #2, 
and roll a die to move. 

2 2 2 You spotthe SecurityMan­
ual to the park. Though 
you don't have time to 

read it, you can skim through it. 
If you do, this is considered your first 

location, go to No. 273. If not, return to 
No. 265. 

2 2 3 It only makes you sink 
deeper. Only one round 
left. Go to No. 243. 

2 2 4 You arrive at the Tower, 
but you pick up a mes­
sagejust as you're getting 

ready to enter the building. Go to No. 297. 

2 2 5 Try your Vehicle skill vs. 
OV/RV of 10/ 10. 

If you achieve 4 RAPs, 
go to No. 205. 
If you achieve more RAPs, go to No. 228. 
If you achieve less RAPs or fail com­

pletely, you decide to explore the bridge. 
Go to No. 172. 

2 2 6 The broadcast signal is 
strong. It must emanate from 
within 5 miles of Gotham.

(Treat this as computer information c105 
when entered into the computer at the 
Batcave.) Return to No. 207. 

2 2 7 You could try rocketing 
to the sub. Try your DEX 
through the water (OV 

6), then your STR navigating (RV 6). 
With 0-2 RAPs, go to No. 206. 
3 or more RAPs, go to No. 232. 

2 2 8 You maneuver close to 
the bubbles, near Tower 
A. You can use your re­

breather (5 minutes) to jump over the 
side and explore. If so, go to No. 190. If 
not, you can dock the boat and check the 
bridge, go to No. 172. 

2 2 9 You're on the way to the 
world famous museum 
when you get a message 

on the radio. Go to No. 257. 

2 3 0 The OV /RV is 8/8. If 
you get 1 RAP or greater, 
go to No. 272. If not, re­

turn to Map #2 for your next move. 

2 3 1 You snatch the bombs 
and try to dismantle 
them. You have two tries 

for each. Roll your Combat skill vs. an 
OV /RV of 4/4. If one of them is not dis­
mantled after the attempts, go to No. 252. 
If you dismantle them both, you surface 
to find the Joker gone! The bridge is safe, 
but the madman is loose again. Go to 
Night 3. Go to No. 213. 

2 3 2 You grab the Joker, but 
he flicks some switches 
on the bombs and lets 

them fall. In moments they'll disappear to 
the bottom of the river. But they could be 
close enough to damage the foundation of 
the bridge. 



What will you do? 
Bring the Joker to the surface, ignoring 

the bombs? Go to No. 253. 
Leave the Joker, and dive to retrieve the 

bombs and dismantle them'1 Go to No. 
209. 

2 3 3 You come to in a narrow 
shaft, apparently one of 
the many below the park. 

Heavy chains grip you tight; a blurry Jok­
er's face comes into focus. 

"My, my. Nasty night, isn't it? Well, I'm 
sure you'll feel a little better when we get 
back to, er, my place. Oh, you didn't know? 
You're going to be on Wheel of Destruc­
tion! You see, you're the next landmark!" 

Go to No. 365 to begin another charac­
ter in this adventure. Then see Night 4, go 
to No. 308. 

2 3 4 "First Avenue Bridge. If 
that were to go, with all 
that traffic on it. Well, 

you get the picture." 
If you go there now, treat it as the first 

location . Return to No. 207. 

2 3 5 You notice a query sent 
by the sergeant on duty 
at Funworld. She asks 

whether the Funworld Dock should also 
be guarded. 

There is another question from the po­
lice in the subway tunnel that leads into 
the basement of Gotham Tower. It asks 
whether the tunnel should be patrolled. If 
you go now to either location, using your 
current transportation, treat it as a first 
location. Go to No. 207. 

2 3 6 Hawkman can get the 
same bird's eye vi�w that 
the copter gets, m fact 

better. Go to No. 219, but add + 1 to any 
skill rolls while you are flying. 

2 3 7 If you're arriving by car 
go to No. 221. If you're in 
the Batcopter, go to No. 

219. If you're Hawkman, go to No. 236. 

2 3 8 The Sky Museum Direc­
tor has been asked to 
consider relocating his 

most valuable pieces. he has, quite obsti­
nately, refused. Go to No. 207. 

2 3 9 The office looks ordinary 
enough. You can try your 
Detective s k i l l  h e re 

though. The OV /RV is 8/8. If you get 1 RAP 
or greater, go to No. 222. If not, go to No. 
265. 

2 4 0 You notice that some of 
the large ca�nivor�s a�­
pear frozen m motwn m 

the swamp. Surely such large machines 
are moved out of the water at the end of 
each day's shows? If you enter that area, 
-1 Column Shift to all combat actions 
against you while in that area. Go to No. 
219. 

24 1 You see nothing of impor­
tance. Return to Map #2 
and move. 

2 4 2 Som�thing appears to be 
movmg near the top of 
the cliff. Any surprise 

shifts will only be for 2 columns. Add + 1 to 
Combat and Thief Rolls while in area F. 
Return to Map #2 and move. 

2 4 3 You are in the tar up to 
your waist, and sinking 
as if it were quicksand. In 

moments your head will be covered. What 
will you do? You have three rounds for 
actions. 

Struggle to get out? Go to No. 223. 
Get something from your Utility Belt? 

Go to No. 277. 
Use a rocket pack, if you have one? Go 

to No. 247. 
After three rounds, your head is under 

the tar. Go to No. 274. 

2 4 4 You could use the Bat­
rope to pull you away. 
Roll with your DEX as the 

AV and your STR as EV. The OV /RV is 7/7. 
Make 4 RAPs and you can swing away. Go 
to No. 263. Anything less, or failure, and 
the creatures attack. Go to No. 248. 

The Rocket Pack will jet you away to 
Area A, but you'll be out of fuel after­
wards. Return to Map #2 to move. 

If you use explosives or the laser torch 
go to No. 288. 

2 4 5 The information in the 
display appears of little 
value. You do notice an 

error regarding the large Mesozoic herbi­
vores. Current research seems to indicate 
the Brontosaurs and Diplodocus were 
capable of standing on two legs. Go to No. 
265. 

2 4 6 You're beginning to black 
out in the suffocating 
ooze when a hand, no, a 

mechanical claw grabs you and pulls you 
down. You're pulled roughly and quickly 
through a small hole at the bottom of the 
pit. You exit with a loud plop onto a me­
tallic floor, littered with gobs of sticky tar. 

"Messy, messy, my friend. Well, first we 
must clean you." You can barely see the 
face, but the Joker's shrill voice is unmis­
takable. Suddenly, you feel yourself being 
wrapped in chains, like an escaped circus 
animal. 

"Yes, Batman. We'll clean you up for 

your debut. You see, you're going to ap­
pear on T.V., on the highly-rated Wheel of 
Destruction. You will be the last night's 
landmark. A superhero, no less, destined 
to die if my price isn't met." 

The laughter fills the small corridor as 
you are injected with a knockout drug. 

Go to No. 365 and activate another DC 
Hero. Then see Night 4. Go to No. 308. 

2 4 7 The rocket fires but can 
only get you out if this is 
the first round. If so, you 

are free, if a bit sticky. Return to any tho­
roughfare area on Map #2 and continue 
moving. 

Otherwise, it's round two. The rocket 
pack is out of fuel. Go to No. 243. 

2 4 8 Stepping in the swamp is 
like leaving the familiar 
behind forever. You feel 

lost, and only the wood-slat walkway as­
sures you that you haven't really travelled 
back in time. 

Ahead, a huge Tyrannosaurus is poised 
to attack. Behind you, a Brontosaurus is 
munching on an enormous fern. Even the 
smell here is alien, overripe and somehow 
revolting. 

Suddenly you hear a whirring sound. 
Something is moving behind you. You 
turn and see the Tryannosaurus come to 
life. And it's moving toward you! 

You are surprised for the first round. 

The dinosaurs stats are as follows: 

TYRANNOSAURUS 

DEx: 3 STR: 8 BoDY: 2 

I NT: 4 WrLL: 0 MIND: 0 

I NFL: AURA: SPIRIT: 

INITIATIVE: 7 

BRONTOSAURUS 

DEx: 2 STR: 9 BoDY: 2 

I NT: 4 WILL: 0 MIND: 0 

I NFL: AuRA: SPIRIT: 

INITIATIVE: 6 

Each round, the Brontosaurus will at­
tempt to knock you down with its tail. The 
Tyrannosaurus will try to slash you with 
its claws. (Treat both attacks as normal 
combat, using DEX and STR.) 

