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MINIATURE

GAME

WHAT IS A MINIATURE GAME

For those newtplayuﬂ, wondering what is a miniature game,
we would like to explain that it is game, designed for at
least two players, in which both players take control of a
variable number of miniatures to represent their bands.

Unlike most board games, a miniature game doesn’t take
place on an already set cardboard, but the players take an
active role in designing the gaming board instead. Also, a
miniature game usually aims for a more sophisticated
representation of a game on the table as well as working on
more complex rules.

The scape is to fulfill each players requirements, to allow
him or her to configure his band with great freedom and
make it unique to suit his or her ?Iaying style. This way,
even if two p!m‘e rs are playing with the same band, the
odds are that their bands will look completely different to
match their personal taste, and thus add variety to the
game,

Miniature games come in all ranges and scales. Also the
number of miniatures may vary enormously. Some games
are historically accurate, while others are set on fantasy
worlds or in the distant future. Also, some may focus on
little scale skirmishes, needing only a handful of miniatures
to play, while others try to represent full scale battles and
require massive amounts (sometimes numbering in the
hundreds) of miniatures to play.

Miniature games are strongly tied to the miniatures hobby
world. This hobby consistsin collecting, assembling (and
sometimes converting, or even sculpting your own
miniatures!), painting and playing with miniatures. Most
hobbyists do all of them, but some others prefer just to
focus on the painting or the conversion aspects of the
hobby, while others enjur the games so much that they got
very little time left to paint.

At Knight Models, we are enthusiasts of all these aspects,
and we would like to encourage all of our customers, as well
as any person attracted by miniatures, to pursue all of them.
All of us enjoy to play a game in which all the characters are
superbly painted miniatures, but we would also like to see
them actually win games. We know it takes time and effort
to m?}:iter them all, but inthe end the reward is completely
worth It.

We just hope that you enjoy the hobby as much as we do.

A note on sf-nrtlvlt : No matter how much you like it, in the
end the BATMAN MINIATURE GAME is just a game, and the
ultimate goal of every game is to have fun. Naturally, we all
want to win, but it's not worth it if in our path to achieve
victory we must force another person, even one of our
friends, to have a hard time. Keep this in mind and you’'ll see
how all your games will become much funnier.

A note on health: Also, we would like to remind you that
being just a game, the BATMAN MINIATURE GA should not
be taq(en 50 seriuusl:l:' (Why sa serious?). If you, or anyone
around you, notice that you are getting stressed or even
angry by the game, relax, take a dn? reath and think
about. Problems in the game stay in the game, and they
should never be considered as real blems. Consider that
at the end of the day, once the ?lﬂll is over, miniatures
aren’t more than a nice piece of white metal. Now, it’s not
worth to get mad about a piece of white metal, is it?



“Home, where | learned the truth about despair, as will you.
There's a reason why this prison is the worst hell on
earth... Hope. Every man who has ventured here over the
centuries has looked vp to the light and imagined climbing
to freedom. So easy... 5o simple... And like shipwrecked
men turning to sea water from uncontrolloble thirst, many
have died trying. | learned here that there can be no true
despair without hope. So, as | terrorize Gotham, | will feed
its people hope to poison their souls. | will let them believe
they con survive so that you can watch them clomoring over
each other to "stay in the sun." You con watch me torture
an entire city ond when you have truly understood the
depth of your foilure, we will fulfill Ra's al Ghul's destiny...
We will destroy Gotham and then, when it is done ond
Gotham is ashes, then you have my permission to die”

Bane, The Dark Knight Rises
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You will only need the following to play Batman Minlature Game: a gaming table,
which contains as much scenery as[vnu like, to represent the city area where the
game takes place, a few six-faced dice, Counters and Markers,

mast important of all, Knight Models miniatures to represent your band on the game.

The Enlght Models minlature ranie accurately represents each of the game
characters, and we are always working to add more superb models to the Batman
Minlature Game.

THE GAMING TABLE

In order to set a proper gla ming table, you should prepare any table or board
(actually, any rigid and g ain surface will do) with a minimum area of $0cmxS0Em
and place the scenery [builldings, trees, cars, etc.) over it. There is no sparii'ﬁ: way
this must be done, as the alm Is solely to represent as accurately as possl the
streets, gardens, parks and harbors from Arkham or Getham City.

r

Scenery and terrain elements can be easily purchased at any gaming store in your
area. Alternatively, many skilled Players prefer to use hand=made scenery, designed
by their own creativity and imagination. "

It doesnt matter where the scenery and terraln comes from, as long as it Imrps with
the scale of the game. However our advice |5 that ur hands on as much as

. you get
you can, as the more elements are represented on thug:h ¢, the funnier the game
will get imagination. )

pe measure and, the

PICE

You will need many six-faced
dice [(D6) to play the Batman
Miniature Game. Try to make
sure that at least one of them
comes in a different color from
the rest.

You-will notice when reading the
rules That sometimes wie use
expressions like 4+, 5+, etc. We
usethése to shorten otherwise
long sentences when a result Is
onthe roll of a die. For
example: I, o succeed in one
actiong acharacter needs to roll
adie and score 4 or more, we
will Justsay that the roll will be
successiul on a roll of 4+,

Pleas@note that, unless
otherwise sp-eciﬁed. the results
when rolling the dice must never
" be summeg up between them. If
younesd to score a result of 4+,
and can roll mare than one

' die to abtain it, if the results are

2 and 3 you can't add them to
obtaln a 5 and succeed!

Enlght Models Minlatures will
provide with s al branded
dice for each Band.
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COUNTERS

Counters can be represented by gems, chips,

tokens or even other dice. You only have to

make sure that whichever Counter style you

choose fits on the especially dt:ldgnlted space
for them on each Character Card.

You will normally need between 4 and 8
Counters per character. Counters can be easily
purchased from most gaming stores,

Additionally, you will need a small opaque bag
of contalner to keep the Counters. This will be

also used to determine who will be the first
player. We will explain later how the Counters
are used in various forms during the game,

MARKERS

Cu rinﬁ the iam!, a character mar
pass through varlous states, and it is
very important to remember them
(Damaged, F:;I:nnid, KEnocked Qut
- Qr =, BEE.).

lanht Modeals Minlatures has
designed special Markers, which can
be found at the end of this rulebook,

Markers should be placed next to
the affected miniature, in order to
keep track of the Damage or any
other special effect or state during
the game.

Also, we have Included special

Ta rf-t Markers, that can be used to
designate 1-pm:|ﬁ: scenario
Objectives.



GAME COMPONENTS sk, B Sadvib S T
MEASURING

To play Batman Miniature Game you will need a tape measure (in cm) to measure During the game, any distance can be measured by any player at any time.
the di:tan:e between miniatures and scenery, as well as for any character’s ROUNDING DOWN
movement.

Manrl sl&luattlﬁ:.-. of tlltle amlg I:II:“ require yam divide Hmmhﬂ, F‘Lt?sher: Eﬁ: ——
sinder, result shou always roun down. For example: 5 ne

Any megsurement between two different miniatures, or between g minigture and an

abgraﬂeuru in piece, must be taken between their closest volume spots, =, by two, as the result would be 2.5, you will need to round it down to 2.

- . - - THE MINITATURES

‘hl most impartant pieces of the game are the miniatures or ‘characters, as we will
5o refer to them in this rulebook, H‘nlnqal:t Models Miniatures offers a faithful
man

——

e | % .. = representdtion of the characters from “s world. All the miniatures are
] = X 3 3 e I supplied with their corresponding base and Character Card, which includes all the
- — P@ sl - ! | information required for using them in the game.
. . 1T, hao 4t |os MINIATURE SIZE
- A p—— Ty R Almost all Batman Miniature Game characters are human, and share a similar height
—— 3 ! i i

(30 to 40mm alfigrm.}. Size difference between them is insignificant as for matters of
game scale, which is the reason why we consider all of them to be of a standard size,
unless it is specifically noted on a racter Card that this is not the case.

VOLUME
The miniature's volume is determined by the base the miniature is set on. Thus, the
k miniatures occupies a cylindrical ez this space is the miniatures diameter base x
b - its height. Equipment or extended limbs, as well as any other miniature component
. have to be ignored when calculating this space,

The distance moved by a ﬁfm‘mu:e-:.tandmg on the gmundrﬂmr‘ﬂw& fromn it own base
edge, and finishes in its new position. When a miniature reaches its new position, its

-

AL\
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farther base edge cannat be further ahead than the maximum allowed mavement
distance from its starting pelnt,

Note: For in-game purposes, you will always have to cangider that the miniature’s
valume Is a part of the minlature,

If the character's miniature portrays him/her on its knees, bending, standing over
& decorstive element, ete. consider the volume a5 if the character was standing
upright owver its own base.

Piiuse remember that I'I'lll'ltj;'ie.'lf these considerations require a good dose of

mwlmﬂm. The scope of the game is to have fun, so there is no point at a;gurng,

ynd disputes over & miniature’s volume should be reasonably discussed an

solved, Ultimately, if no agreement can be reached on this point, we suggest to
roll a D6; on a result of 4+ the player that contrals the miniature will be r?ght. and

9 if the result is less, the opposing player will be right. 10
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PLAYING SEQUENCE
£ KAISE A FLAN

;q'ﬁri. it is time to decide what your characters will do durin ur turn this round.

ead player will choose the player who starts to Raise a Plan.

The chosen player must distribute a number of Actions Counters for each of the
characters he has on his band, equal to each character’s Willpower, between the
basic skills shown on their Character Cards. Once the first player has decided
wrl:;d his characters will do, the next player must do the same with his characters,
and 5o an.,

= BASIC SKILLS
The Character Card has four blank spaces for each of the character skills
[(Movement, Attack, Defense & Special) that require counters to be used. The
layer must divide up each character’s nters (Willpower value) between
hese skills. Place the Counters on the empty space on the Character Card next
to each skill. This will help the players to use the basic skills and also the special
rules during the different game stages.
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Remember: for every 2 Damage Markers [of any kind) the character has
accumulated, at the beginning of the Raise the Plan stage, the character will lose
1 Action Counter!

