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Batman: The Animated Series - Gotham City threats to corrupt and leave Gotham City in ruin.
Under Siege is a cooperative game where each The players must work together as they move
player takes on the role of a powerful hero and through the four Acts of the game, with each Act
must battle against the multitude of villains introducing new and more villainous threats to
threatening Gotham City. Each hero has their own the city!

skills and abilities in defense of the ever increasing
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OBJECTIVE

To win, the players must complete Act 4 without
Gotham City’s citizens or city blocks being completely
overwhelmed. To do so, they will need to work

together to defeat numerous Thugs, Henchmen, Ninjas,
Masterminds, and Act Story cards. If they can reach the
end of the Crisis Phase of Act 4, they protect Gotham
City from the villainous siege and win the game.

GAME SETUP

SET UP THE GAME BOARD
1. BLOCK CARDS: Shuffle the 12 City Block cards
together with the sidewalk side face up, then
randomly select 3 to return to the box without
looking at their destroyed side. Shuffle the remaining
9 City Block cards and place them with the sidewalk
border side face up to form a 3x3 grid in the center of
the playing area. You should leave roughly 1 inch of
space in between each City Block card.

2. BUILDINGS: Place 1 of the 9 buildings on each
City Block card. The order is unimportant.

3. GOTHAM CITY TRACK: Place the Gotham City
Track parallel to one side of the City Grid. Place

the Citizen token on the number 8 Space. Place the
Bat-Signal token on the number 2 Space. Place the
Explosion token on the number 5 space. Note that
the compass graphic defines direction to each side of
the buildings, which will be defined as ‘battlefields”
in the future with a designation of North, South,
East, or West.

BAT-SIGNAL EXPI.O-SION ClTiIEN
TOKEN TOKEN TOKEN

PREPARE CARD DECKS
1. ACT SETUP CARDS: Place all of the large Act
Setup cards to one side of the playing area face down.
These will be selected later in the game during the
Act Phase.

2. MASTERMIND CARDS: Shuffle together all
Mastermind cards and place them above the Gotham

City Track.

3. STORY CARDS: Place the Act 2, Act 3, and Act 4
cards off to the side. They will be used later in the
game. Shuffle the Act 1 Story cards and place them
face down above the Gotham City Track.

4. HERO SKILL CARDS: Place the Hero Skill cards to
the side as they will be addressed in a future step.

GOTHAM CITY
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PREPARE DICE

AND TOKEN POOLS

1. VILLAIN TOKENS: Place the Thug, Henchmen,
and Ninja tokens in the bag and mix them up.

2. HERO SKILL TOKENS & ACT LEADER TOKEN:
Gather the Hero Skill tokens and place them to the side.
Place the Act Leader token next to these. They will be
addressed in the next step - Choose & Prepare Heroes.

3. HERO DICE: Gather the blue, red, green, yellow,
and purple dice together and place them to the side.
They will be addressed in the next step — Choose &
Prepare Heroes.

4. BONUS DICE: Gather the white dice and place
them near the Gotham City Track to form a Bonus
Dice Pool.




CHOOSE &
PREPARE HEROES

Regardless of the number of players, the game is
always played with a team of 2-5 Heroes. With one
player, choose a minimum of 2 Heroes. With two
players, you may choose to play with either one or two
Heroes each. With three to five players, each player
chooses a single Hero to play. For each Hero, perform
the following steps:

1. HERO BOARD: Each player takes the
corresponding Hero board and places it in front

of them with the Healthy side face up and the side
marked Wounded face down. Return any unchosen
Hero boards to the box.

2. SKILL TOKENS: Each player gathers the 2 Skill
tokens for their Hero (as noted on their Hero board)
and places them atop the matching icon on their
Hero board. Return any unchosen Hero’s Skill
tokens to the box.

3. HERO DICE: Each player gathers the dice indicated
on their Hero board and places them next to their
board. Return any unchosen Hero’s dice to the box.

4. HERO SKILL CARDS: Each player shuffles their
character’s Hero Skill cards into a face down deck
and places it near their Hero board. Return any
unused Hero Skill cards to the box.

5. DETERMINE ACT LEADER: If a player is playing
Batman, that player takes the Act Leader token.
Otherwise, the players mutually decide who will take
the Act Leader token for Act 1.