Each round, you can choose from any 
of these actions: 

Escape? Go to No. 291 
Use an item from the Utility Belt, or a 

special weapon? Go to No. 244. 
Other Action? Go to No. 276. 
If you become unconscious, go to No. 

No. 233. 

2 4 9 There is an underground 
labyrinth that c riss­
crosses the park, offering 

access to all the areas. Go to No. 265. 
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2 5 0 The Police Radio contacts 
you just as you leave the 
Gotham City Limits. Go 

to No. 297. 

2 5 1 If this is your first loca­
tion for this night, you 
can try a Detective skill

roll vs. an OV/RV of 10/ 1 0. If you get 1 
RAP or greater, go to No. 262. If not, go to 
No. 282. 

2 52 Go to No. 253 but add a 
+2 Column Shift to the 
APs of damage. 

2 5 3 The bombs explode sud­
denly, cushioned by the 
water, but still sending a 

tremendous shockwave toward you. You 
immediately take 6 APs of damage. 

When you surface, you notice that the 
Bridge still stands, but the Joker is gone. 

Begin Night 3, go to No. 213. 

2 54 The cliff area is lined with 
various kinds of Ptero­
saurs, perched with their

leathery wings held tight against their 
bodies. They seem to be waiting for some­
thing. And you doubt that this is how the 
exhibit is normally set up. 

Add + 1 Column Shifts to all your OV /RV 
while you are in the cliff area. Go to No. 
219. 

2 5 5 You can dive down into 
the tar, if you want go to 
No. 289. Or simply stay

where you are, go to No. 246. Or, for the 
next round, go to No. 243 and choose 
again. 

2 5 6 To pull yourself out will 
requ ire superh u m an
strength. Roll your DEX

vs. OV of 8 to first try and hook an outside 
pole. Then push your STR (STR vs. STR) 
for 3 APs. Fail either, and go to No. 243 for 
the next phase. Succeed and you're at 
point 'X' outside the exhibit. 

2 5 7 The Acting Commissioner 
wants to know whether 
the bridge should be 

closed to traffic. He asks you to come and 
look over the situation before deciding. 
You agree to go there. Go to No. 159. 
(Treat the bridge as your second location 
for tonight.) 

2 5 8 The tar is bubbling and
the s�lp�urous ooze fills
the arr With an overpow­

ering stench. 
One sabre-toothed tiger seems per­

manently trapped in the tar. Another 
stands on an overhanging rock, poised to 
attack A Neanderthal man stands to the 
side, looking on dispassionately . . .  until he 
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swings his club in an arc worthy of Pete 
Rose. It's aimed at your midsection. Treat 
this as a surprise attack The man, a real 
one apparently, has DEX 5, STR 4, IN 6, 
and BODY 3. Roll for Initiative. If you win, 
you can attempt to Dodge (Acrobat skill) 
the blow. The OV for the Dodge is 6 APs. 

If you're hit, go to No. 243. 
If not you can fight the man. He will 

attack until unconscious. 
If he hits, go to No. 243. 
At the end of round 3 or when he's 

defeated, go to No. 296. 

2 59 You have it in hand, but 
what are you going to do 
with it? This is the next 

round. Go to No. 243. 

2 6 0 The Detective in charge 
of the First Avenue Bridge 
area has asked whether

the bridge should be shut down. Lacking 
any defmite clue to the Joker's next at­
tack, the Department has let it stay open. 
The Police Department fears a m�or dis­
aster. Go to No. 207. 

2 6 1 Again, nothing unusual is 
being reported. While
everyone's busy, try your

Charisma skill to see if you get any useful
information (OV /RV 8/8) that might em­
barrass the investigation. 

If the result is 8 RAPs, go to No. 216. 
If it's 9 RAPs, go to No. 238. 
1 1  RAPs or more, go to No. 260. 
Anything less, and you don't learn any-

thing. Go to No. 207. 

2 6 2 You notice a small move­
ment in the swamp area. 
Part of the mechanical

exhibit perhaps. But then, everything should 
be turned off. 

If you go there immediately, add + 1 to 
Initiative for any combat rolls. Reduce 
any offensive surprises by 2 Column Shifts. 
Return to Map #2. 

2 6 3 You're safe and you hear 
t h e  e e r i e ,  recorded 

laughter of  the Joker. A 
trap, but this time you escaped. How 
many others are there ahead? 

You can examine the radio controls to 
the dinosaur. The circuits give some idea 
of the range of the device. Treat this as 
computer information c304. Return to 
Map #2 to investigate other areas. 

2 6 4 Dr. Paley's office is locked. 
If you attempt to break 
in, the lock is OV /RV of

6/6. You need 4 RAPs to open it (using 
your Thief skill). 

If you are successful, go to No. 239. 
If Dr. Paley is currently helping you, she 

can be contacted to open the lock. Go to 
No. 239. 

If not, go to No. 265. 

2 6 5 The A d m i n istration 
Building also has a copy
of the master map of the

park on display. (Add + 1 to any Science or 
Scholar rolls while you are at the Mechan­
ical Museum.) You can also try any of the 
two skill rolls listed on Chart III .  See the 
Chart, Row I. 

2 66 The OV is 6 APs. Go to 
No. 280 if you make the
roll. If not, return to move 

on Map #2. 

2 6 7 The tar looks like it's been 
bubbling over. And the 
sabre-toothed tiger ap­

pears to be pointed the wrong way. Add 
+ 1 to all combat rolls in this area and + 1 to 
any Detective rolls. Return to move on 
Map #2. 

2 6 8 The animal groups are all 
wrong. Large carnivores 
never travelled in herds.

There are just too many of them together. 
And where did all the herbivores go? (Add
+1 to any combat in Area G.) Return to 
move on Map #2. 

2 6 9 The security alarm wires 
that surround the Savanna 
have all been cut. (Add

+ 1 to Thief skill and + 1 to all combat skills 
while in the Savanna Area.) Return to 
Map #2. 

2 7 0 A fme haze of dust hangs 
over the Savanna. There's 
been quite a bit of move­

ment in there recently. Return to move on 
Map #2. 

2 7 1 This leads to the largest 
area of the park, the African 
Savanna of 100 million 

B.C. Look on Chart III  and select a skill to 
use in Area C. 

2 7 2 The dinosaurs in the 
swamp area are gathered 
in an unlikely group. It 

seems that they have been moved recent­
ly. Return to move on Map #2. 

2 7 3 You fmd plenty to inter­
est you here. There is a de­
tailed description of the 

procedure for overriding the computer 
controls for the dinosaurs. (Add +3 to 
your Gadgetry skill when used for that 
purpose only.) 

There's also an explanation of the 
various staff exit and entry areas to the 



park. (Add +2 to any escape attempts us­
ing your Thief skill.) 

Finally, you see detailed schematic 
drawings of how the creatures move. 
(Add + 1 to any ofyour combat rolls in any 
of the areas.) Go to No. 265. 

2 7 4 Surrounded by black 
ooze, it seems that the 
foulest horror of your 

nightmares has overtaken you. You can 
try using your Scientist skill. The OV /RV is 
1 2/ 1 2.  Ifyou get 1 RAPor better, go to No. 
289. If not, go to No. 246. 

2 75 You don't get very close 
to the bridge when you get 
an urgent message from 

police headquarters. Go to No. 297. 

2 7 6 A successful Science or 
Gadgetry roll with RAPs 

• of 2 or more will allow 
you to turn off one of the creatures. The 
OV/RV is 1 2/ 1 2. You must, of course, 
jump on the creature. Make an Acrobat 
Roll vs. OV of 6, or roll DEX vs. DEX. Fail, 
and both attack. Go to No. 248. 

If you've dismantled one, go to No. 248 
to face the other one. If both are dis­
mantled, go to No. 263. 

2 7 7 To use the Batrope, go to 
No. 256. To use the Laser 
Torch, go to No. 259. To 

use the rebreather, go to No. 255. 

2 78 Yo
_
u no�ice fresh foot­

pnnts m the Savanna 
area. They are heading 

toward the cliffs. (Add + 1 AP to any com­
bat/ dodge rolls in either area.) Go to No. 
219. 

2 7 9 Roll against an OV /RV of 
9/9. Ifyou make 1 RAP or 
better, and this is your 

first location, go to No. 282. 
If not, go to No. 242. 
Otherwise, return to move on Map #2. 