= DISTRIBUTING THE ACTION COUNTERS

Please, follow the restrictions explained below before distributing the Action
Counters into any of your characters. Remember that it is not compulsory to use
every Counter that a character has available, so you can leave empty spaces if
you prefer so.

19



PLAYING SEQUENCE
MOVEMENT SKTLL

The player can place as many Actlon Counters into the appropriate slot as the
characters Movement value,

These Counters will improve the character's movement. We will call them from now
on, Movement Counters or MC.

ATTACK SKILL
The player can place into this slot as many Action Counters as his character's
Attack value.

These Counters will allow the character to perform missile and close comiat
attacks (see Attack). We call these Counters, Attack Counters or AC.

DPEFENSE SKILL

The player may place as many Action Counters into this slot as the character's
Defense value.

This Iz a Passive skill and can be used also when the character 15 “not activated®
Each Counter can be used to block an attack from an opponent during close
combat. We will call these Countars Defense Countaers, or DiC.

SPECITAL SKTLL CvaciE 30

Players can use up to three Counters for this skill,

Each of these Counters may be used to activate some of the character's special
abilities, or to recover from Damage at the end of the round. These Counters will

pecial Counters or 5C.

—
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This way, the player with fewer characters in his band may chose to Pass (chose
naot to activate a character during his turn) and give the activation turn to the
other player as many times as the pass chance result. This may mean a player can
activate two characters consecutively. A player cannot pass more than twice
consecutively.

Fassing is tactically useful, as it allows the passing player to respond better to his
¢p:=|?du?tnt's maves, and alse balances the game out for bands composed by fewer
miadels,

SKILE ROLE:
In arder to successfully perform some actions, characters must pass a skill roll.
Compare the roll against the value of the character’s basic skills,

MAGTLITY ROLL:
To succeed, you must roll one dice, and score a result equal to or less than the
character's Movement value,

RESISTANCE ROLL:
You must roll two dice and the sum up both results. If score a result equal to or
less than the character's Endurance value, the roll will be successful.

WILLPOWER ROLL:

You must roll two dice and sum up both results. To succeed you have to score a
result equal to or less than the character's Willpowaer value.

o CASUALTY RECOUNT CEND OF A ROUNDD

At the end of the round, when all characters have been activated, any K.Q. or
stunned characters will have the chance to recover from Damage and remove
Injury Markers or wake up from a K.Q. To achleve this, make a recovery roll (check
Recovery).

Once the recovery rolls are dﬂl‘l-!,dpli rs have to apply the effects of all the rules
that must be executed at The end of the round. After this, remove all unused
Action Counters from the Character Cards and check the victory conditions for
the scenario being played. IT any player meets this conditions, he will have won and
the game will be over,

15




BASIC RULES
LINE OF SIGHT

In the Batman Miniature Game it i5 always
by night ... That s why character’s visibility
is reduced, Mo characters are able to see
more than 30cm away from thelr volume in
any direction.

Of course, there are traits and equipment
that will let a character see farther, or
sometimes the contrary.

To See anolher character yau must be ablie
to trace a straight, unobstructed line
between any point of the valume of both
characters, The easiest way is to draw an
imaginary lime between the characters
using a tape measure or a laser pointer.

To See anather character at least a quarter
(1/4) of the target miniature’s volume must
e wisible ol ||‘|f_l|.|{‘||r'|.|;| PN Arms, OF Any
other equipment ¢lements that may stand
out from the base,

Iin Batman Minlature Game all characters
have a 3607 vision angle unless otherwise
specified,

LINSEEN

If the target is farther than 30cm away
from a character, it won't be seen so
you cannot attack that object or
objective.

W
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LIGHTS

Ir thee aarmae -_.1r|:_'-|_"~l:|i-:_;|hlf-_._ flasklighits ard spathights may be faund, which
will light up the playing ground. We will specify the area each object
illuminates.

Im amy case, if a characher is under the effect of any Light, it will becomae

! totally visible by any other chardctors which carn draw a direct line af

?ighl: to the illuminated character, regardless of the distance they are
rom it.

MOVEMENT

All Batman Mintatures Game characters hanve (he samae Basec
mavement distance (BMD) of 10cm. This distance may be subject to
some changes by several special rules. When a character is activated,
and its contralling player decides to move it it may move through the
playing area as many ¢m as its BMD without spending any Action
Countérs. .I'H-:jl:lﬂll,:l::.,:lly. il the eharacter has ME to 1_.|:|1_'J1|:_! imaning hat
thie controlling player added Action Counters to its mave basic ability)
they can beé used to move furthér, Rall a die for each MC you spénd this
way, and then sum the results: this number (in cm) should be added to
the character's BMD for the duration of this round. All character's
available MC must be uted at the wame time. & character that does mot
s the MC during mavement, won't be able Lo use them to move at
any other moment after the activation, but may use them to pay other
costs,

Characters cannol move through any space or volume already occupied
by other characters. This means that if & character wants 1o movie
through anather character he will have to go around him

Characters do not have to mowve their full BMD, but may never excedd it
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BASIC RULES sl =
- T RUN
Characters may double their BMD spending 1 MC

During this special movement, the character
obitacle or difficult ground, climb or jump

If a character runs, he must 50 following a straight line in aim wish

must mowe at least T0cm.

A\ L. STawne
\ - - HEN When a character is knocked down, it may stand up during its activat 1

Onece the character is standing again, it can move as normal.

JUMP CAFPACITY (JP2

Sometimes, movement may require to jump over obstacles or gaps be
these cases, check the jump capacity or JD of the maRing character, to
far the character may jump. A characters default JD IS always g

| iy, 2 TMFPATRED MOV EMENT
. Jle’r =4 j Duu the game, there will be occasions when I
ult ground or by a special rule which imp
nmrt.'mml effect which impairs it, its BMD will be
moves will count as 2 for its BMD.

MOV ING AROUND ARKHAM CITY 4§

Terrain elements on the gaming area ane very important for the characters
and sight, and play a role inthe game. The Batman Miniatures Game ¢g
place in the city. 30 the movement rules are designed for an urban g
terrain elements are considered obstacles, which will be divided i
nltqmn, Small Obstacles, Difficult Obstac 1 vnﬂu'l Of

T
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MOVE THROUGH A SMALL OBSTACLE

Small Obstacles won't exceed half of the miniatures height (around 2oem for a
reqular or human character). Small Obstacles can be garden hedges, boxes,
buckets, chairs or any domestic furniture in general, Pasﬂnﬁ through, of jumping
aver them won't carry any penalty as they don’t exceed half of the miniature’s
size. If the obstacle is higher than that, it will be considered a difficult obstacle.

CIFFICULT OBSTACLE

These obstacles are those higher than half of the miniature size but not taller than
the miniature itself (around £ to 4 or 5cm for a *human® character). These
aobstacles can be high garden hedges, fences, cars, containers, big trash bins and
wrban furnituee in 4;]|}n-|}r.,'|l.

o = L A w
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DIFFICULT GROUND
Areas such as piled debris,
dense vegetalion, SewWers or
water are considered Difficult
Ground, Difficult ground will
IMEAIr & CHArAChErs mavement,
50 any character attempting to
maove through it will have its
BMD halved.

MOV ING THR A A
LIFFT {ﬂ;i’.ﬁi'" Dgﬁ ACLE

e

If a character needs 10 move
thr h difficult ground or
pass through a ditficult
abstacle they will need to
spend 1 ML, or it weon 't be able
to do it.

Before the mission starts,
players shauld decide which
terrain elements are considend
Drifficult Ground and difficult
obstacles.

CLIMB AVERTICAL
OBSTACLE

A Vertical Obstacle is clearly
taller than the miniature, such
as a wall or any other element
which can be climbed, such as
a prison lence, Please sot all

vertical obstacles before the
game starls.

Tor climb v must medsure movement as usual, While the character is climbing he is
considired to be moving through difficult ground. Also the character must expend

1 MEC ar it wiont be able to procesd. If 5 charactertnes to climb s vertical obstacle, it
rrust fimish its movernent inan area whene the minlatuee can be placed, such as a roof
of the top of a wall that is thick engugh, If the characterends its movement in a place
where it cannot stand, it will spring into the air and suffer the'consequences,

b



BASIC RULES

JUMFP THROUGH A4 GAFP

A character can jump through a gap or emply space that doesn’t
;pﬂﬂ!lrlt to proceed. If the gap exceeds its JD, but the charact
18 Al

ceed its JD, but miust
till decides to jump,

SPRING INTO THE AIR

Characters may spring into the air when they find 3 very uneven piece of terrain. If the
character springs into the air, they will have to spend 1 MC, so this movement counts as
jumping, Otherwise, it will count as falling.

If the height the character is brying to jump from is less than its JO, it will succeed
automatically. You may place the character standing at the end of the gap and keep
mowing if there is BMD left.

If the jump distance is higher than the character’s JD then the character will suffer
Damage. Damage depends on the difference between the jump haight and the
character’s JD, Additionally, unless it successfully passes an agility roll, the character will
become knocked down,

-If the difference is up to Scm compared to its JD, the character suffers a Damage
Marker (Daze)

=If the difference is between Scm and 10cm compared to its JD, the character suffers a
Damage Marker (Injured)

-If the difference is between 11cm and 15cm from the JD, the character will suffer as
mary Damages Markers (Injurad) as half its Endurance value.

«If the jump exceeds 15cm compared to the character's JD, it will immediately count as
a Cagualty, Remove the miniature from the game,

33
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FALLTNG

On some occasions, characters may be forced to spring into the air or be pushed by an
opposing character affer being altmll this happens near the an elevation,
such as a terrace roof or balcony, a character cannot be placed on that terrain
element anymore, then it needs to jump from it the corresponding distance.

id, it will suffer the same effects as if it were springing
Zero "0cm’.

If the character jumps into t
inte the air, but its JC will cou

aracters lo Manipulate objects. This

the players, Different Manipulate actions may
ing up from the Aoor, etc.. . Please determing
anipulate actions can be performed by characters and
nipulation succeeds or fails.