6. HERO MINIATURES: Starting with the Act Leader
and going clockwise, each player takes their Hero
miniature and places it on one of the battlefields

(N, S, E, W). Each miniature may be placed on

any battlefield (a side of the city grid), including

a battlefield that has one or more Heroes already
present, but there are some tactical advantages to
spreading out over various battlefields.




WINNING & LOSING

The players can lose the game a number of ways, but
can win by only one - protecting Gotham City from the
4 waves of villainous assaults launched over the 4 Acts.
Victory and defeat are described below:

DEFEAT

The players all immediately lose if any of the following
occurs during the game:

« The Explosion token is moved onto the zero (0)
space of the Gotham City Track.

« The Citizen token is moved onto the zero (0) space
of the Gotham City Track.

« A Hero on their Wounded side becomes
Wounded again.

VICTORY

The players all win at the end of Act 4 if none of the
Defeat conditions have occurred.

GAME PLAY

The game is played over 4 Acts, and each Act is
divided into the following phases: the Act phase, Hero
phase, and Crisis phase. The phases are described in
detail below.

1- ACT PHASE

The Act Phase sets the scene that Batman and his
allies must face. During this phase, Story cards will
be added to the Storyline, Masterminds and Villain
tokens will be placed on the various battlefields, and
the heroes will plan for the Act. The following steps
are performed in the Act Phase:

ADVANCE ACT STEP

(Do not perform this step during Act 1 as it was
performed during setup). Discard the previous Act’s
Story cards to the box. Take the next set of Story cards
numerically following the previous set, shuftle them,
then place the deck above the Gotham City Track for
easy access.

ACT LEADER STEP

(Do not perform this step during Act 1 as it was
performed during setup). The player holding the Act
Leader token passes it to the player to their left.

HERO PLANNING STEP

Each player shuffles their Hero’s Skill card deck and
draws 2 cards, then chooses one of the drawn cards to
activate for the Act, placing it face up next to their Hero
board. Place the other card back on top of the Skill card
deck to be drawn later.

Note: The players will shuffle their deck of Skill

cards each time in the Hero Planning step of the Act
phase, so they will not necessarily draw the card they
discarded in the next Act.

ACT SETUP CARD STEP

The Act leader shuffles the three large Act Setup
cards that match the current Act, randomly reveals
one, then places it face up under the Gotham City
Track, returning the two unused cards to the box.
This card indicates the number of Story Cards,
Masterminds, and random Villain tokens the Act
will include based on the number of Heroes in the
game. In addition, the card acts as the first Story
card in the Act and triggers a special one-time Event.

Note: The Act Setup Card step can look a bit
overwhelming at first as it places the Thugs,
Henchmen, Ninja, Masterminds and Act Story cards
for the entire Act. Have no fear; your superheroes are
up to the task of defending Gotham City!



STORY CARDS
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NOW OR NEVER!

| You may discard the top Skill card from your
deck to gain 1 Bonus Die this Act.

The first column of the Act Setup card will identify
how many Story cards to add to the Storyline. Each
new Story card is added below the Gotham City Track
to form a storyline of events that the Heroes will have
to deal with during the Act. (See “Story Cards” in the
Additional Rules section for greater details.)

PLACING MASTERMINDS
AND VILLAINS

The last two columns will identify how many
Masterminds and Villain tokens to place on the board.
Follow the placement instructions below:

MASTERMIND PLACEMENT: Draw the top
Masterminds card and place it on the battlefield
identified on the card by the abbreviated compass
direction: E - East, W — West, N — North, or S - South.
The Mastermind may have an immediate effect when
placed as noted on their card. If they do, perform the
effect when placing the card before continuing. Each
Mastermind will also be accompanied by a number of
Villains as noted on their card. Draw Villain tokens
from the bag equal to the number identified and place
them in stacks by rank on the same battlefield the
Mastermind was placed. All Rank 1 Thugs in a stack,
Rank 2 Henchmen in a Stack, and Rank 3 Ninjas in a
stack. If the Masterminds deck is depleted, reshuffle
the discard pile to form a new deck.