2 8 0 Homo Erectus appear a 
bit too erect. (Add + 1 to 
any combat rolls in Area 

H. Also, you cannot be surprised there.) 

2 81 The open area around 
the swamp exhibit is de­
serted. You see dinosaur 

heads peering out at you through the 
fence. Nearby you see the Administration 
Building. Select a skill on Chart I I I  for 
Area A. 

282 Nothing appears out of 
the ordinary. Return to 
move on Map #2. 

2 8 3 The OV is 1 3. If you make 
the roll, go to No. 267. 
If not return to Map #2 

and continue moving. 

2 84 The OV/RV is 6/6. If you 
make 1 RAP or better, go 
to No. 270. If not, return 

to Map #2 and continue moving. 

2 8 5 The OV/RVvalue is 6/6. If  
you get 1 RAP or better, 
go to No. 280. If not, re­

turn to Map #2. 

2 8 6 You Jearn nothing from 
this skill. Return to Map 
#2 and move. 

2 8 7 The OV/RV is 13/13. If 
you get 1 RAP or better, 
go to No. 249. If not, go to 

No. 265. 

2 8 8 To effe
_
ctively use the 

explosives, you must 
throw them so that they 

lodge in a vital area of the dinosaur. Use 
your DEX and the Explosive's rating (8 
APs) as A V /EV and, since this is a Devas­
tating Attack, the OV/RV is 1 1/0 for the 
Tyrannosaurus and 9/0 for the Bronto­
saurus. When both of them are destroyed, 
go to No. 263 

The laser torch can short circuit either 
creature. Roll your Gadgetry skill vs. 
OV /RV of 1 2/ 1 2. When both are short cir­
cuited, go to No. 263. Fail either, and go to · 
No. 248. 

2 8 9 There is a passageway 
below the pit! You pull 
yourself down, avoiding 

something that tries to grab you. You 
slither out, and come face-to-face with 
the Joker. 

He seems startled. He expected you to 
be at the end of a metal claw. He runs 
away, but it will be easy to catch him. 

Roll for Initiative and conduct Combat. 
In phase 2, the Joker shoots some kind of 
gas into your face. Roll your DEX vs. DEX 
to get your gas mask on in time. Fail, and 
Joker wraps your now-convulsed body in 
chains. Go to No. 368. 

Succeed and the Joker gives up as you 
threaten his Jeering face with one more 
blow. As you bind him in his own chains, 
he seems curiously limp, as if all the fight 
has gone out of him. You wonder how this 
wretched excuse for a human being can 
have wreaked so much havoc, disrupted 
so many lives. Ah, well, yours not to rea­
son why. You lead your captive out into 
the cool Gotham night. Go to No. 396. 

2 9 0 The transmissions show 
no sign of any build­
ing's reflections. The Jok­

er's signal that's cutting off normal sat­
telite and antenna reception is coming 
from a high-elevation area outside of Go­
tham. Treat this as computer information 
c203. Go to No. 207. 

2 91 If  you're Hawkman, you 
can fly to safety. Go to 
No. 263. 

If available, you can use the rocket 
pack. Go to No. 244. 
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Otherwise, you run for it. Each creature 
gets one free attack while you run. No 
dodging or counter-attack is possible. 
Your movement in the swamp is down to 
3 APs per round. It will take take three 
rounds to get out. If you succeed, go to No. 
263. 

At any point you can try something else. 
Go to No. 248. 

If you're knocked unconscious, go to 
No. 233. 

2 9 2 You surprise the Joker. 
He must not have ex­
pected to see you here. 

You can see a momentary look of panic on 
his clownish face, then he darts toward 
the exit. Even now, he may get away be­
fore you can get to him. 

"You haven't got me yet, Batfool," he 
sneers as he makes for the door, pushing 
chairs and boxes into you path as you 
start to charge him. You can try to push 
your movement to gain the 3 RAPs needed 
to catch and tackle the Joker. 

If you fail, the Joker has cracked you 
over the head with a piece of heavy ma­
chinery. As you lose consciousness, you
hear him say, "You were a day late and a 
dollar short anyway, Batfink." Go to No. 
378. 

If you succeed, you wrestle the Joker to 
the ground and sit on his chest. He starts 
to whimper, "I was only having a little fun. 
You creeps just can't take a joke." 

Later, with the Joker safely in custody, 
you stand on the cliff, overlooking the la­
goon, wondering what new trials await 
The Gaped Crusader. Go to Endgame, No. 
396. 

2 9 3 The pedestrian walkway 
comes right to the in­
credible man-made cliff. 

The flying reptiles on top seem like prehis­
toric gargoyles. Select a skill on Chart III 
for Area B. 

2 9 4 Try to make your Thief 
roll (Stealth) vs. OV/RV 
of9/9. If you get 1 RAP or 

better, reduce any surprise against you by 
2 Column Shifts. Return to Map #2 and 
continue moving. 
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295 Go to No. 215. 

2 9 6 The Tiger leaps. Roll your 
Acrobat skill vs. its DEX 
(6 APs). Since you are 

surprised, make the appropriate 2-Co­
lumn Shift. 

If you fail your dodge, it drags you into 
the pit. Go to No. 243. 

If it misses, it lands in the pit and be­
comes hopelessly embedded. The Nean­
derthal, not surprisingly, is gone. Return 
to Map #2 and continue moving. 

2 9 7 There'sthesoundofmachin­
ery moving in the Me­
chanical Museum of Nat­

ural History . . .  You immediately head there, 
go to No. 237. (Treat this as your second 
location.) 

2 98 You have to climb a wind­
ingpath to an exhibit called 
'Cliffs of the Jurassic'. 

As you make your way up you can see
all of this park-like museum. Everything 
appears quiet and still now. Maybe this is 
just a wild goose chase, another bag of 
tricks, wh ile Gotham loses another 
landmark. 

You reach the top of the cliffs and see a 
truly staggering display. The massive cliffs 
are pock-marked with holes, all sheltering 
a variety of flying reptiles, all of which are 
poised for flight. 

This must really be something to see in 
action, you think. 

If you came to the museum first tonight 
and came to the cliffs first, go to No. 366. 
Otherwise, go to No. 304. 

2 9 9 Everything seems pretty 
routine tonight . . .  typical 
pettythievery and break-ins. 

Still, you can spend some time studying 
these reports, go to No. 314, or return to 
No. 207. 

3 0 0 You can fly away from 
the rampaging beasts. 
Return to any pedestrian 

thoroughfare on Map #2 to continue 
exploring. 

30 1 A rocket pack, if availa­
ble, will get you away. Go 
to any point on Map #2. 

Anything else is useless. Go to No. 203. 

3 0 2 It has a DEX of 5 and a 
STR of 10.  If you succeed 
with at least 1 RAP, you 

land on it. If not, go to No. 334. (You are 
automatically hit by the Allosaurus.) 

If you land on it, you can try a Gadgetry 
or Science roll (OV /RV of 8/8). Decide 
first whether you'll try to dismantle the 
machine or try to control it. Then go to 
No. 321. 

3 0 3 To use explosives, go to 
No. 330. To use a Laser 
torch, go to No. 359. To 

use a lock pick, go to No. 364. 

3 04 You are surprised by a 
Pterodactyl, gliding right 
at you. Use -2 Column 

Shifts to your OV. You may not use 
Dodging. 

Each of its two claws has a chance to 
grab and hold you. If either hits for 1 RAP 

or more, you are snatched up. Go to No. 
349. If not, go to No. 338. 

PTERODACTYL 

DEx: 7 STR: 4 BODY: 6 

I NT: 2 WILL: 0 MIND: 0 

Gliding: 4 

3 0 5 The grass looks like turf. 
I t ' s  o b v i o u sly  b e e n  
placed here t o  cover 

something, perhaps an opening of some 
kind. Tapping around the suspicious 
ground you discover a large steel door 
(OV/RV of 3/ 10). 

You can try to force it open. Use your 
DEX and STR. You need 2 RAPs. If you 
succeed, go to No. 363. Each attempt 
takes 5 minutes. Record elapsed time. 

You can also try using your Gadgetry 
skill. Roll with the Joker's INT as the OV, 
and WILL for RV. If you get 1 RAP, you 
figure how to open the electronically 
locked door. 

You could use a weapon against the 
door. Use its OV /RV against your weapon. 
You'll need 10 RAPs to crash in the door. 
Again, 5 minutes for every attempt. 

If you get in, go to No. 363. If not, you 
can return to Search Procedure. 

3 0 6 A successful DEX roll will 
let you plant the explo­
sives. The explosives have 

an EV of 8. Each creature attacks each 
round that you attempt to place the 
explosives. 