SO in spectal rules r
Hu:;"m“ ; beestaly
nclude opening a door, pick

before the game starts, which
the effects or results after the

ject if they are in base contact with it
iven by the object he just

; 4
ol g 3 4 i
s — i
e L I
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ATTACK

There are Do maln types of attacks a character may perform: a distance attack or a close
comibat attack (with or without weapon) A character may only attack using one of these
types during each activation.

The attack should be performed before or after movement (as the player decides during
the Execute the Plan stage), if all the requirements and necessary Counter costs are
met. The player will distribute the hits or impacts (Impact dice) amongst his enemies.
Afterwards You must per form the Imput rall.

CLOSE COMBAT

To successfully perform a close combat attack and hit the enemy, both minjatures must
be in base to base contact on any part of thebr vaolumes.

Note: There are weapans and special melee altacks which allow o character lo perform a clase
combat attack without belng in base fo base contact with its fargel.




Each AC used in a close combat will be transformed into a Strike or Impact roll against

the c-Eeruenl. If there is more than one enemy in close combat, the player can freely
distribute the Strikes between all the enemies it is in contact with. This must be decided

before rolling any dice. Then roll the attack separately for each enermy,

A character may pl’.'rfl:-rl'l'i an attack only once l!'r_ﬂl:tl"r'ﬂll'l:tn, so, if it spends more l|_'|11n
one AC to attack the same enemy character, all dice should be rolled at the same timse.,

If the attacker carries one or more close combat weapons (as noted on the Character
Card), the player must state which of these weapons will be used before rolling any dice.
The character then will use the same weapon for the duration of that round,

Close Combat Weapons.
Some characters are unarmed. However, most of them carry some kind of weapon,
Weapons provide the character with a higher Impact probability and/or the possibilit
to inflict more Damage on its target, Howevier, whatever loadout a character carries, al
share the fallowing special characberistics,
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PAMAGE
Each attack inflicts a number of Damage Markers per Im -The character is behind an object (wall, fence, etc.) that is not thicker than 2¢m, and
e R it's not higher than the ighting characters.

A character may choose to attack Unarmed or be forced to
page 48 for more information on Damage ).

i

-Mumerical Inferiority
If during close combat a character finds
himselfl fighting with at least 2 enemy
characters which are not in contact with any
other miniature, the outnumbered
characters Defense value will suffer a
E;nalty of -1. For Example: a Gotham
liceman is in base to base contact with two
Joker's Clowns, and the Clowns themseles
are not in contact with any other of the
Foliceman's allies, the Gotham Policeman
would hawve his Defense reduced by -1.

-Both the character’s sides are covered by
elements which could stop him from being
altacked on his Tanks or by a sweeping
aftack, such as standing below o

frame, a narrow corridor or alley, ete.

-Defensive Positions 1
If during close combat, the defending character’s position meets any of the fi g
cases, its Defense value will be increased by +1 against Impact rolls:

=The defending character is on higher ground than his attacker, but they are !II: in contack.

39
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CLOSE COMBAT GRAB

Instead of striking its enemies, a character can attempt to grab them. Choose how many
AC you want to use plus 1 5C and perform an unarmed Impact roll. If the character
succeeds and inflicts Damage, the immobilize effect will be added to the Damage on the
target (check effects).

If a character gets immobilized/grabbed by several enemies at the same time, it will suffer
E';Lp-ena!lty to its Defense value for each additional enemy grabbing it, to a minimum of
nse 1.

To get released and thus remove the effect, the grabbed characber must spend at least
1 AC during its activation and roll a die for each spent this way, and compare the result
o its own trmjth. If it succeeds (the roll is equal to or higher than its Strength) it will
g:t released, and then activate normally during the rest of the round. The charscter may
also released automatically if his cad;tm of captors move away or attack ancther
character. If the character is being held by several enemy characters, he must spend at
least 1 AC for each enermy holding him, and become released from one enemy for each
success. The player controlling the captive character decides from which character he gets
released for each success.

CLOSE COMBAT FPUSH

Instead of striking an enemy you may try to push them. Choose how many AC you want to
use plus 1 5C angptrlurm an impact roll, as if p-erfnrmin% a regular attack. If the attacker
successfully Damagaes, the displaced effect will be added to the Damage (see effects).

DCEFENSE

If a character is attacked in close combat and successfully hit, and he has DC left on its
character’s Character Card, he may use them to attempt to Block the enemy attacks. The
playver may decide if he wants to spend his DC in an attempt to block after the attacker has
made the Impact Rell, but before the Damage roll. Thus, if the first attack received by a
character wasn't successful, it will still be able to defend himself if it's attacked again
during the rest of the rownd.

BLOCK

To Block an enemy Impact, roll a die for every DC vou want to spend this way., If the result
is equal or higher to the opponent’s ATTACK value, will mean that the character repealed
ane of the Impacts per success (the defending character chooses which Impacts were
blocked). If an Impact is blocked, it will autematically be ignored as if it had missed the
target.

RANGED ATTACK /SHOOTING
If the character carries a ranged or missile weapon, he will be able to perform a Ranged
Attack with it, if he meets the following requirements:

Only one ranged weapon attack is allowed per activation and 2 AC must be spent in order
to do so. This will allow the character to shoot a5 many times (or roll for Impact) as the
weapon's Rate of Fire (ROF).



FKANGE

All ranged weapons have an unlimited reach, but the character has ta be able to sée its
target and to draw a straight line to the objective. However, weapons require a minimum
distance to the target to be used properly. This means that a character cannot attack with
a ranged or missile weapon if the target is closer than Som to him,

EANGEDZ WEAFONS

These weaﬁﬂns can unéy be used to perform a Ranged Attack, otherwise they are
ignored, All ranged and missile weapons possess special characteristics that define thelr
usage and stopping power.

-Rate of Fire (ROF):

This is the number of shots (or dice that can roll for Impact) the weapon can make
anytime it opens fire. These Impact dice can be distributed between several targets, as
long as all the conditions required to take the shot are fulfilled.

If the character moved during his activation before he shot, its weapon's ROF will be
reduced to one, no matter how much the original ROF was. Also, If a character carries
maore than one ranged weapon he must choose one of them to attack with, and it will be
the only weapon he will be able to use for the rest of the round,

-Ammunition

Ammunition represents how many times a character may attack with the ranged or missile
weapon he is carrying during the game. Ammunition is represented on the Character’s
Card by ammunition magazines. Every time a character shoots a weapon, he must spend a
magazine, If all ammunition magazines are spent, the weapon cannol be used any more,
or until the character finds ammunition and rearms,

A character can't canry mare Ammunition than the total magazines it started the game
with (including additional Magazines purchased as additional equipment).

-Darmage.
This characteristic indicates the type of Damagae, as well as the number of Damage
Markers, that the weapons inflict on the targets.
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BASIC RKULES

BLINKT

If the character wants ta shoot at a partially visible target, as it could be a character
hidden behind a car, a corner, etc... or even if a few obstacles are in the way, the target
ch:lr?ﬁlﬂhﬂlrbe able to make a Blink! roll for each of the ohstacles in between him
ar L &,

The Blink! roll should be made after a successful Impact roll, If a miniature is in base
contact with an obstacle or another (friendly) miniature, they can shoot over it (as lang
a3 its size of it allows the character to), and it will not count as a Blink! abstacle.

Blink! roll,

If the target has been successiully Impacted, it mar roll the one die per irmncl for the
first obstacle which is in the shooting trajec rjIEIE result ks below the Blink! roll
dithiculty, the target must keep on making Blink! rolls (remember, -:m1-_u|rnne die
impact) for each obstacle in the tra]:ecmrﬂr until the I.arigpe-t is hit, or until the Blink! rall
is successful (the result is al to or higher than required). If the Blink! roll is
successful, the bullet will hit the cbstacle, or ricoch ainst it, and the shot will be a
miss l:meaniua that cne impact will be removed from the target before damaging per

successful Blink! Roell). If all the Blink! rolls failed, the target will suffer an lm as
norrmsal,
b
|
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If the ebstacle in the trajectory of the shot is a damageable terrain element or character
(friend of foe), it will suffer from the Cross Fire effect. (5e0e Cross Fire).

Blink! Diffsculty:
Mot all the obstacles have the same gqualities to absorb or ricochet an Impact. The Blink!
Difficulty level is set by the kind of obstacle:

-4+ for walls or abjects considered "solid” or very resistant (steel plates, concrete blocks,
armored cars, etc.) or another miniature (friend or foe).

-5+ for wood fences, trees, cars, streetlights or any other urban furniture.
-6+ for hedges, wire fences, boxes, tables or any other domestic furniture.

-Cross fire

Ifha crﬁaraclr.rrm dmmgea‘gie abj Haas. been I:li ”:iﬁd .11'l:|!|{Hai ﬁtu.ln::enﬁsi-i.l'ud an.::: roll, the
SOOI aYer W |IH'|.|'1!I make a Lram & rall. 5 S5, Characier or
damagc%gfiq at?j:r.-ct will just suffer 1 injured marker immﬂn{ the normal Damage the
W DI INTRICLS,

When activating a character in contact with an obstacle, he can crouch next o it and take
cover spending 1 5C. If he does 0, he will be in cover until he moves or the owning player
states otherwise, If the character in cover has to make a Blink! Roll for the obstacle he is
being covered by, he will benehit from a +1 on that Blink! roll.
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SCRATCH

If an Impact is achieved with any distance weapoen, a Stun Marker will always be inflicted
on the target, even if the Damage roll fails.

If a character is inflicted both l_:‘pes of Damage Markers as a result of the same attack,
lease award first the Injured Markers, and then the Stun Marker/s. Both tﬁﬂti of
mage are sccumulative, If the character suffers more Damage Markers than his own
En:_luunt:; value, apply the cormesponding effect/s. The rest of the Damage Markers will
& ignored.

Example: If a character receives 2 Damages(d b, first award the 4 Injured Markers ()
and then the 2 Stun Markers (), If the character had, for example, an Endurance value of
5 it would get a KO, result and the last Stun Marker will be ignored.

PAMAGE ACCUMULATION EFFECTS

For every 2 Damage Markers of any kind accumulated by the same character, an Actlon
Counter will be immediately removed from the damaged character’s Character Card, The
player controlling the Damaged character may choose which Action Countar is removed.