RANDOM VILLAIN PLACEMENT: When instructed

to place random Villains, draw Villain tiles from the
bag one at a time, placing one on the North battlefield,
then moving clockwise around the city blocks,
dropping one token in each battlefield until you've met
the indicated number of tokens. For example, if you
were asked to place 6 Villain tokens, you’d place one
token in the North, one in the East, one in the South,
one in the West, a second in the North, and finally a

MASTERMINDS x2

5

STORY CARDS x3

BATCAVE COMPUTER
ANALYSIS

VILLAINS x4

LB

second token in the East. These Villains are added to
any stacks by Rank after all have been placed.

Note: Masterminds, Henchmen, Thugs, and Ninja are
all considered Villains when a skill or action refers
to dealing damage to Villains. Masterminds are the
elite of the group, and in some cases have special
skills and abilities that overrule the term Villain for
actions. In the event of a conflict, the Mastermind
cards take precedence. When resolving the Crisis
Phase, remaining Villains will attack the city unless
defended by the Heroes. While all Rank 1, 2, and

3 Villains will attack as a stack, each Mastermind
remaining will attack independently.

EVENT

The bottom section of the card is an Event that only

the Act Leader will resolve. In some cases, the Event
states that the Hero may perform the action. When that
is the case, the event is optional and may be declined
by the Act Leader. If it does not state “may”, the event

is required and must be performed. Most events are
positive, but some have negative effects as well.

MAIN STORY CARD

The Act Setup card also becomes a Story card
during the act. (See “Story Cards” in the Additional
Rules section for greater details.)

After all sections of the Act Setup card have been
resolved, the Act phase is complete and players
advance to the Hero Phase. Place the Act Setup card
under the Gotham City Track as an active Story card.




2 - HERO PHASE

In the Hero Phase, the players perform actions with
their Heroes to defeat the Villains and Story cards
added in the Act Phase. The Hero Phase is played

in rounds, with each round consisting of players
simultaneously rolling their dice, then placing a die
on a Story card or an action on their Hero board.
After each player has placed one of their rolled dice,
the process is repeated with all players re-rolling their
remaining dice and placing one again until no players
have unused dice remaining. At that time, the Hero
Phase ends and the game progresses to the Crisis
Phase. The steps of the Hero Phase are described below
in greater detail.

ROLL DICE STEP

The players take their Hero’s dice and any Bonus
Dice they have added to their dice pool and roll all of
them. If a player runs out of dice while one or more
other Heroes still have dice, the players with Heroes
that still have dice continue to roll and place.

BONUS DICE: Players can gain Bonus Dice through
Events, Hero Skill cards, Story cards, and Hero
Abilities. When Bonus Dice are gained, or instructed to
be rolled, they are taken from the Bonus Dice Pool. This
pool is finite, and if a player gains a Bonus Die during
the turn and no dice are in the pool, the player does not
gain the die. If a Story card is completed with Bonus
Dice on it, the card is rotated sideways to show it is
completed and the Bonus Dice on it are returned to the
Bonus Dice Pool.

ACTIVATE HERO STEP

In any order the players decide (Act Leader makes the
decision on any disagreements), each player places 1
die from the dice they just rolled, which constitutes
the “Active Dice Pool”, onto a Story card, a Hero board
action, or a Skill card that requires a die in adherence
of the rules below:

« The number on the die being placed must match the
number on the space.
¢ Only 1 die may be placed on a square Action box.

« Each Hero board has 1 unlimited Action box that
may be activated multiple times.

« Large boxes on Story cards have unique
requirements and can hold more than one die.

« Some Actions on Hero boards require multiple dice
to complete. For these actions, their description will
define what must be placed.

o Hero Actions are fully defined, including whether
or not movement is included, required or optional.

o Some Story cards have Hazard Sections that,
while active, may prevent or modify the rolling or
placement of dice. Once a Story card is defeated,
turn it on its side to show that it is no longer active.

DEALING DAMAGE: To remove a Villain token

or Mastermind, the player must deal damage to it
equal to its Rank, i.e. the number on the token or
Mastermind (a Thug requires 1 damage to remove, a
Henchman 2, etc.). Actions identify dealing damage
on the Hero’s battlefield, adjacent battlefields, or any
battlefield. Heroes on the rooftops are considered to be
on all battlefields. See Battlefields in the Additional
Rules Section for these descriptions.