TRICERATOPS 

DEX: 3 STR: 1 0  BODY: 9 
INT: 6 WILL: 0 MIND: 0 

I NFL: AURA: SPIRIT: 

INITIATIVE: 9 

ALLOSAURUS 

DEx: 5 STR: 1 1  BODY: 9 
I NT: 7 WILL: 0 MIND: 0 

I NFL: AuRA: SPIRIT: 

INITIATIVE: 1 2  

I t  takes 10 APs of damage to destroy ei­
ther creature. 

Both creatures attack until they are 
destroyed. You can't dodge or attack in 
any round that you attempt to place ex­
plosives. (The dinosaurs must still roll for 
Initiative and hit you to cause damage.) 

If your Body is less than 0, go to No. 358. 
You can, at the beginning of any phase, go 
to No. 203 to pick another option. 

3 0 7 You must still deal with 
the Triceratops for one 
round. Go to No. 203. If 

you successfully avoid it, or escape dam­
age, you can get out. Go to 'X' on Area C. 



3 0 8 All of Gotham is clus­
tered around their TVs. 
They now know that the 

Joker has captured The Batman. The 
screen flashes, the familiar shift as the 
signal is blocked out and another takes its 
place. But this time there is no uproarious 
applause, no canned music trickles, like 
rancid honey, from Gotham's TV speakers. 

Instead, the audience is covered with 
an enormous black sheet, and the stage 
curtains are also black. There's no sound 
until, faintly, the sound of crying and wail­
ing, growing louder, wilder, until the Jok­
er steps onto the stage, dressed in black. 
His eyes are wet as he looks out at the 
audience. Everyone registers the same 
thought. Batman's dead. 

And, as the thought registers, the Jok­
er's crying abruptly shifts to the familiar 
creepy laugh. 

"Oh, no, my dear, dear Gotham. Don't 
lose heart yet. Because this is the Wheel of 
Destruction and, yes, there's still time!" 

The Joker raises his arm, and the cur­
tain parts, and everyone sees the Batman 
tied to a chair. An enormous blade is sus­
pended at neck level behind him, ready to 
swing. 

"You see, friends, the game isn't over 
yet. There will be no word games tonight. 
No, tonight's game is simple. $1 0  million 
cash to me and the Batman banned, by 
law, from Gotham. Either that, or in one 
hour Batman will lose his head. There's 
the clock . . .  " 

The camera angle swoops upward and 
you can see a Joker-faced clock, with one 
hour marked off in 5-minute intervals . . .  
and then the screen goes blank. 

The hero of your choice (go to No. 365) 
can begin Search Procedure (Go to No. 
387) to fmd the Joker's hideout and 
rescue Batman. You have the clue APs 
that you have discovered, according to 
the computer in the Batcave. 

In one hour, if the Joker has not been 
stopped, you must announce whether his 
conditions will be met or not. Then go to 
No. 396 for the Endgame and the wrap­
up to the adventure. You will be told when 
to mark off each 5-minute interval. Go to 
No. 387. 

3 0 9 T h e re's a s c h e m atic 

. drawing of the engineer­
ing behind one of the me­

chanical monsters. (Add + 1 to Science 
and Gadgetry while you are in the park.) 
Go to No. 265. 

31 0 Use your DEX/STR. You'll 
be going against the 
blade's momentum and 

mass (OV /RV of 4/6). Remember to sub­
stitute the A V or EV of any weapon you 
might be using. 

1 RAP is sufficient to move the blade so 
that it misses Batman. Go to No. 319. Oth­
erwise, go to No. 374. 

31 1 
Go to No. 207. 

312 

Due to some strange 
electrical malfunction, 
the computer is down. 

You see two areas that 
look like they have been 
cleared. One, to the east , 

appears to be more secluded. The western 
area is more open and visible. Which will 
you investigate? East? Go to No. 392. 
West? Go to No. 333. 

313 To dismantle, you need 3 
RAPs. If you achieve 

this, go to No. 376. 
To control the machines, you'll need 4 

or more RAPs. Go to No. 347. 
If you fail to achieve the necessary re­

sult, you are flung off. Go to No. 340. (Take 
2 APs in damage.) 

314 Treat any location after 
this as the second loca­
tion for tonight. Try your 

Detective skill (OV /RV of 8/8). 
If you achieve 3 RAPs go to No. 325. 
4 RAPs, go to No. 343. 
6 or more, go to No. 367. 
Anything less fails. Return to your last 

number. 

31 5 You are over Hood Moun­
tain, using the Batcopter. 
If you're Hawkman, you 

are flying unaided. 
Some trees have been cleared, so any 

open area is visible. It appears that some­
body did some kind of work on the 
grounds . . .  or under them. You can land 
to explore athe area, go to No. 333, or 
return to Search Procedure. 

316 Explosives: Go to No. 335 
Laser Torch: Go to No. 
339 

Lock Pick: Go to No. 320. 

317 Can you reach the Jo­
ker before he sends an­
other attack at you? Roll 

you DEX against the Joker's DEX. If you 
achieve the Success Number or greater, 
go to No. 371. Otherwise, go to No. 338. 

318 Treat this as computer 
information c305. You 
can now use the Allosau­

rus to attack the triceratops. 

ALLOSAURUS - - - � -

DEX: 5 STR: 1 1  BoDY: 9 

I NT: 7 WIU.: 0 MIND: 0 

I NFL: AURA: SPIRIT: 

INITIATIVE: 1 2  

TRICERATOPS 

DEX: 3 STR: 10 BODY: 9 

I NT: 6 WILL: 0 MIND: 0 

I NFL: AURA: SPIRIT: 

INITIATLVE: 9 

Either dinosaur stops functioning when it 
takes 10  APs of damage. If the Triceratops 
wins, go to No. 203 for another option. 
(You may select only those options that 
involve the Triceratops.) 

319 The blade whizzes past 
Batman and you quickly 
undo the ropes that bind 

him. 
He's safe, still a little stunned from the 

four nights of horror. You both turn to 
find the Joker vanished. 'Wheel of Des­
truction' is cancelled, but the madman 
remains free! Go to the Endgame, No. 396. 

3 2 0 You can use your Thief 
skills to work on the 
sliding door's mechanism. 

(OV/RV of3/ 1 0.) You need 1 RAP to open 
it. Otherwise, the pick is useless. If you 
succeed go to No. 377. If you fail, go to No. 
331. 

3 21 To dismantle the ma­
chine, you need 3 RAPs, 
go to No. 307. To control 

it, you need 4 APs or more, go to No. 318. 
If you fail or do not make enough APs, 

go to No. 334. (You take 2 APs of damage 
or you're flung off.) 

3 2 2 Which will you dodge? 
The Allosaurus? Go to No. 
334. The Triceratops? Go 

to No. 340. 

3 2 3 The cliff opening is large 
and it rises from an odd­
ly shaped lagoon. There's 

a flat area where a small helicopter could 
land. If you do so, go to No. 386. If not, go 
to No. 346. (Mark off 5 minutes.) 

3 2 4 If you head north go to 
No. 387. If you head back 
to the lagoon go to No. 

386. 

3 2 5 An electronics warehouse 
was robbed in the south­
emsuburbsofGotham. High 

tech, remote control material was stolen. 
Treat this information as computer infor­
mation c30 1 .  Go to No. 207 
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3 2 6 You pull the chair away 
just in time. Batman is 
safe, but the Joker has 

vanished. The Wheel of Destruction has 
been cancelled, but the madman is still 
free. You undo the ropes that bind Bat­
man. Go to Endgame No. 396. 

3 2 7 It's corning out of two 
openings near the roof. A 
quick exploration reveals 

a small opening with an open metal cap 
that allows the water to flow out. The cap 
has an OV /RV of 2/5. If you get 1 RAP of 
result, you can pull it shut. 

If you stop the water flow, go to No. 345 
to try and get out. But ignore any referen­
ces to the presence of water. At least you 
won't drown. 

If you fail to shut off the water, mark off 
5 minutes and then go to No. 352. 

3 2 8 It has a DEX of 3 and a 
STR of 1 1 .  You succeed 
with at least 1 RAP and 

you land on it. (You can also use your 
Acrobat skill.) If you fail, go to No. 340. 
You are attacked by the Triceratops. 