At the Raise a Plan 5I:a-'ge, if a character has accumulated Damage Markers, he will generate
1 less Action Counter for every 2 markers during this round.

At the end of each round, all characters can attempt to remove a Stun Marker by success-
fully making a recovery roll [$ee recovery).
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Ao KNOCK OUT

As spon as a character accumulates as many Damage Markers as its own Endurance
wvalue, they will immediately become K.O.

When a character becomes K.O., he loses all of its remaining Action Counters, Also, the
miniature gets laid on the ground, and remains like that until recovery (he will need to
spend AC to stand up). Otherwise, the character will remain KO, until the end of the
Ganme,

A KO character cannot generate Counters at the Raise a Plan stage, or be activated,
But will haveé a chande 1o recover at the end of each round, Place a K.O. marker next 1o
the miniature to make its status <lear to all players, and distinguish it from the knocked
down characters.

A K.O. Character is not taken into consideration for Blink! Rolls, since it is laying still on
the ground,

A K.O. Character cannot control objectives.

Whisn a character becomes KO, any surplus Injury Marker must be exchanged for
previously Stun Markers, which may cause the character to become a Casualty.

For Example: A character with Endurance 4 that has suffered Damage (& &), suffers
amother attack Darmage (ddd). So the character is K.Ou 42 Damaged ddrd). The surplus X
Damage must replace the previous O Damage, The result is XXXX 50 the character
bcomes & Casualty,
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CASLALTY

If a character accumulates Injury Markers equal to its Endurance value, the character will
be considered a casualty and must be removed from the game.

COLLATERAL CAMAGE

Whenever making a Damage roll, the player should also roll the Collateral Damage Dice.
This die should be in different color or size to make it easier to point it out, and it should
be rolled together with the rest of the Damage dice. However, its result will have a diffe-
rEnt meaning,

The Collateral Damage Dice will determine if the Damaged character s knocked down,
as well as any critical and/or special Damage inflicted by the attacker.

KNOCK DOWN

If the result of the Collateral Damage Dice is equal to any of the Damage dice results
{even to those that failed), the target gets knocked down. The only exception is a double 1
result, which will still be a fallure and won't knock down the target.

CRITICAL PAMAGE

If the attacker rolls at least one succoess to Damage, and the Collateral Damage Dice

giu It is &, the target will be inflicted an extra Damage Marker [Stun Marker) to the total
amage.

SPECTAL CRITICAL CCRT)
Several weapons and/or special attacks may produce different effects. This weapons
andior attacks possess a special critical effect indicated as CRT in their description.

CRT effects always replace the extra Stun Damage when critical damage is inflicted.
RECOVER.

At the end of each round, during the Casualty Recount phase, all characters with acoumu-
lated Stun Markers, or K.O., may attempt to remove a 5tun Marker or get up from KO,
by making a recovery roll. Injury Markers cannot be recoverad,

-Recover fraom Stun Damage.

To recowver from Stun Damage, roll 1 dice per character that has at least 1 Stun Marker ac-
cumulated. A result of 4+ will allow the character to remove a Stun Marker. If the charac-
ter still has unspent 5C at the end of the round, he may use them now and roll one mone
die per available 5C, and try to remove more Stun Markers. Each success will remove 1
Stun Marker.

-Recowver from K.Q.

To recover from K.Q, the character must first make an Endurance roll. if it K.0. passes the
roll, it will recover from K.O. but remain lying down until it is able to stand up. Remove
Eng Stun Marker from the character. If the roll is unsuccessful, the character will remain
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SET UP

(NCE YOU HAVE EVERYTHING YOU
NEED TO PLAY IT IS TIME TO SET UP
A Barman MiniaTures GaME.
FIHST. PLACE ALL THE AVAILABLE
TERRAIN ELEMENTS AND GET A Banp
READY ACCORDING TO THE
ESTABLISHED REPUTATION. THEN
PICK A SCENARID, AND YOU ARE
READY TO START PLAYING!

PLACE TERRAIN ELEMENTS

THE PLAYERS MUST AGREE ON HOW T0 PLACE
ALL TERRAIN ELEMENTS AT THEIR DISPOSAL.
THEY ALSO MUST ESTABLISH WHICH ELEMENTS
ARE OBJECTS OR DIFFICULT TERRAIN, WHICH
ARE SMALL, ETC.. FINALLY, THEY HAVE TO
DECIDE WHICH OBJECTS CAN BE MANIPULATED
AND THE RESULT/'S OF IT, IF IT IS NOT
COVERED BY SCENARID RULES.
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SET REFUTATION LIMIT

First of all, players must agree on how much Reputation each player can spend to
configure his Band. Usua }I bhoth players’ bands will have the same Reputation. We
recommend a maximum of 150 points (pts) for short games and 450pts for 2 hour games.
300pts is the recommended Reputation limit for scenarios presented in this book.

Now you can start choosing your band’ characters. Remember that the sum of all the
characters’ Reputation can never exceed the established Reputation limit.

BAaANE LEADRER

Each player must choose a “Band Leader” between the characters ranked as "Leader” or

“Sidekick” The rest of the characters in the Bamd must have the same affiliation as the

-BBI r::l Leader”. If a character has an "Unknown"® affiliation, they may be included in any
and.

RANK

All characters have one of the fullnwin; ranks: Leader, Sidekick, Henchman or Free
.I.;lrlt This rank determines your Band's configuration as follows:

= You can only include 1 Leader. This must be the "Band Leader”

= You may only include 1 Sidekiek, unless vou choose a Sidekick as “Band Leader®, In that
case you may include a second Sidekick.

= You may nniy include 1 Free A?tni for every 150 reputation points of the Band

= You may include any number of Henchman without repeating character (with diferent
CWN Mame).

«A Henchman with no own name is considered "Minion®, you will be able to aligne more
than once in the same band, this will be indicated with a ™ next to Henchman rank.
You cannot include twice the same character, unless they are a Henchman Minlon.

£ FUNCING

Many of the characters have a cost in % indicated on their Character Card, representing
the quality and quantity of the equipment they carry. A Band may spend up to $500 per
every 150pts of Reputation. Players may spend this maney on characters, or equipment
for the Henchmen.




CONFIGURING YOUR BAND

<= 2

0-2 Magazine ($200) | 0-2 Magazine (5200)

|
0-2 ﬂtll‘llt Mutation .
150) i % |
0-1 Sin“ Mutation :
100} 0-2 Magazine ($200)
0-2 Extra anm ($200) ! |
sﬁ |

| 0-2 Th oo} | 0-2 Brass Knuckles (5200)
i e $399) I 02 Splkn Mutation
0-2 Flashlight ($100) | 0-2 Clown Palnting l 200)
I 0-2 Thrower ($200)
@-2 Handcuffs (5200) ! (1503] |
: 0-1 Bribery (5104)
| N l
8 "'l"
4 = A jms )
8 .
| . - - .- |
¥ 1 | ] ? 0-2 Magazine [$200) [
0-2 Magazine ($200) - oL L 0-1 Bribary ($100) -
0-2 Thrower ($300) : 0-2 Bull;tpmnl‘ Vast
" (5100) {
0-2 Laser ($150) { 0-2 Magazine [5200) : T | 0-2 Magazine (5200)
. . -2 Handcuffs | -
[ v
1o 0 Might Vision Enggln
© 0-2 Night :‘?&En Goggles (5200)
' : 0-1 Climbing Shoes
{100
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STRATEGIES CorPTIONALD
You may choose ameng a number of :lrale? ies to achieve your plans of
victory. First choose strategies and then follow the following order:

A / Scenario selection.
B / Urban Furniture.

C / Bands.

D / Objectives.

E / Start playing.

-~ et p e -
o W AT
Choosing Strategies.

Each strateqgy has a value ranging from 1 to 3. Players have 3 i:P-aint:- to spend on strategies.
Strategies should be brought into play at the phase indicated in their description
{value/phase):

+ 3/A Global Plan - you may choose a specific scenario, instead of a random pick. If both
players choose this strategy, then neither can apply its effect.

« 2'C Fast Advance - Increases r3«'1:u|.||r deployment area by 10cm., If vou have two deployment
a;lga!-. increase each by Scm. If both players choose this strategy, then neither can apply its
effect.

= MC Ambush - Deploy your entire Band after the other player has deployed his entire
Band. If both Flayeu choose this strategy, then neither can apply its effect

« 1/C Patrol - You may place one miniature up to 10cm outside your deployment zone's
limits. If this scenario doesn’t include a deployment zone, you gain +1 ta the enter the
game rone rollE

-1/C Reinforcements - You may pick one miniature of your band and roll a die. If the result
is 4+ you may held it off table. At the Ralse the Plan stage of the second round of the
game you may deploy that miniature at any edge of the playing anea, except the edge
corresponding to the enemy deployment zone.

« 1/B Maps - gets 2 extra Lamp posts or 1 Sawer Marker. The player with this strategy
decides were to deploy them, but he cannot place them in the enemy deployment area.

= 1/ A Secret Objective - S5et 1 additional objective of your choloe (maximum 1),

« 1/ A Change of plans - Roll two dice, sum up the results and then move an objective as
many cm in a direction of your cholce. This strategy may be used only once per game, and
it may be used only after placing the objective markers in the game zone.

» 27 Informer - When the enemy player would normally apply the effect of one of his
strategies, this strategy will cancel those effects, rendering the enemy strategy effectively
useless. An Informer may be used to cancel the effect of another Informer.

« 2/E Early Bird - You may choose who takes the lead in the first round without having to
extract any Counter from the container. If both players choose this strategy, then neither
can aﬂly its effect.

« XE Battle Cry - Your Band flees (see Run Away) when your Reputation is reduced by 80%
of more compared to its original Reputation.

« 3/C Perfect Plan - At the beginning of the game add an extra Counter, for your Band, to
determine who takes the lead.
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PHaASE A/ SCENARTO ELECTION
Roll a die to see what scenario you will play.