BAT-SIGNAL POINTS

During the Activate Hero Step, the players

may spend Bat-Signal points to increase or

decrease a die by +1 or -1, provided they
have points to spend and no Story card Hazards prevent
their use. When using a point from the track to change
a die, move the Bat-Signal token one space to the left
toward the zero (0).

The players should agree about the usage of Bat-Signal
points to change dice as these points are shared by all.
In the event of any disagreement, the Act Leader makes
the decision as to whether points are spent or not.

SKILL TOKENS

Each Hero can use 1 of their 2 Skill tokens after each
dice roll as part of their Activate Hero Step. To do so,
they discard the token to create a pool of discarded
tokens near the Bonus Dice Pool and perform the
action indicated. This is a free action and does not
replace the placement of a die by the player during
that round.

Note: Tokens may be regained through rewards, events,
and even City Block cards when revealed, but it is
unlikely that a Hero will regain more than 1 token a
game. Keep this in mind as these tokens can be very
valuable when used at the right time.

Repeat the Roll Dice and Activate Hero steps until
all dice by each Hero have been placed. When no
dice remain in any Hero’s Active Dice Pool, the Hero
Phase ends.



HERO PHASE EXAMPLE

In this example, Batman and Robin begin the Hero
Phase by rolling their dice pools, then place dice to
take actions one at a time:

ROUND1

1. Batman places his 6 die on the Destructive Mobs
Story card.

2. Robin places his 5 Bonus Die on the Street Terror!
Story card.

All players re-roll all their unused dice.

ROUND 2

3. Batman uses a Skill token to perform his Throw
Batarang Skill, defeating the Ninja in the west, Jervis
Tetch in the south, and the Ninja in the east.

4. Since using a Skill token does not take up his turn,
Batman then places his 6 die on his Batplane Skill
card, defeating the 2 Ninjas in the south.

5. Robin places his 1 die on his Somersault Attack
ability, defeating the 3 Henchman in the east.

All players re-roll all their unused dice.

ROUND 3
6. Batman adds his 6 die to his Batplane Skill card,
defeating the 3 Henchman in the south and using
its special text to automatically defeat the Criminals
Run Wild! Story card.

7. Robin adds his 6 die to the Destructive Mobs
Story card to defeat it.

All players reroll all their unused dice, then continue
in this manner until all dice have been placed.




3 - CRISIS PHASE

In the Crisis phase, Story card penalties and rewards are
resolved and each remaining Villain stack attacks the
city. Heroes may attempt to defend attacks during this
phase, but only against Villain stacks on their current
battlefield, and only then if not on the rooftops.

STORY CARD STEP

Players resolve the penalties and gain the rewards of
all Story cards in the Storyline.

CARD PENALTIES

Starting with the Act Setup Story card, review each
Story card on the Storyline that was not defeated by
the Heroes and perform the penalty listed on the
bottom of the card. Often this results in a Citizen
Casualty, a Destruction Roll or a Destroyed Building.
Each is explained below:

CITIZEN CASUALTY

When a citizen becomes a Casualty, move the Citizen
token on the Gotham City Track 1 space to the left
toward the zero (0).

DESTRUCTION ROLL

When instructed to make a Destruction Roll as a
penalty, the Act Leader rolls a die and if rolling an
odd number (1, 3 or 5), a building is destroyed. When
a building is destroyed, the Act Leader chooses a
building, returns the building to the box and flips
over the City Block card to reveal the destruction

effect. If the Destruction Roll was made from a Story
card, the Act Leader chooses any building to remove.
If the Destruction Roll was made from Villains on a
battlefield, the Act Leader chooses 1 building from the
side of the battlefield from which the attack was made.
If all 3 buildings on a battlefield are already destroyed
when another is destroyed, the damage moves to the
next row of buildings. The icons on the City Block
cards are described below:

EXPLOSION: Move the Explosion token 1 space to
the left toward the zero (0) for each explosion icon
on the card.

CASUALTY: Move the Citizen token 1 space to the left
toward the zero (0) for each Citizen icon on the card.

COMBO: A Combo has both Explosion and Citizen
icons on it, enabling the Act Leader to choose the
number of each to fulfill the required total.

EMPTY BUILDING: There is no penalty when the
empty building is revealed.

DESTROY A BUILDING

The Act Leader must choose a building to remove, then
resolve the City Block card beneath it. This is the most
severe penalty in the game since, unlike the Destruction
Roll, it does not give a chance to avoid its negative effects.