If you land on it, you can try a Gadgetry 
or Science roll (OV /RV of 8). (Decide first 
whether you'll try to dismantle the rna­
chine or try to control it.) You will suc­
ceed if you achieve 1 RAP or better. Then 
go to No. 313. 
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3 2 9 A successful Science or 
Gadgetry roll (OV/RV of 

· 
8 / 8 ) ,  and you know 

where to short-circuit these babies. Then 
make a DEX vs. its DEX roll, and you stop 
it. Decide which beast you'll try for. 

ALLOSAURUS 

DEX: 5 STR: 1 0  BooY: 9 
I NT: 7 WILL: 0 MIND: 0 

I NFL: AURA: SPIRIT: 

INITIATIVE: 1 2  

TRICERATOPS 

DEX: 3 STR: 1 1  BonY: 9 
I NT: 6 WILL: 0 MIND: 0 

INFL: AURA: SPIRIT: 

INITIATIVE: 9 

Fail the roll and they both attack. (You 
cannot attack for this round.) You can 
keep trying to dismantle them or go to No. 
203 for another option. If your Body 
equals -1, go to No. 358. 

3 3 0 The explosives have an 
AV/EV of 5/5. You need 
1 RAP to blow a door. You 

can, if you have the Military Science skill, 
use that as the AV. Ifyou blow either door, 
go to No. 324. If you fail, go to No. 352. 

3 31 Each attempted action 
takes 5 minutes. After the 
first attempt, the cham­

ber fills with water. You get one more at­
tempt before becoming unconscious. If 
you have a rebreather, you get an extra 
five minutes, and one more attempt. If 
you drown, go to No. 397. If you want to 
try something different next, go to No. 
373, but keep track of the time you have 
left. 

232 It's corning out of two 
openings near the roof. A 
quick exploration reveals 

a small pipe with a cap that allows the 
water to flow out. (OV /RV for the cap is 
2/5.) 

If you get 1 RAP, you pull the caps shut. 
Then you can go to No. 373 to try and get 
out. Ignore any references to water. At 
least you won't drown. 

If you fail, rnark off 5 minutes. Then go 
to No. 331 .  

3 3 3 You're in the clearing, 
large enough for a small 
helicopter to land. Every­

thing appears normal here. Still, you can 
use you Detective or Science skill against 
an OV /RV of 6/6. If you do so, mark off 5 
minutes. 

If the result is 4-5 RAPs, go to No. 344. 
6 or more, go to No. 305. 
If you fail, or decide to move on, return 

to Search Procedure 

3 3 4 The Allosaurus has a DEX 
5, STR 10, BODY 9, and In­
itiative of 7. You can use 

your Acrobat skill to avoid attack. It will 
make three attacks while you run. If it 
gets 1 RAP or better, go to No. 348. 

If you escape this dust bowl trap, return 
to Map #2. Point 'X' on Area C. 

After each round, you may return to 
No. 203 to pick a different option. You 
may also try to leap over the Allosaurus 
and get out in one round. The OV /RV for 
this maneuver is 10/10. Use your Acrobat­
ics skill for the AV /EV. Fail and you stum­
ble. Nexts round both creatures get a 
blindside bonus (-1  Column Shift to your 
OV). 3 3 5 The explosives are AV /EV 

of 8/8. You need 1 RAP 
to blow a door. You can, if 

you have the Military Scientist skill, use 
that as the A V. If you blow either door, go 
to No. 377. If you fail, go to No. 331. 3 3 6 If you have the rocket 

pack, go to No. 317, but 
you automatically get to 

the Joker. 3 3 7 Your Batarang hums 
through the air, as you 
try to whip the batrope 

around the Joker and entangle him. Roll 
your DEX/STR vs. the Joker's DEX/STR. If 
you get 1 RAP or more, you have entan­
gled him. As you close in, the Joker is 
struggling go get out ot his bonds. Go to 
No. 393. If you miss, go to No. 338 as the 
Joker sends another attack at you. 

3 3 8 You scramble to the top 
of  t h e  c l iff and you 

see the Joker with some 
type of control box, standing several feet 
away from you and off to the side. 

"Last round, my persistent friend. But 
I'm afraid that there'll be no landmark to 
save tonight. You shall be the prize, and I 
wonder just how much you're worth." 

You see the Joker press a button on his 
box and immediately the cliff is alive with 
the flying reptiles. Each one of them is 
flying directly at you. 

Roll 2D 10  for the n umber of Pterosaurs 
that swoop at you. Each has the following 
Stats: 

PTEROSAURS 

DEX: 7 STR: 4 BODY: 4 
I NT: 0 WILL: 0 MIND: 0 

I NFL: AURA: SPIRIT: 

INITIATIVE: 

The Pterosaurs will divide up into 
groups of five and make Team Attacks on 
you ( -3 Column Shifts to your OV). 

You can dodge, using your Acrobat skill. 
If any group hits for 1 RAP or better, go to 
No. 349. If none does, go to No. 341. 

3 3 9 Used in the right loca­
tion, it can open the door. 
Make a Science or Gadge­

try roll against the door (OV /RV of 3/10).  
1 RAP and you get the door open. 

Otherwise, you must use the laser torch 
randomly. You need 3 RAPs. If you get a 
door open, go to No. 377. If you fail, go to 
No. 331. 

3 4 0 The Triceratops has a 
DEX of 10 and a STR of 
1 1 ,  and a BODY of 9. It 

will take you three rounds to escape and 
it attacks each round. (You can, using the 
Acrobatic skill, dodge.) 

If it hits, go to No. 348. If you escape this 
dust bowl of a trap, return to Map #2, 
Area C. 

After the first round, you may choose 
another option, go to No. 203. You can 
also attempt to leap over the Triceratops 
and get out in one round. The OV /RV for 
this maneuver is 10/ 10. Use your Acrobat­
ic skill for A V /EV. If you get 1 RAP or 
more, you have made it to the area en­
trance and safety. 

Fail, and you stumble. Next phase both 
creatures get a Blindside Bonus of - 1 .  



3 4 1 You now have one round 
to capture the Joker. 

Will you use the Bata­
rang? Go to No. 353. 

The Batrope? Go to No. 337. 
Try to run and capture him? Go to No. 

317. 
Use a special gadget? Go to No. 336. 
Each phase you must continue to dodge 

the reptiles. Go to No. 338. 

342 
No. 334. 

It has no effect on either 
creature. The Allosaurus 
makes an attack. Go to 

3 4 3 Police pursued a car with 
odd markings. It was 
travelling very fast on the 

main road to Mt. Hood. It disappeared 
nearKaneRoad.Treatthisascomputerinfor­
mation c302. Go to No. 325. 

344 There's a strange look to 
the grass, a trimmed, almost 
manicured appearance. Still, 

you notice nothing else unusual. 
You can return to Search Procedure or 

spend another 5 minutes using a skill. If 
you do, go to No. 333. 

3 4 5 Mark off 5 minutes. You 
enter a large chamber at 
G on Map #5. As soon as

you enter, a large door slams shut behind 
you while the front one slams closed also. 
Icy water starts pouring from above. It 
begins to fill the chamber. You've just en­
tered one of the Joker's most deadly 
traps. 

What will you try? 
To force open the door? Go to No. 385. 
To turn the water off? Go to No. 327. 
To use some item from the Utility Belt? 

Go to No. 303. 

3 4 6 You see two large open 
areas on the mountain, 
one on the eastern face 

and the other to the west. They both look 
like they've been recently cleared. 

You also see an opening in the cliff face 
t h at goes from Mt .  Hood down to 
McShane's Lake. 

What will you investigate? 
The Eastern clearing? Go to No. 333. 
The Western clearing? Go to No. 392. 
Or the Cliff opening? Go to No. 323. 
Note No. 346 if you want to return to 

investigate some of the other areas. 

3 4 7 Treatthisascomputerinfor­
mation c305. You can now 
use the Triceratops to attack 

the Allosaurus. 

TRICERATOPS 

DEx: 3 STR: 1 1  BODY: 9 

INT: 6 WILL: 0 MIND: 0 
INFL: AuRA: SPIRIT: 

INITIATIVE: 9 

ALLOSAURUS 

DEX: 5 STR: 1 1 BoDY: 9 

INT: 7 WILL: 0 MIND: 0 
INFL: AURA: SPIRIT: 

INITIATIVE: 1 2  

Either dinosaur stops functioning when 
it takes 10 APs of damage. If the Allosau­
rus wins go to No. 203, but you can only 
select options that deal with the Allosau­
rus. If you defeat it, you're out of the Area, 
at point 'X'. 