= GRANCE ENCOUNTER
2 — PLUNDER

3 - BarroL

o SKEIRMISH

5 - SEcURING THE AREA
& — AMBUSH

FPHASE B/ LURBAN FURNITURE

At the beginning of the game, and before any miniatures ane deﬂngﬁ.-d, baoth players
must deploy alternatively, 103 Sewer Markers each. They may be placed anywhere in
the playing area, 20cm of more from any other Sewer Marker and more than Scm
away from the gaming area edges,

Entering and exiting Sewers.

To enter of exit a sewer you must sﬁend 25C and 1 MC (as payment for a Difficult
Movemaent and Manipulate). Furthermore, during the round a character gets out of a
Sawer, his basic BMD is reduced to O; this means that iFI.h?' want 1o mave, they will
hawve to spend MC, A charactér Can enter a Sewer any time wring their activation if
they already are in contact with a Sewer Marker, or if they become in contact with it
during their activation, and pay the comesponding Counter costs. Remove the
mlma?ure from the tq\:.ernh'u_; area and leave him visible at one side as a reminder that
thoey are still insice sewers, Only one character per Band can be in inside the
sewers at the same time and must spend at least one full round inside (the round the
character gets in doesn’t count). During the next round you can pay again the same
Counter costs and return the character to the game by placing the miniature in
contact with any Sewer Marker, Once it has returned, the character may act as
normal, if they still have Action Counters.,

If & player has 1 or mare miniatures in base contact with a Sewer Marker, the opposing
flla:.rer canmat use that Sewear Marker ta get in or out the sewer. To black passage to a
Big® character you must have at least 2 miniatures in contact with the Sewer Marker.

Note: A KO chavacher doesnt count (o block a Sewer,

LAMF FOSTS

At the beginning of the game, and before any miniatures are deployed, both players
miust deploy alternatively 103 Lamp t Markers each, The player that gets to deploy
the more L:mprmt Markers starts deploying them, If both players get to deploy the
same numbaer of Lamppost Markers the player with more miniature in his Band starts,
They can be placed anywhere in the playing area, 20cm. or more from any other
Lamppost Markers and more thanm 5cm from the gaming edges.

Lampposts illuminate the area 10crm away from them in any direction, Players should
consider that light does not pass through solid objects like walls, and should decide
the area illuminated by each lamp post.

Lim?'j:ﬂst Markers can be the target of a Ranged Attack: they have a Defense value
the

of 2. Lamppost Marker is I-U(Wﬁfuﬂi Damaged, remove it from the game.
Remember they can be Damaged alio by the Crosshire rule,
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CONFIGURING YOUR BAND

FPHase C/ BANDS

Both players have to divide their Band into tweo groups consisting of the same number
of miniatures whenever possible. Toss a coin or roll a die to decide who deploys first.
First player to deploy chooses his deployment area and places on it one full group of
miniatures, Then, the nlhﬂdnlafrgiacﬂ one of his groups in the upp:-:-injjg
deployment area. Afterwards, the first playver places his second group, and, finally, the
second player does the same. Some scenarios may vary this order, or have several
areas of deployment; these pecullarities are indicated in each scenario’s description,
The minlatures should be placed entirely within the corresponding area, but the
controlling player may decide to deploy them Crouched.

FHASE Oy OBJECTIVES

There are four types of objectives, represented by Markers. Players may choose 3 out
of them but cannot choose twice the same type. The player that first deployed his
Band places one of his objectives; then, players take turns to deploy an objective until
all the objectives are placed, Objectives should usually (see Loot) be placed in the
deployment area of the enemy, but this may vary depending on the objective type or
the chosen scenario. Objectives must be placed at least Scm away from any edge of
the playing area or any another object {including other objectives),

Objective Markers can never be removed from the playing aréa. Also, they cannot be
placed inside seweérs or be carried inside them. If a character carrying an objéective
wishes to enter the sewers, the abjective must stay outside,

A player cannot deploy Objective Markers within a 10cm distance of his own
deplovment area,

CONTROLLING OBJECTIVES

Im arder to contrad an objective, there must be at least one miniature in base contact
with it, and no other enemy minlatures may be in contact neither with the controlling
character nor the abjective. Consider only for this purpoase the final position of every
miniature at the end of the round, during the casualty phase. Also, ignore any
characters that ane K.O.

Each objective provides, to the player who placed and controls it, 3 number of Victory
Podnts or VP Some objectives, like Loot and Riddles, can provide VP to the enemy.

LOOT Cawaros IWF 1O THE PLAYER WHO CONTROLS ITD

Loot Markers can be deployed at least 20cm away from the enemy deployment zone
[on neutral ground). Loot can be carried by any character; to pick up the Loot, a
character must Manipulate the objective. If a character wishes to move while carrying
Loot, he must spend 1 MC. Characters may as well drop the Loot any time and Loot
may be Stolen like » weapon.

If a character carrying a Loot Marker becomes K.O. or a Casualty, place the Loot

Marker in base contact with the character where they became K0, or in base to base
contact with the minlature pricr to removing It as a casualty.
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AMMO CRATES (3VF 1o ITS OWNER WHEN THEY CONTROL ITJ

Ammao Crate Markers are considered Small Obstacles and Objectives. If a character
15 activated when standing in base (o base contact with an Ammo Crate Marker, it
may Manipulate it and obiain an Amme Magazine (s¢e Ammal.

A ocharacter can Man Ipulat. an Ammo Crate Marker anly once per round.

TITAN CONTAINER C2¥F 1o HIS OWNER WHEN CONTROLS IT2

The Titan Container Markers are considered Small Obstacles and Objectives. If a
character Is activated when standing in base to base contact with a Titan Contaliner, it
may Manlpulate it and obtain a Titan Dose.

A character can Manipulate a Titan Container anly once per rownd

TITAN DOSE (ONE USE ONLY D

If & character has a Titan Dose. they may use i |:I|.|r|||-::; the Raise a Plan phase, I._.|'.|:|'|{] 14
will increase all its Basie Skills values by 1 until the end of the round. A character may
only take one Titan Dose during the game, since a second dose would kill him,

PHASE E/ STarT PLAYING
Begin the game by stage | Take the Lead and follow the corresponding 4 stages.

END GAME

The g finishes at the end of the round indicated in the scenanio rules diese ripiron
or if all the Qpposing Bands Bun .I'uw.i:lr

RUN Away

At the end of a round, if the Reputation of a Band is reduced by 0% or more (count
casualty and K.Q. characters to determing how much Reputatien the Band has lost),
the player controlling that Band must choose a character still standing and
immediately take a Motivation Roll. If he passes it, he may continue playing as normal
for another round, othenwise the Band flees and the game ends immediately, When a
Band flees, the Gpposing player takes as many VP as rounds remain to be played,
unlbess Both sides Hun Away du Findg thd S raund.,

WINNING THE GAME ANE Y ICTORY FOINT RECOUNT

The player with most VP at the end of the game i the winner,

At the end of each round, during the Casualty Phase, players must add any VP
awarded by Objectives and/or Casualties. At the end of the game, sum up all VPs
obtained during each round to determing the winner,

Casualties and first K.Q. WP,
A characier will avward VP 1o Thae Cppasing player wihemewer it 15 remowed 35 a
casualty, or the first time during the game that it becomes K0,

CASUALTY 7~ K.O

LEAPER OR BANDG LEAPER 6VF/4VvF
SIPEKICK WP/2vF

FREE AGENT 4¥F/3VF







SPECIAL TRATS

TRAITS PROVIDE THE CHARACTERS WITH
VARIOUG SPECIAL RULES. THESE ARE AN
EXCEPTION TO THE BAQIC RULES AND
ALWAYQ OVERRIPE THEM. IN ORDEER TO
BENEFIT FROM A TRAIT, THE CHARACTER
MUIT POGESE IT (T WILL BE DISPLAYED
ON THE CHARACTER'Q CARD), ALSD, SOME
OF THE EFFECTE REQIRE YOU TO SPEND
A VARIABLE NUMBER OF ACTION COUNTERS.
IN THESQE CASEQ, THE CHARACTER MUIT
TILL HAVE ENOUGH COUNTERS LEFT TO
QPEND IN THE APPROPRIATE CATEGORIES
IN OKDER TO TRIGOER THE EFFECT. IF
THERE 19 A COGT, IT WILL VVALLY BE
INDICATED NEXT TO THE TRAIT NAME ON
THE CHARACTERQ CARD.

A CHARACTER MAY ONLY BENEFIT FROM A
TRAIT EFFECT DURING TG OWN
ACTIVATION, UNLESS OTHERWISE

QPECIFIED. THE ONLY EXCEPTION 1€ THE

PARQNE EFFECTS, 9INCE THEY ARE
ALWAYS ACTIVE.
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ACROBAT

The basic BMD and the JC of the Character is equal to 1 2cnn Also, the character
does not spend any MC to move through a Difficult Obstacle or tenain, Jump or Get
Up and can move through other miniatures. Characters with Acrobat also obtain the
special rule Dodge.

ADAFTABLE

AL the beginning of the Raise the Plan phase, the Player controlling a Character
with this Tralt must choose between the Attack, Defense or Move abilities. The
character receives +1 to the chosen ability until the end of the round.

AFFINITY r0: (CHARACTERD

A Charaetor with this Tralt can be recruited as a Free Agent by the Band of the
indicated Affinity: character, even if it has the Leader or Sidekick rank and the Band
already inchudes a character with one of those ranks,

AGGRESSIVE SCHIZOFPHRENTA, (MENTAL DISORDERD

At the end of the round, Ehis character rmust be closer 1o any other character (friend
or foe) than it started, until it is in base to base contact with any other miniature. The
character must also attack the closest character (friend or foe) if it can,

AIR SUFFPORT (35C)
Place the Explosive Template [Circular) arywhere on the table. During this Rownd
the ares under the template is considered to be under the effect of Light.

AMFPHIBIOUS.
This character does not spend MC Lo move through Difficult Teorain provided the
Diffecullt Terrain element ks mainly composed of water.

ARREST (IMC » 1SC2
When in base contact with a KO, minlature, the Character with this trait may
rermove the KO miniature from game as Casualty.

BAT=arstor Mt
Redl a dice for each hit you suffer, On a result of 5+ the impact is ignored.