BONUS REWARDS: Review Story cards that grant a
bonus and were defeated by the Heroes and apply the
bonuses listed. Often these bonuses will be to add
Bonus Dice to one or more Hero’s dice pool for the
next Act or to rescue a Citizen.
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STORY CARD STEP EXAMPLE

UMBER OF
HEROES

STORY

CAnps  MASTERMINDS  VILLAINS

OLD STRATEGIES WORK BEST

You may trade your current Skill card for one

‘When o Hero adds a die to this cord, roll o
g nomber, in your discard pile.

die. On an ey are Wounded.

If defeated, 2 Heroes each goin 1 Bonus Die in Act 4.

If not defeated, destray 2 buildings. S——

Since the 4 Heroes only placed 4 of the required 5 dice
on “Find the Villain’s Lair”, its “Destroy 2 buildings”
penalty takes place. The “Burn it Down” penalty

also triggers since the Heroes only committed 8 of
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IF defeated, move the Cifizen token one space fo
the right on the Gotham Gty track.

1F not defeated, perform o Destruction Roll.

the 10+ requirement, but the penalty for “Two-Face’s
Dilemma” is avoided since the Heroes placed both
required dice.




VILLAINS ATTACK STEP

After resolving all Story cards, the Act Leader resolves
each battlefield with remaining Villain stacks. Start on
the North battlefield and go clockwise around the city
resolving each Villain attack. Each remaining stack
(based on Rank) and each remaining Mastermind will
make a Destruction Roll to try and destroy buildings.
This Destruction Roll is the same as with Story cards
(destroys a building on their battlefield side with a roll
of 1, 3, or 5), but may be modified by a Hero on their
battlefield by making a Heroic Defense as noted below:

HEROIC DEFENSE

Heroes that are on the battlefield with Villains
during the Crisis phase (not on the rooftops) may
make a Heroic Defense against one Villain stack
or Mastermind there. To do so, they place their
miniature on top of the stack (or Mastermind) and
they roll a die.

On a 1, they suffer a Wound. On a 2 - 6, they deal
that number of damage to the stack (or Mastermind)
removing any that they defeat. If that damage
defeats the Mastermind or the entire Villain stack,
do not perform that specific Destruction Roll.

ACT 4 DEADLY ASSAULT: The Villains attacking in

the Crisis Phase of Act 4 deal 2 Wounds on a roll of 1.
Therefore, even Healthy Heroes could cause the loss of
the game on a Heroic Defense of 1 in Act 4.

GOTHAM CITY STATUS STEP

After resolving all Story cards and Villain attacks, the
players check to see if Gotham City has fallen. If the
Explosion or Citizen token has moved to zero (0) or if
a Hero that was Wounded took a Wound, the players
lose the game.

If this is the end of Act 4 and the Explosion and
Citizen tokens both remain above zero (0), the players
have won the game by successfully turning back

the attack on Gotham City. Otherwise, perform the
following cleanup step.

CLEANUP STEP

The players discard the Skill card they had active for
the Act to a common discard pile near the Bonus Dice
Pool, retrieve their Hero dice and return all Bonus
Dice to the Bonus Dice Pool. Return to the Act Phase
(Phase 1) and begin the next Act.

VILLAINS ATTACK EXAMPLE

® I

goeren

During the Villains Attack

step, Batman attempts a Heroic
Defense against Poison Ivy and
rolls a 6, defeating her and
preventing her from performing
a Destruction Roll. Robin
attempts a Heroic Defense
against the stack of Thugs, but
only manages to defeat 2 of the 4
tokens. The surviving Thug stack
rolls a 5 for its Destruction Roll,
and since it was an odd number,
one building is destroyed. The
Ninja stack in the North and

the Thug stack in the East both
roll even numbers, causing no
damage, but the odd numbered
roll from the Henchman in the
East causes one more building to
be destroyed.




ADDITIONAL RULES

The following are additional rules the players need to
understand to play the game.

BATTLEFIELDS

There are 4 battlefields in the game - one on each side
of the city. These battlefields are identified by their
compass direction of N, §, E, W.

Villain tokens and Masterminds will populate these
battlefields during the Act Setup Card step of the Act
phase. When a Hero is on a side of the city, they are
considered to be on that specific battlefield.