3 4 8 All APs are from the 
BODY. When the BODY 
falls to -1, go to No. 358. 

3 4 9 One of the dinosaurs has 
you, and it's now gliding 
over the park. You strug­

gle to get out of its grasp when you feel a 
needle enter your skin. Everything goes 
blurry. 

"Pleasant dreams." The Joker's voice 
enters your fading consciousness via a ti­
ny speaker in the dinosaur's chest. "See 
you on TV. HaHaHa!" Then, like a movie 
screen fading to black, you lose con­
sciousness. 

Activate another DC Hero, go to No.
365. Then begin Wheel of Destruction 
Night 4, go to No. 308. 

3 5 0 Leason looks bothered. 
He's holding something 
back. Try a Charisma Roll 

vs. an OV /RV of 6/6. Succeed with 1 RAP 
and go to No. 375. Otherwise, go to No. 
207. 

35 1 You could attempt to land 
on one of the beasts, then 
attempttodismantleorcon-

trol it. Decide which one you'll try. Tricer-
atops, go to No. 328. Allosaurus, go to No. 
302. 

3 5 2 Each door attempt takes 
5 minutes. After the first 
attempt, the chamber is filled 

with water. You then get one more 
attempt before becoming unconscious. If 
you have a rebreather, you get an extra 5 
minutes and one more attempt. Go to No. 
345. If you drown in the chamber, go to 
No. 397. 

3 53 Roll your DEX against 
the Joker's. Succeed, and 
you could try to hit the 

Joker. Go to No. 372. Or knock the con­
trols out of his hand. Go to No. 380. Fail, 
and go to No. 338 for round 2. 

3 54 You're at E on Map #5. 
You enter a room that 
looks like the deserted 

lab of a latter-day Dr. Frankenstein. 
"Welcome," says the familiar voice. And 

you spin around to see the Joker. You're 
about to attack when you hear, from be­
hind you . . .  
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"Welcome," another Joker! And again, 
"Welcome . . .  " and another Joker appears. 

There are 4 Jokers and none, you see, is 
real. Each raises its hands and you see 
that each Joker's nails grow an inch 
longer, and become lethal weapons. 

Each mechanical Joker is DEX 4, STR 6, 
BODY 6, Initiative 7. 

You can attack or dodge anyone during 
the ensuing bashing combat. Their nails 
are coated with a poison causing 2 APs of 
loss to your BODY per round after being 
hit. All damage against the Joker is taken 
by the BODY. When the BODY of each 
Joker falls to -1 it ceases to operate. 

Whenever one of the robots loses 3 
BODY points, it collapses and uses the 
next round to right itself. 

If  you become unconscious, or worse, 
go to No. 397. 

If you stop all of them, you can head 
north. Go to No. 361 .  Or southeast. Go to 
No. 387. 

3 5 5 You catch the rope and 
the blade stops. You tie it 
firmly, as you watch the 

Joker escape. A secret panel opens up 
and then he's gone. 

You saved the Batman and discovered 
the Joker's secret studio, but the madman 
is still free. See Endgame. Go to No. 396.

3 56 You open the turf-co­
vered door and see a glis­
tening, well-lit stainless 

steel passageway. (You're on Map #5 at 
point D.) 

You can go ahead west. Go to No. 361. 
Or go back up to explore the western 
clearing. Go to No. 333. 

3 5 7 The chair is bolted to the 
floor (OV /RVofO/ 4). You 
need 4 RAPs to move it. If 

you fail. Go to No. 374. If you succeed, go 
to No. 326. 

3 58 You don't see the de­
mented, gloating face 
leering down at you. 

"Pick him up," he sneers at one of his 
henchmen. "Now we'll give Gotham a 
show really worth watching." 

Begin Night 4, go to No. 308. 

3 5 9 Used in the right loca­
tion, you can open the 
door. Use your Science or 

Gadgetry skill against the OV /RV of the 
door (3/ 10). 1 RAP opens the door. 

Otherwise, you must use the laser torch 
randomly. It has an AV/EV of 3/3. 

If you open the door, go to No. 324. 
If you fail, go to No. 352. 

3 6 0 The signal comes from 
Mt. Hood, south of Goth�.
There are two maJor 

points of  activity, each within 500 meters 
of the other. 

You can begin Search Procedure, with 
current evidence APs, after the next 
Wheel of Destruction broadcast. 3 61 Mark off5 minutes. You're 

moving quickly through 
the corridor. You come to 

a room that looks like something from a 
carnival midway. 

As soon as you enter, a brace of rifles
pops out of the wall and begins firing . . .  at 
you! 

There are 6 rifles and they all fire simul­
taneously. Three are in front of you, bar­
ring your way ahead, and three are behind 
you, effectively cutting off any retreat. 
You must dodge past three of the guns to 
leave this human shooting gallery. Each 
group of guns makes a Team Attack on 
you ( -2 Column Shifts to your OV). Each 
group fires with an AV /EV of 5/7 APs. If 
you are still conscious after the first 
round, you pass safely, go to No. 362. 

If you become unconscious or worse, go 
to No. 397. 362 If you headed east, go to 

No. 356. If you headed 
west, go to No. 373. If you 

headed south, go to No. 354. 3 6 3 You open the turf-cov­
ered door and see a glis­
tening, stainless steel 

passageway. (You're on Map #5 at A.) 
You can go ahead, east, or leave and 

return to Search Procedure. East, go to 
No. 373. To continue searching, go to No. 
383. 3 64 You can use your Thief 

skill to figure out how to 
jimmy the sliding door's 

mechanism open. (The door's OV /RV is 
3/10.) You need 1 RAP to open it. Other­
wise, the lock pick is useless. 

If you succeed, go to No. 324. If you fail, 
go to No. 352. 

3 6 5 The following DC Heroes 
offer to pick up the Bat 
man'strailHawkman,Night­

wing, and Robin. The choice is yours. All 
stats and skills are as listed on pages 5-6. 
In addition, each has access to the Batcave 
and will be able to carry any 3 items 
normally carried by the Batman (specify 
which) ,  as well as his own normal 
equipment. 

If another DC Hero is activated before 
Night 4, treat all references to Batman as 
referring to that hero. Also, the new hero 
cannot use a skill that he does not pos­
sess. When you are ready to begin, go to 
the Wheel of Destruction show for the 
correct night. 

3 6 6 Go to No. 304, but you 
are not surprised. Add +2 
modifier to DEX while you 

are there.) You have caught the Joker 
off-guard! 3 6 7 Aerial surveillance has 

picked up a clearing on 
the eastern face of Mt. 

Hood. A blow-down site, from the looks of 
it. Treat this as computer information 
c303. Go to No. 343. 3 68 "Messy, messy, myfriend." 

The Joker's voice is rich 
with scorn. "Well, first we 

must clean you up." Suddenly you feel 
yourself being wrapped in chains, as if you 
were an escaped circus animal. 

"Yes, Batman, we'll clean you up for 
your debut. You see, you're going on the 
highly-rated Wheel of Destruction TV 
show, no less. You will be the last night's 
landmark. The Gaped Clod, no less, des­
tined to die if my price isn't met!" 

The laughter fills the small corridor as 
you are injected with a knockout drug. 

Go to No. 365 and activate another DC 
Hero. Begin the next night of Wheel of 
Destruction. 3 6 9 The signal comes from 

Mt. Hood, its southern 
face. The exact coordi­

nates have yet to be determined. 
You may begin Search Procedure after 

the next night's Wheel of destruction 
broadcast. 3 7 0 What will you use? Smoke 

(for camouflage)? Go to 
No. 342. 

The laser torch? Go to No. 329. 
Explosives? Go to No. 306. 3 71 Roll for Initiative and con­

duct combat. If the Joker 
becomes unconscious, go 

to No. 393. If your character is knocked 
out, go to No. 368. 

3 7 2 Roll your STR vs. the 
Joker's BODY on the 
Result Table. If you get 

more than 3 RAPs, go to No. 393. If  not, 
close and conduct normal combat. 

3 73 Mark off5 minutes. You're 
on Map #5. You enter a 
large chamber at B. As 

soon as you step in, a pair of steel doors 
slams shut, one in front and one behind 
you. Then icy water begins falling from 
above . . .  fl..lling the chamber. You've just 
entered one of the Joker's favorite traps. 
What will you try? 

Forcing open a door? Go to No. 381. 
Turning the water off? Go to No. 332. 
Using something from your utility belt? 

Go to No. 316. 