BAT-ARMOR MKZ
Roll a dice for each hit you suffer. On a result of 6+ the impact is ignored.

BAT CAPE (15L0
Spending 15C, the Character cannot be damaged or knocked down as a result from
Jurmp or Fall. Bat Cape can be used as a passive skill.
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SPECIAL TRAITS

BATCLAW (1SCHMEC2
Lising this trait allows the Character to move to a point as far as 30om from him.
Follow this procedure in the established onder to wse the Batcaw:

1. Draw a straight line between the character’s starting position and the final
positicn,

2. This line must be free of obstacles and can't go through any solid temain element.
3. Howewer, it allows the charscter to pass throwgh any gap that he could wsually
pass through,

4, The Miniature must be able to stand at its inal position

5. Wsing the Batclow automatically counts a5 the Characters BMD, However, the
Character may move as normal spending MC before or after using the Batclawr.

&, The Batclaw movernent cannot be used if the character moves through the same
surface.

BIFPOLAR CMENTAL PISORDERD
Roll a die or flip a coin at the beginning of every round. If the resullt is evensheads
this chardctor gets 1 exted Action Countar, if it is oddfails itleses one,

BLOOCTHIRSTY (MENTAL DISORDER)D

During the Ralse a Plan phase, if this character has accumulated at least a Damage
Marker of any kind, he gains 1 Free AC, (This AC will count far the maximum
counters the charactor can avward to the Attack Ability).

BOLDYGUARD (ISC Fassivel
If a character with a Leader or Sidekick rank within a 5cm range of the character is
hit by an attack (of any kind), the Bodyguard Character takes the hit instead.

'*i
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BRELTAL
This Trait allows the character to rerell the Collateral Damage die, but the second
riesult will hawe Lo be taken,

BULLETFROOF VEST
Firgarms Weapons require a 4+, instead 2+, to Damage a Character with thiz
TRAIT.

CANNITEAL

If during the round a Character with this Trait is in base to base contact with a K.0,
character (friend or foe), it must make a Motivation roll immediately before doing
anything else, provided that it still has AC to spend. If it succeeds, it may play the
reund nommally, Butif it fails, the charactor must spend immediately 2 Action
Counters to Devour the K.0. character. If the character doesn't have enough
counters, itmust remain stationary until next round to ry to Devour the

K.Q. character again. A Devoured minkature is taken as a Casualty immediately.

CATCHER GEAR
This character ignores the rules Tough when attacked.
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If a character with Explosive Gel manipulates a lamppost, sewer or urban furniture,
place a Gel marker on it. During any subsequent rounds this character may choose

to destroy the marked itemn and remove it from the game spending 15C,

When spending MC to mowe, the character may repeat the roll. The second result
st b accepbed.

= F A F

A :c}:pam-:.mr wilth a flare may use it as if he was manipulating an cbject. If he does 50,
all the playing area will be under the effect of Light until the end of round.
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SPECIAL TRAITS ANt~ A e

FOLLOW MET (1582,
All the Henchmen within 10crm of this charactor obtain TME for free, This TRAIT
may be used only onoe per round.

FOCTEBALL GEAR
This character ignores the rules Sharp and Tough when attacked,

GOOL ATM (1SC)
This character ignones the Alm rule with ranged weapons,

GUNMAN (ISC2
Can attack twice during the same round with ranged weapons. Each Attack must be
paid for as usual. Each Attack consumes ammunition magazines as uswal,

HANCY MAN
This character does not have to spend MC (o Manipulate.

HARCENED
Each round, the first Damage marker (§53) inflicted on this character becomes &
Damage marker [ 0 L

HATES: Bano/s
This character may not be aligned with the specified Band /s,

HENCHMAN Crankl
You may include any number of Henchmen and Henchmen-Minion in your Bamd, All
Henchmen can benefit from the special
j rule Let’s Gol, Some Henchman can be aligned mane than once in the same band,
# Thiis will be indicated with a ** next to the Henchman rank.

HIDPPEN

' This character may be deployed amawhene in the playing area, but always more than
- 10cm away from any objective,

HOCKEY GEAR
- This character ignores the rule Sharp when attacked.

THMORTAL
Removing this character as a Casualty grants VP to the epponent as if he was K.O.
instiad.

INFORMER

As long as this character is on the gaming area, and provided its not K.Q., you can
Pass one additional time during the Execute the Plan phase.

INSENSITIVE
This character does not reduce the number of Action Counters he generates if he
accurnulates Damage markers.
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All Henchmen of this character’s band within 10cm from him obtain 1 Action
Counter. INSPIRE Can be used only once per round.

When this character makes an enemy character become K.O., flip & coin: if the result
i5 “heads” remove it as Casualty,

Before the start of the game, remave 1 of the opponent’s die or counter from the
bag or container vou use 1o Take the Lead. This can make the game end before the
established minimum number of rounds, All the Henchmen of this Character's
Band obxtain the Trickster Special Rule.

Reduce 1 Damage Marker whenever this character receives damage, 1o a minimurm
of 1.

All Henchmen of this character’s band within 10cm from him get 1 AC. KILL THEM!
can be used only once per round,

If this character is not in contact with an enermy minlatwe, it can lluminate (see
Light) an area of 10cm diameter around him like a Lamppost until the end of the
round,

These characters are usually twice the size of a standard human, so they come mounted
on a bigger base and have some special rules.

A Big Character's BMD is 12cm, If it Falls and Springs into the Alr they only receive
Damage por every 10cm differance from its JC, instead of every Som. [t cannot be
Pushed or Grabbed, and cannot be Knocked Down except by attacks and weapons
that also have the special rule Big. Big Characters suffer a -1 penalty on all their
Blink! Rolls. Big Characters also obtain the special rules Tough and Charge.

A character with a Laser may manipulate it. If it does 50, he may point a characier
within his line of sight and towhich it may trace a strabght line. The target will be
considered under the effect of Light until the end of the round.

If the stralght line Becomes interrupted by any means, the target won't be under the
effect on Light anymeore.

You can anly include 1 Leader in a band and that character must ahways be the
Band Leader. its Band's Henchmen within 10cm can use the rule Let’s go! without
spending SC. Leaders can use Inspire and reroll a Willpower roll, but you must
always accept the second result,
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LET S GOF (ISC FassivEd

Whien a henchman from the same band ends its activation, roll a dice. On a 4+ result,
you may activate another henchman from the Band, who has not yet been activated
and has the LET™S GO! rule. That Henchman immediately activates without giving
the opposing player the chance to activate one of his minkatures in between. Any
subsequent uses of the Let’s Gol rule get a cumulative penalty of +1 to the difficulty.
A result of & 5 always 3 success.

LORPD OF BUSINESS

A Band led by this Character has $500 more to spend when arranging the band,
and may take an additional Objective: Loot.

LORD OF THE SEWERS
Killer Croc does not count towards the limit of miniatures that can be in the Sewers

at the same time, Killer Croc may start the game inside the Sewers but he must
remain there for at least one turn. His Band generates 1 extra Sewer Marker.

LUCK C1SC
Spending 15C allows this character to re-roll any dice that affects the character
directly. He may also force the opponent to reroll Impact rolls against hirm,

MARTIAL ARTIST
This character ignores the Numerical Inferiority rule.

MASTERFIGHTER
This character gets a +1 bonus to Impact rolls when attacking Unarmed.

MASTER MARKSMAN
This character can reroll Impact rolls when shooting. The second result must be
taken.

MASTERMING
Before the start of the game add 1 die or counter of your band to the bag or
container you use to Take the Lead.

MO8
All Henchmen in the Band of this character obtain a +1 bonus when rolling for th
Let’s Gol rule. T

MOBSTER
When attacking an outnumbered character in close combs
free extra attack against the outnumbered charachens S
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NIGHT ¥ ISION

This character may See at any distance.

OBSESSIVE (MENTAL PISORDER).

When this character attacks an enemy character, it must continue attacking him
{cannot change target) until the enemy character becomes K0, or a casualty, This
character also obtains a +1 bonus to Strength against that enemy character.

ONE-ARMED
This Character suffers from a -1 penalty to Block rolls,

ONE SHOT GLUN C2AC + 25C).

Once per gamee, instead of attacking, this character may choose an enemy charscher
within its line of sight within 20cm. The target automatically receives one hit with
Strength 2+, Damage (4 4 4) and CRT: Casualty.

ORPER CI1SC2

This character may use ORDER on a friendly character in its vision line. The chosen
character can immediately redistribute up to 2 Action Counters on its Character's
Card. ORDER can be used only once per turm.

PARANOIL CMENTAL PISORCERD

Dwring the Ralse a Plan stage, this Character obiaing 1 free DC, provided that he
has accurnulated at least 1 rarker. This DC counts towands the maximurm
that the character can award to the Defense skill.

PERSUASIVE (ISC + 1400

If this character can See an enemy, at the end of this character’s activation, he may
force the target to be activated, but only if the target hasn't been activated yet this
rond.

PICKFPOCKET
This charscter may Manipulate while in base 1o base contact with 3 K.0. and thus
obtain the rule Steal.

POTSON MASTER
To remove Polson markers inflicted by this character, the poisoned character must
roll 3 dice instead of 2 and igrone the lowest result.

POWER ARMOR

This character ignores the first 3 Damage Markers inflicted on him. Once 3 Damage
Markers have been ignored, the armor can't be used again until repaired. During
the Casualty Recount Phase, Instead of making a Recovery Roll, this character

may spend 25C to repalr the armor , making it operational again. This armor Is
vulnerable to Fire, 5o each Fire marker received causes Damage (& d).
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Yo 'R & PRI AN B Before the game starts, subtract 1 Strategy point from your opponent.

SHOCOTER
This character ignores 1 obstacle that would force a Blink! roll with each shot he makes.
Choose the obstacle to be ignoned before making any Blink! rolls,

SIPEKICK (Rank)

You can only include 1 Sidekick, unless you choose a Sidekick as yvour Band Leader. In
that case, you may include a second Sideklck. Henchmen of the Band, who are within
20cm of this character may reroll the roll for Let's gol.

SMALL
This characters BMD is 8om. He also benefits from a +1 bonus on Blink! Rells.