3 74 It's too late. You watch, 
horrorstruck, as the un­
thinkable happens. "No!" 

you scream, but there's no help now. No­
thing except the horrible scream of gut­
wrenching pain, the last sound that the 
Batman ever makes. You fall to your 
knees as the madman, Joker, escapes 
through a secret panel. Your rage will lead 
you to him again. But now there's just the 
agony which, for now, is yours alone. 

Go to No. 396, Endgame. 

3 7 5 Treat this as computer 
information c306. "It's a 
feeling I have. There's 

more than money and buildings involved 
here. There's murder. Mad murder, and 
it's directed at you." 

You leave, perhaps realizing for the first 
time what the Wheel of Destruction is all 
about. Go to No. 207. 

3 7 6 You must still deal with 
the Allosaurus for one 
phase. Go to No. 203. If 

you are successful with 1 RAP or better, 
you are out, at point X of Area C. 

3 7 7 If you turned back, go to 
No. 363. If you move on, 
go to No. 361. 

3 7 8 Gotham agreed to Joker's 
terms at the last minute. 
The Joker is gone and al­

ready has the money. The Batman must 
face Gotham's law that he leave forever. 

Go to No. 396, Endgame. 

3 7 9 The grass looks like turf. 
It's obviously been placed 
here to cover something, 

perhaps a clearing of some kind. 
Tapping around the ground, you dis­

cover a large steel door (OV /RV of 3/ 10).  
You can use a Trick Shot to try to force it 
open. Use your DEX and STR against the 
door. You need 1 RAP. If you succeed go to 
No. 356. ( It takes 5 minutes for every 
attempt.) 

You can also try your Gadgetry skill 
against the Joker's Gadgetry. 1 RAP and 
you figure out how to open it. 

A weapon can also be used to bash it 
open. it will take 10 RAPs to achieve that. 

If you get in, go to No. 356. Or, you can 
return to Search Procedure. 

3 8 0 Roll STR vs. the Joker's 
STR. If you get more than 
3 RAPs, you are able to 

knock the controls flying. While the Joker 
scrambles after them, you close in for the 
attack, go to No. 371. 2 RAPs or less and 
he holds tight and sends another attack 
your way, go to No. 338. 

3 8 1 Each door is 0V/RV 3/10. 
You need 2 RAPs to open
it. If you do so, go to No. 

377. 
If you use a weapon, you'll need 10 APs 

(cumulative) of result damage to bash it 
in. It takes 5 minutes for every attempt. If 
you get in, go to No. 377. 

If you fail, go to No. 331 .  

3 8 2 The Professor has INT 6. 
His help gives you +2 to all 
Science and Gadgetry 

rolls. Go to No. 221. 

3 8 3 ��:CC�!;;:�:Proce-
dure, to find the Joker's hide­

out, only if the computer in the Batcave 
tells you that you have sufficient evidence 
to begin the search or if directed to begin
at the conclusion of any Wheel ofDestruc­
tion show. 

Whatever night this is, you have 1 hour 
to act before that night's disaster takes 
place. At the end of 1 hour, see No. 396, 
Endgame. To search for the Joker's hide­
out requires use of the computer infor­
mation APs that you've acquired from the 
Batcave's computer. You use the sum of 
the clue APs from No. 41 as the AV /EV. 
The OV /RV of the Joker's hideout is 9/ 12.  
Conduct your die rolls as normal combat 
rolls. Then consult the chart below. 

0 to 3 RAPs, go to No. 315. 
4 to 9 RAPs, go to No. 312. 
1 0  to 1 6  RAPs, go to No. 346. 
Each roll takes 5 minutes. At the end of 

1 hour, the destruction for that night will 
take place unless you elect to recommend 
payment. You can then continue search­
ing with no time limit. Every time you roll 
on the chart above you can add a +  1 AP to 
any subsequent rolls, as long as you mark 
off 5 minutes for every roll. Hero points 
can, of course, be used. 

TIME CHART: 

START each box = 5 min. 

STOP 
Go to next night's Wheel of Destruction 
or, after Night 4, Go to No. 397. 

Remember, you can only search if you've 
been directed to begin the Search 
Procedure. 

3 84 There's a strange look 
to the grass, a trimmed, 
almost landscaped look 

Still, you see nothing strange. 
You can search the western area. Go to 

No. 333. Or spend another 5 minutes us­
ing a skill. Go to No. 392. 

3 8 5 Each door is OV/RV0/1 3. 
You'll need 2 RAPs to 
open them. If you do so, 

go to No. 324. 

If you use a weapon you'll need 10 RAPs 
to break down a door. If you succeed, go 
to No. 324. If you fail, go to No. 352. 

If you decide to try something else next 
phase, go to No. 345. 

3 8 6 You're at H on Map #5. 
You land on a ledge, and 
there it is, the Joker's 

submarine. 
"Bingo," you whisper. 
You start up a stone staircase that 

leads into a gleaming, stainless steel pas­
sageway, go to No. 345. Or you could de­
cide to investigate some other area, go to 
No. 346. 

3 8 7 If it's less than an hour 
since you started to 
search and you are the 

Batman, go to No. 292. If you are another 
character, go to No. 391. 

Otherwise, go to No. 378. 

3 8 8 Evidence seems to in�i­
cate that the transmiS­
sion emanates from a

high location outside Gotham. A signal 
interferes with the satellite transmission, 
while sending a powerful signal on the 
same wavelength. This is insufficient 
information to start search procedure. 
Go to No. 41. 

3 8 9 You leap for the rope and 
you feel your hands burn­
ing as it slips through. 

You need to roll your DEX/STR against an 
OV /RV of 5/5 to hold on and stop the 
deadly blade. If you get 1 RAP or more, go 
to No. 355. Fail and go to No. 374. 

3 9 0 Go to No. 388, unless you 
have 1 0  APs or more, in 
which case, go to No. 369. 

3 9 1 You surprise the Joker. 
He obviously didn't ex­
pect you to arrive. You 

see Batman struggling in the chair. Joker 
eyes the heavy rope holding the blade in 
place. Then you see him move. 

He's going to cut it, your mind screams. 
And you can't get to him in time. 

"Fool," he snarls. "You lose anyway!" 
In order to get to the Joker in time, 

tackle him, and prevent him from cutting 
the rope, you have to make a Trick Shot. 
In this case, the Joker receives +2 Column 
Shifts to his OV. You will need 3 RAPs to 
stop him. 

If you get the needed RAPs, go to No. 
395. Fail, and he cuts the rope. Go to No. 
394. 
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3 9 2 You're in a clearing large 
enough for a small heli­
copter to land in. Every­

thing appears normal, still you an use 
your Detective skill or Science skill 
(OV /RV of 6). Mark off an additional 5 
minutes. 

4 to 5 RAPs, go to No. 384. 
6 RAPs, go to No. 379. 
Anything less, and you can return to 

search procedure. 

3 9 3 The Pterosaurs are still, 
as you tighten the Joker's 
bonds. His eyes are wild 

with hate, crazy with frustration. You've 
radioed for the police to come and get 
him. 

"I'll be back, you know. There's no pri­
son that can hold the Joker!" he screams. 
"I'll be back," he yells even louder, "for 
you!" 

The night air, normally so cool and 
fresh, has a clammy, fetid smell about it. 
Madness, you say to yourself, already 
longing for the rest to come. 

Go to No. 396, Endgame. You can also 
search for Joker's hideout. See Search 
l?rocedure. Go to No. 383, but ignore any 
locations that contain the Joker. 

3 9 4 The blade is fast approach­
ing the Batman's neck. 

You can try to leap and 
catch the rope, go to No. 389. 

You can try to reach the Batman and 
move him away, go to No. 357. 

You can try to throw a weapon to de­
flect the blade, go to No. 310. 

3 9 5 The Clown Prince of  
Crime howls as he realizes 
that he's caught at last. 

"Impossible!" he screams. The traps. No 
one could get through them." 

You ignore his ranting and tie him up, 
and then run over to untie the Batman. 
The Avenger of the Night stands up, 
stretches, and glances back at the blade. 

"Glad to see you," he says quietly. 
"Don't mention it," you say. "Besides, I 

had nothing else to do tonight." 

"Yeah, I know," he smiles. "And nothing . 
to watch on TV." 

You both laugh as you begin shutting off 
the master controls to the Joker's traps. 

Go to No. 396, Endgame. 

3 9 6 Endgame: 
The Adventure ends only 
if (a) the Joker has been

captured or (b) the last (Night 4) Wheel of 
Destruction show and its disaster have 
been dealt with. The surviving heroes, if 
any, receive the following hero points. 

Night 1/Night 2 
Disasters prevented

Ransom for Nlglit 1/ 
Night 2 

S.tman captured 
�y hero � 
Joker captures 
Joker's Secret Hideout 

discovered 
Ransom for Night 4 paid 
Batman rescued 

30 HP each

30 HP each
30 HP
30 HP
30 HP

30 HP.
30 HP 
30 HP

3 9 7 You find yourself corning 
to . . . there are people 
around . . .  d ressed in 

white. A hospital. 
"It's okay," someone whispers. You ask 

questions, but the answers are evasive. 
Batman saved, yes, but the Joker paid off. 
You were found, they told you, half dead 
on Kane Road with a bizarre note at­
tached. Something about a new show 
next fall. 

And that, you guess, is why you were 
spared. 

And next time . . .  yes, next time you'll 
win. 

Go to No. 396, Endgame. 



tHART 1 Use with each n ight's Wheel of Destruct ion Game.
Game 1 /Night 1 
101 . . . . . . . . .  3 .  9 108 . • . . . . . . . • • •  0 111  • • . . • . . . • . .  10 118 • . . . . . . . . • • •  0 121 . . • . . . . . . . . .  5 
102 . . . . . . . .  8 .  13 107 . • . • . . . . . . . .  0 112 . . . . . . . . . . . .  0 117 . . • . • . . .  7 & 12 122 . . . . . . . . . . . •  0 
103 • . . . . . . . . . • •  0 101 . • . • . . . . . . . .  8 113 • . . . . . . . . . • •  0 118 . • . . . . . . . . . .  0 123 . . . . . . . . . . . .  o 
104 • . • . . • . . . . . • 4 109 . . . . . . . . . . . .  1 114 • • . . . • . • . • . •  0 119 . . • . . . . . . . . .  0 124 . . . . . . . . . . . .  0 
105 • . . • . . . . . . . • 0 110 . . . . . . . . . . . •  0 115 . • . • . . . . . . . •  0 120 . . . • . . . •  2 & 1 1 125 . . . . . . . . . . . .  0 
128 . . . . . . . . . . . .  0 

Game 2/Night 2 
201 . . . . . . . • . . • .  8 208 . . . . . . . . . . . .  0 21 1 • . . . • . . . . . • .  o 218 . • • . . . . . . . . .  0 221 . . . . . . . . . . .  12 
202 . . . . . . . . . . . •  0 207 . . . . . . . . . . . .  0 212 •. . . . . • . • . . • •  0 217 . . • • . • . • . . . .  0 222 . . . . . . . . . . • .  0 
203 . . . . . . . . . . .  14 201 . • . • . • . . . . .  13 213 . . . . . .  4, 8, & 17 218 . . . • • • . . . . . .  0 223 . . . . . . . . . . .  10 
204 . . . . . . . . . . . .  0 209 . • . • . . . . . . . .  9 214 . . . . . . . . . . . . .  2 219 . . . • . • . . . . •  18 224 . . . . . . . . .  1 & 7 
205 . . . . . . . . . . . .  0 210 . . . . .  3, 11 . 18 215 . . . . . . . . . . . •  0 220 . . . . . . . . . . . .  0 225 • . . . . . . .  5 & 15 
228 . . . . . . . . . . . • 0 

Game 3/Night 3 
301 . . . . . . . . . . • •  2 308 . . . . . . . . . . . .  4 311 • . . . . . . . . . • .  7 318 . • . . . . . . .  0 & 8 321 . . . . . . . .  3 . 11 
302 . . . . . . . . .  5 & 9 307 . . . . . • . . . . . .  0 312 . . . . . . . . . . . .  0 317 . . . . • . . . . . . .  0 322 . . • . . . . . . • .  13 
303 . . . . . . . . . . . .  0 301 . . . . . . . . . . . .  0 313 . . . . . . . . . • • •  8 318 . . . . . . . . . . .  14 323 . . . . . . . . . . . .  0 
304 • . . . . • . . • . . .  0 309 . . . . . . . . . . . .  0 314 . • . • . . • • . . .  12 319 . . • • . . . . •  1 .  8 324 . . . . . . . . • . • •  0 
305 • . . . . . . . . . . .  0 310 . . • . . . • . . . . •  0 315 . . . . . . . . • . . •  0 320 . . • • . . . . . . • .  o 325 . • . . . • • . • . • .  0 
328 • . . • . . • . . . .  10 

!rhere is no chart for Game 4/Niaht 4 

CHART 2 Locations
Wayne Manor/Batcave (see Map 1 )  . . . . • . • . . . . . . . . . . .  1 4  
Gotham Police Headquarters Gotham Fi rst Avenue Bridge 

can use Batcar or Batcopter . . . . . • . . . . . . . . . • • . . . . .  207 can use Batcar, Batcopter, or Batboat 

Funworld Night 1 . . • . . . . • • . • . . • . . . . . . . . . . • . . . . . . . . • . . .  1 07 

can use Batcar, Batcopter, or Batboat Night 2 . . . . . . . • • • . . . . • . . . . . . . . . . . . • . . . . . • • . .  1 59 

Night 1 . . • . . • . • . . . . . . • • . • . . • . . . . . . • . . . . . . . . . .  60 Night 3 . • . • . . • • • • • . • . . • . • . . • . • . . • . • . . . . . • • . .  275 

Night 2 • . . • . . . . . . . . . • . • . . . . • . . • . • . . . . . . . . • . •  1 02 Todd Botanical Gardens 
night 3 . . • . . . . . . • • . • . • . . . . . . • • . . . . . . . . . . . . • . .  21 5 can use Batcar or Batcopter 

Mechanical Museum of Natural History Night 1 • . . • . . . • • • • . . . • . . . . . . . . . . • . . . . • . . • • . .  1 78 
can use Batcar or Batcopter Night 2 . . . . . . • • • • . . . . . . . . . . • . . . . . . . . . • . . . . . .  204 

Night 1 . . . . . • . • • . . . . . . . . . • . • • . . . . . . . . . . • • . . .  1 05 Night 3 . • • . • • . • . . . • . • . . • . . . . . . • . . • . . . . . . . . . .  295 
Night 2 . . . . . . . . . . . . . . . . . . . . . . . . . . . . • . . . . • • . •  1 44 
Night 3 . . . . . . . • . • . . . . . . . . . . . . • . . . . . . . . • . . • . .  237 Wheel of Destruction Game 

The Sky Museum Night 1 . . . . . . • • • • . . . . . • • . • . • . • . . . . . . . • . • • . . . . •  1 
can use Batcar, Batboat, or Batplane Night 2 . • • . . . . • • • . . • . . . • . . . • • . • . . . . . . . . . . • . .  1 01 

Night 1 . . . . . . . • . • . . . . • • . . . • . • . . . . . . • . • . • • • . •  1 33 Night 3 • . • • . • . • . • • . • . . . . . . • . • • . . . . . . . . . . . • . .  2 1 3  

Night 2 . • . . • . . • . . . . • . . • . • . . . . • . • . • . • . • . . • • • •  229 Night 4 . . . . . . • • . . . . . . . • . • . . . . . . . . . . . • . . . . . . .  308 

Night 3 . . . . . . . . • . . . . • . . • . . . . . • . • • • • . • . . . . • . •  250 
Search Procedu re • • . . . . . . . . . . . • . . . . . . . . • . . . • . . . . •  383 

Gotham Tower 
can use Batcar or Batcopter Endgame . . • . • • • . . . . • . . • . . . • . . . . . . • . . . . . . • . . . . . .  396 

Night 1 . . . . . . . • . . . . • . • • . • . . . . . • . . . . • . • . . • . . .  1 1 3 New Character . • . . . . . • . . . . . . . . • . . . . . . . . . . . . . . . . .  365 
Night 2 . . . . . . . • • . • . • . . . . . . . • • . . . . . . . . . . • • • • .  1 41 
Night 3 . . . . . • . • • . • . . . . • • . • • • . • . • . . . • . • . . • • . •  224 

CHART 3 
A 281 251 230 294 230 
8 293 279 282 21 4 241 
c 271 241 284 21 7 268 
D 21 8 283 266 286 285 
E 248 
F 298 
G 208 
H 258 
I 265 287 309 264 245 

Area Dncrlptlon Detective Skill Science Skill Thief Skill Scholar Skill 
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