STEALTH
Enemies can only See this character if be is within 20cm. However, he can be Seen by
ather rules like: Light. Total Vision or Superior Smaell...

STOFY FHALTICISC PassIvED
A character using this TRAIT mamtermpt the activation of an enemy character that he
can See, and prevent the use of MC.

STRATEGIST / GRAND STRATEGIST
A character with Strategist receives 1 additicnal SHiTnﬂﬁin! and GrandStrategist
o

receives 2 additional Strategy points at the beginning game.

STREET GLY
This character may Crouch without spending 5L,

STUFIC
This character cannot Manipulate under any circumstance,

STURDY

This character generates 1 less Action Counter for every 3 Damage Markers
accumulated, imstead of 2.

SUPERIOR SMELL C1SC)

This character doesn't need an uninterrupbed straight line 1o See his target. Anything
within 40cm can be Seen by this character, even if the target is not under the effect of
light. The character ks aleo immune to Blind affect.

SUSTAINED DEFENSE
This charscter may roll 3 Block dice for every 2DC spent.

TAKE COVERF (1SC)
Henchmen in this character’s Band within 10cm of him, obtain 1 free D€, Can be used
only once per turn.

TENSITON
This character obtains a +1 bonus ta his Attack and Defense values when he has been
inflicted at least one Damage Marker.
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This character can Run spending only 15C.

TITaN APeIcr

This character use a Titan Dose more than once per game, but not more than
once per round., I at the beginning of the round, this character can 5ee a Titan
Container marker, he must move all its available movement straight towards the
marker. The character may resist its urge by spending 1 Action Countar of its choice,

TITAN POSE (ONE USE ONEYD

If a character has a Titan Dose he may use it during the Raise the Plan phase. If it

does 5o, the charscter obtaing +1 1o all the values of its Bagic Skills during this

Eunﬁ. A character may anly use one dose per game, as a second one would kill
im.

TOTAL VISTON

This character benefits from the Night Vision trait. Additionally, his line of sight can
cross any obstacles or terrain element, althaugh it may not shoot through these
elements, unkess the weapon has Remote Control.

TOWGHSKIN
Damage rolls against this character always suffer -1 penalty.

TRICKSTER

Ak the beginning of this character’s activation, it may reposition all his Action
Counters on his Character’s Card.

TRUE LOVE: R

If the True Love: character and this character ane in the same Band and the True
Lowe: Character is removed as a casualty, this character obtains +1 Willpower and
+1 Attack until the end of the game.

#Hﬁ i E’Eht o 20¢ frasm the deploymen but
§ character may © 20cm away from L area,
mu:s: still deploy more than ﬂcmu?rmn an abjective,

LUNPREDICTABLE
This character’s 5C can be spent in any other skill or special rule, a5 a wildcard, These
Counters do nok count for the Maximum of the Ability limét,

VETERAN
Al the beginning of his activation, this character can relocate 2 of his Action
Counters.

WEAK
This character generates 1 less Action counter for each Damage marker it has
accumulated rather than every 2 Damage markers.

WEAFON MASTER
This character benefits from a +1 bonus 1o Impact rolls when it is not Unarmed,
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SPECAL ATTACKS

?‘ﬁE SPECTAL ATTACKS WILL BE SHOWN ON THE CHARACTER
CARD, MARKED IN RED.

|~ SPECIAL ATTACKS ARE CONSIDERED JUST A5 TRAITS
" UNDPER ALL CTRCUMSTANCES.

LURING THETR ACTIVATION, CHARACTERS MAY ATTEMPT TO
MAKE A SINGLE SPECTAL ATTACK AGAINST 4 SINGLE
ENEMY CEVEN IF THEY ARE IN BASE TO BASE CONTACT WITH
MORE THAN ONEJ.THIS SPECTAL ATTACK MUST BE DECLARED
BEFORE ROLLING ANY DPICE, BUT CAN BE MADE BEFORE OR
AFTER ANY OTHER NORMAL AITACKS. SPECTAL AITACKS
WS ALLY MODIFY THE EFFECTS OF NORMAL ATTACKS, SO IF
A CHARACTER PERFORMS A SPECTAL ATTACK AGAINST
ANOCTHER CHARACTER, HE MAY NOT STRIKE HIM AGAIN,
LINLESS OTHERWISE SPECIFIED.

TO PERFORM SFPECTAL ATTACKS, THE CHARACTER MUST MEET
ALL THE REQUIREMENTS AND ACTION COUNTER COSTS.
Many OF THEM MLUST BE MACE WHILE UINARMED OR WITH
A PARTICULAR TYPE OF WEAFPON. HOWEVER, IF NOTHING IS
INDICATED IN THE DESCRIFPTION, THE CHARACTER MAY
CHOOSE TO MAKE IT WITH ANY WEAFPON OR UNARMED,

360 ATTACK Wirrs (ISC +1AC).

THIS SPECIAL ATTACK ALLOWS THE CHARACTER TO ATTACK,
SIMULTANEOUSLY AND IN THE SAME ACTION, ALL
MINIATURES WITHIN 3CM. THIS ATTACK CAN ONLY BE
MADE ONCE PER ROUNG, BUT THE CHARACTER MAY ATTACK
NORMALLY BEFORE OR AFTER THIS SPECIAL ATTACK, IF IT
STILL HAS ENOUGH AC.,
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Thess weapons cannot be used if the wielder Moves.

DCEFENSIVE
If a character carries a defensive weapon, it albowers him bo rérall any EBlock rolls. The second
result prevails,

EXFANSIVE
Instead of reqular weapon Rate of Fire, this weapon uses the Spray Template to determing
Fecrer iy mindatures are hit (se¢ Spray Template).

EXFPLOSIVE
Wihen this Rind of weapon Impacts, yvou may place the Enphl.i'.'l: Tqmp!al.q- ovEr T Impact
pount (usually the target charscior)

FIREARM

All hits from these weapons inflict Damage on a result of 2+, Ignore the wielder's Strength.
HaANLY

When using these weapons, the wiclder may reroll the Impact roll, The second result must
b usied,

LIGHT

i Chardctor can Shool these wWeapons &ven when the target 15 within S5cm. the Rate of Fire
witll b 1 er this Casa

MECHANIC

All hits from these weapons inflict Damage on a result of 3+, Ignore the wislder's Strength.
MECTUM RANGE

Maximum range for these weapons is 40cm, NOT unlimited.

PROTECTIVE

Thase wasapons awand a + 1 boaus Lo any Black rolls Furthiermone, the wiolder banefits from
an extra Blink! rodl after noomal Blink! rolls have been made. This last Blink! Rall will succeed
B 3 4 result

REACH
These wapons da not require the wielder to be In base to base contact with an enemy 1o
mat e Instead, e wietder may sirkoe any miniatune up 0o Iom away,

RELOAD _
These weapons cannot be used for 2 consecutive rounds. n arder to reload the weapon, the
waielder may not use it for at least 1 round alter having used it
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REMOTE CONTROLLED

When using these weapons, the character needs to See the target, but does not need to
draw a straight uninterrupted line to it. The weapon's maximum range cannot be exceeded
in order to reach the target. Ignone all Blink! rolls when shooting a ote Controlled
WAEION,

SCOFE
Shooting with a wea with this rule provides the wielder with the Night Vision rule, and
allows it to ignore Blink! Rolls.

SHARF
When attacking with this weapon, the character may rercll one Damage rell. The second
result must be used.

SHORT RANGE
Maximum range for these weapons is 20cm, NOT unlimited.

THROWING
This weapon does not see its rate Rate of Fire decrease after moving.

TOUGHAHEAY
Wsing these weapons grants the attacker a +1 Strength bonus.
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ﬁﬁﬂﬂﬁfﬂkﬁ TEMFLATE
an attack of Weapon uses an - 7
Explosive Template the attacker may place 'tﬁ* ad Tyl
this template centered on the target {of the % ¥ - %
obstache, in case a successful Blinkl roll was X ~ 1
made], unless othenwise specified. -

]

Al mindatures totally or partially under the
template will be automatically impacted,
and suffer any possible effect as per the
attack or weapons description (unless the
effect only triggers on Critical hits, For
example CRT: 1.

ﬁn d Flnm ES Templ

3 WEApOn a Spray ateto
be used, the controlling player must place
the narrow end of the im full comtact
with the base of the shooting character, and
direct the other end in any direction he
wants.

Afterwards, determing Impacts and Damage
a% indicatid by the rule description.

All miniatures totally of partially under the
termnplate will automatically be Impacted and
suffer any possible effect as per the attack or
weapans description (unless the effect only
%&1 on Critical hits, For example

iFreeze). However, the impacted
character may suffer different Damage and
effects depending on its position inside the
template,

The Spray Template has 4 range-bands,
marked by stripes: the closest indicates that if
there ane mindatures in this area no Impact ks
done, the following stripes are Lethal,
dam: and Miﬂhm“mﬁmmgy 2
mage bands will -'!l'b\k!ly'.‘ ed by the
narrowest (Damage will be specified on the

weapon's description).
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EFFECTS

BLIND

A character suffering from Blind cannot See, cannot attack with a distance weapon and his
Impact and Block rolls will only succeed on a &+ result. The character won't be able to
*.ponmc. and, furthermaore, all his movement will be considered disabled until the effect is
remad,

COOLED
Inflicts the Paralyze effect until the end of the rownd.

DPISPLACEC PUSHED

‘Jh{-'l.u?{*: is displaced directhy away from the sttacker 35 many centimeers as the result on
thie Collateral Damage dice. If the target can't be Displaced the correspondi ngsdi:»'lann:n
because a terrain elemendt is in its way, it will immediately suffer an Impact with Strength 4+
and Damage b ). If the Target ks displaced into a hole or off a roof, etc., take it as if it had
SPRING IH?'EI- THE AIR.

ENERVATING (X0

The target Immediately loses ")° Action Counters if successfully Damaged.

FIRE

if a character is affected by fire, place a fine marker next 1o the minfatune, Ifa character has
tweo or maone fire markers it wall automatically suffer a Damage marker [ ) for each fire
marker, Spending 2 Action Counters allows the character to remove 1 fire marker. At the
end]::f the round, if a miniature has at least 1 fire marker, it will receive an additional fire
marker,

FLASH
Inflicts the Blind effect until the end of the round

FREEZE
Inflicts Paralyze effect, until an Endurance roll is passed. The target may only start to roll at

the beginning of the next round,
HYPNOTIZE

Any character affected by Hypnotize must pass a Willpower rall. ITit fails, itwill become
completely under control by the playver who controls the Hypnotizing character until the
end of the target’s next activation

TMMOBILIZEC/FINNED DOWN

Flace an Immobilized marker next to the immobilizedpinned down miniature. It cannot
mowve of spend MC, and its Attaek value will be reduced by -1, until the effect is cancelled.

KNOCK=-DOWN ~FALLEN

A knocked down hgure must kay on the ground (or place a Fallen marker next to the
minkature] at the same spot that it was Knocked Down. A fallen miniature cannot Attadk or
Defend itself, and it cannot use any Special Ability wntil it stands up. A character may move
while knocked down, but this movement will be Disabled. A fallen higure will always be
Impacted on a roll of 2+, A Knocked Down character doesn 't count for Blink! when
shooting through ar abawve it




FARALY ZE

Flace a Paralyze marker next to the affected miniature, A paralyzed character reduces his
Dafense value by -2 and cannot do anything (mawe, attack, defend itself, follow special
rules, or spend action counters) until the effect is cancelliad.

FOTSON

The Polson effect will be inflicted at the same time as any other effects, as shown next to
the each poizon type listed. If a character has séveral poison options they may choose, he
must pick just one before making a poisoned attack.

If a character is affected by poison, place a poison marker next to the character and
resolve the poison effects immediately. At the beginning of its next activation, the
charscter must make an Enduranca roll. I the roll fails, the poison effect will be resolved
aqgain and so on, until the roll is passed. Take the [est once por poiSon Counter per
activation. A character may be affected by more than one podson at the same time, but the
same effect cannot be applied mose than once on the same character.

SHOCK 7/STUNNED
A Stunned character cannot spend Action Counters until theend of the round.

SMOKE

Ay area affectod h':,r ok will not allow characters 10 See l:hrr_:-un:_|'l'| i1, e cRaracters
imsiche it will suffer Blind until the end of the round. Smoke dissipates at the end of the
round.

STEAL

A character with the commesponding ability may attempt to Steal a weapon from another
character [if the target character camies mone than one weapon, choose randomly which
one is stolen, either by rolling a dice or flipping a coin), From that moment on, the
'_.!{'.I|I:I'IE_'| charactor will Be able 10 USE Thal wWeapon slfterveards, A stalen WENPEN Cannal B
WS By IS PReWioWs OMMMET unbees it |:_|{"t':. It Dack. A characier may Cany |ust ome stodken
weapon at a tioe, but [t may try to steal different weapons in subsequent tums. If a
character steals more than cne weapon, it needs to choose which one of them he would
like to keep and destroy the rest (destroyed weapons will no longer be available to use by
any character for the rest of the game).

TOXIC (XD
The target instantly receives "X number” of Damage Markers [ .



Madness is the emergency exit.
You ;Eu;gj ust step outside, and close
the dbor, on all those dreadful things

1h1',t I:u?u_'ppr:ne.d. You can lock them
| away...
! FOREVER

Joker: Th@Rilling Joke




SELECT YOUR SCENARIO

Batman Miniature Game scenarios are quite simple to set up: check
the “Phase A: preparation of a game' section. Remember: you must
choose a scenario before bringing any Strategy into play.

Players may choose a specific scenario to play, or they can randomly
select one. Also, feel free to design your own scenarios. Roll a die to
randomly select a scenario:

-

E ) e NANCE ENCounter.

ﬁ?' e e e s AU LR T

ﬁ.:'" e Patrol!
]

m"":.: ——— . 1 e 1y Ts WA T TR
[

Each scenario has specific objectives and special
deployment rules that players must follow.

111
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CHANCE ENCOUNTER

Bands go across the city, to undertake a special mission. They
suddenly come across each other and the battle begins...
soenario Special Rules:

-Game length: B rounds (Take the Lead: 4 counters per player)

Objectives:

All objectives must be placed in the central zone (see image),
which is considered as the enemy cbjective deployment
zane,

Bonus VPs:

Hurry up, take it alll!!

VP awarded to the first player who controls one of his own
objectives (if both players achieve it during the same round,
both will be awarded 1VP).

First Strikell

1VP awarded to the first player who makes an enemy miniatu
re become K.O. or a casualty.

DEPLOYMENT

UPTOWHN

r t -
NO0x30 cmiy W e
Deployment area '.1!': #

*All mialatures start the game cutside the playing area, AL the beglaning of each
round, roll a die separately for coch minlatwre still cwtside, and place the minlatures
o thee corresponding M-h{l edge accarding to the die resull (1ee image),

= 0 g result of T, the minlatwre doesn’t ardlve, bt may try again next rownd,

- O a result of 6, the player may choose the edge.
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PLUNDER

Tow bands struggle to recover a supply shipment... which
band will get out with the loot?

scenario special Rules:

Game length:6 rounds (Take the Lead: 3 counters per
player).

Objectives:

All objectives must be placed in the central zone (see
image), which is considered as the enemy objective
deployment zone.

Bonus VPs:

-The mare the better!!!

AVPs awarded to the plaver who first controls 2 objectives
at the same time during the Objective Control Stage (oVP
awarded if both players achieve this during the same
round)

-It"s Mine!ll

1VP awarded to each player who controls at least one of his

own objectives, at the end of the last round.

DEPLOYMENT

\ L
10¢m. Band Deployment A

UFTOWHN
]

i 30cm

-4 of all targets

4,8 1ounds. PV L

i i g

N ity .£,§
A

= [ F s,

10cm. Band Dep!hym ent B

e N\
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PATROL

Bands patrol their territory to prevent any enemy intruders
to trespass it.

Scenario 5Special Rules:

Game length: &6 rounds (Take the Lead: 3 counters per
player)

Objectives:
Fallow the basic rules

LT ITER Y o H

Diversion...

3 VP awarded to any player, if one of his Band’s miniatures
(the Band Leader doesn't count for this) is standing inside
the enemy deployment zone at the end of the game
lianore E.O. characters).

-Let’s make some noise...
1 VP awarded to the first player who Hits an enemy,
regardless of the result,

BAND DEPLOYMENT B

DEPLOYMENT

BAND DEPLOYMENT A




&) DEPLOYMENT

\\_ k"
SKI H HISH 20cm. _Band Deployment A

I'wo bands fight just to see who is best.
Scenario Special Rules !

Game length: 6 rounds [Take the Lead: 3 counters per ] UPFTOWN
player). _ AL -
bepain- |
£l

FLAND

= H_;%:

Objectives:
Ll

Follow the basic rules,
{

Bonus VPs:

Bring me their leader’s heag!!l
IVP awarded to any player if the opposing Band’s Leader is

k.0, or a casualty at the end of the game MIDTOWH

leach them a lesson!!!
VP awarded to any player if the casualties of the enemy
Band equal 50% or more of the total band reputation, at

the end of the game (rounding down).

0 W T O %
20cm. Band Deplq-yment B

8\

SKIRMISH:
& rounds. (FY)
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SECURING THE AREA

Bands struggle to expand their territory at any cost.

Scenario special Rules:
-Game length: 8 rounds (Take the Lead: 4 counters
per player).

Objectives:

Each player must place, at least, one objective
inside each of the enemy deployment zones, and
another one in the central zone (check image).

Bonus VPs:

Hurry up, take it all!!!

3VP awarded to the first player who controls one of
his own objectives (if both players achieve this
during the same round, 1VP will be awarded to
both).

Teach them a lesson!

2VP awarded to any player if the casualties of the
enemy Band equal 50% or more of the total band
reputation, at the end of the game (rounding
down).

DEPLOYMENT

BAND DEPLOYMENT A BAND DEPLOYMENT B

R 2y

- ‘r"l

F30x30cm EHE
- Fona donde

=
o |

abjetive cada bando, &

BAMD DEPLOYMENT B BAND DEPLOYMENT A

Each player must deploy one Group inside one of his deployment
rones [(check image). Then, both must deploy their second Group
inside their other deployment zones.




) DEPLOYMENT

MIMIATURE

GAME

-

AHB“SH 10¢m. Band Deployment A

A Band caught its enemy DY sSurprise...
Scenario Special Rules

Game length: 8 rounds (Take the Lead: 4 counters per ; UPTOWN
player).

Objectives:
B Band must place, at least, one of its objectives inside
each of the enemy’s deployment zones.

Bonus VPs:

Bring me their leader's head!!

3IVP awarded to any player if the opposing Band’s Leader
¢ K.O. or a casualty at the end of the game.

-First Strike!!
1VP awarded to the first ;:l._::;,-._-" who makes an en emy mi
niature become K0, or a casualty.

10em. Band Deployment A
v N

-In this scenario, one of the Bands must be the Attacker or A. This will
always be the Band with the most characters in it. However, if both Bands
confain the same number of miniatures, fip a coin. The winner decides
which Band will be the Attacker. The Attacker must deploy one of his
Groups inside each of his deployment areas. Defender Band or B Band will
deploy inside its own deployment area fcheck image)
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SPRAY TEMPLATE EXPLOSION TEMPLATE

10 cm




@PePe®e®
OJOLOXOXOLO)
©@e@@®0O0
@ee0ee®
OIOLOXOXOLO),
OLOJOROXOXO)
OLOLOROXOXO,
OJOLOJOYOJO,

0000O®
OROLOLOIOIC)



[ o ol
e fo o SR
SERUINT [ THE WAYS. 8

POP o= o FNGTTVOORS



Discover Gotham'’s secrets to unleash
an unlimited power at Batman
Miniature Game official forum

http://www.batmanminiaturegame.com/

Deploy the full potential of Gotham
gangs visiting

http://www.knightmodels.com/

Follow us

https://www.facebook.com/knightmodels
https://www.facebook.com/BatmanMiniatureGame