ROOFTOPS & BATTLEFIELDS: When a Hero is on the
rooftops, they are considered to be on every battlefield.
In the Crisis Phase, a can Hero can only perform

a Heroic Defense if they are on one of the four
battlefields (and not on the rooftops).

BONUS DICE POOL

All unused white dice make up the Bonus Dice Pool.
This pool is finite and if a Hero earns a Bonus Die

and there are none in the pool, they do not gain

the die. As Story cards are defeated, they should be
turned sideways and any Bonus Dice on the cards are
returned to the Dice Pool. These dice may be gained by
Heroes again in the Act once they are returned.
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DIFFICULTY LEVELS

The players may find the game too difficult or too easy
for their gaming group. If so, the players may make
the game easier or tougher as noted below:

EASIER GAME: The players may make the game
easier to win by implementing one or more of the
following changes:

« Start the game with the Bat-Signal token at the 4
space on Gotham City Track.

« Start the game with the Explosion token on the 6
space of the Gotham City Track.

TOUGHER GAME: The players may make the game
easier to win by implementing one or more of the
following changes:

« Start the game with the Citizen token on the 6 spot
of the Gotham City Track.

« Start the game with the Bat-Signal token on the 0
spot of the Gotham City Track.
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HEALING

When instructed by an Event, Skill card or Action

die placement, the player flips their Hero board back
to the Healthy side from the Wounded side. If this is
done during the Hero Phase, dice that had been played
on Actions on the Hero’s Wounded side are placed as
noted below when the board is flipped:

HERO DICE: All previously played Hero dice are
placed on the Hero’s Unlimited Action on the front

side of the Hero’s board.

BONUS DICE: All Bonus Dice on the Wounded side of
the card are returned to the Bonus Dice Pool.

12



FLIPPING A DIE

There are some skills and Actions that enable a Hero
to flip a die. The term flip means to turn the die to
the opposite side (example: the 6 is on the opposite
side of the 1 - so when flipping a die showing a 1, it
becomes a 6.)

MOVEMENT

Movement by Heroes can only be performed when the
Action triggered by placing a die identifies that there
is movement or when a Skill card or Special Ability
enables movement. Sometimes the Action requires
movement and other times the movement is optional.

MOVING FROM A BATTLEFIELD: When moving from a
battlefield, movement is always to an adjacent battlefield
to the left or right of the Hero’s location unless the
Action says to “move to any battlefield.” If the Action
states the Hero may move to the rooftops, they move to
any building rooftop. There is no gameplay distinction
between the different building tops; they are all
considered the same, single location: the rooftops.

MOVING FROM THE ROOFTOPS: When moving to a
battlefield from the rooftops, the Hero may move to
any battlefield.

Yau may either give | Bonus Die to
2 different Heroes.
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SKILL CARDS

Each Hero has 6 Skill cards that provide them with

a special ability each Act. In the Hero Planning Step
of the Act Phase, each Hero will shuffle their Skill
cards, draw 2 and place one face up next to their Hero
board. This card will be active for the Act. The other
card is placed back on top of the deck, where it will be
reshuffled in the Hero Planning Step of the next Act.

DISCARDING SKILL CARDS: In the Cleanup Step of
the Crisis Phase, each of the active Hero Skill cards
will be discarded to a common discard pile near the
Bonus Dice Pool. These cards may be regained by
some of the Heroes during play, but in most cases each
card is usable only once per game, so heroes should
keep that in mind when planning for the 4 Acts.

VILLAINS

All ranks (tokens and Masterminds cards) are
considered Villains. Each Villain has a Rank, which
is the number on the token or card that represents the
damage that must be dealt to it to defeat it.

RANK STACKS: When tokens are placed on
battlefields, they are added to stacks of the same rank.
For example, all Rank 1 tokens present in the North
battlefield are considered a single stack. Masterminds
are each considered an independent stack regardless
of rank, even if there are multiple Masterminds on the
same battlefield.

In the Crisis Phase, each Rank Stack and each
Mastermind will make a Destruction Roll to destroy
a building unless a Hero on their battlefield makes a
Heroic Defense against them.

PLACING RANDOM VILLAIN TOKENS: Draw Villain
tokens one at a time dropping each as drawn on a
battlefield starting with the north battlefield and going
clockwise around the City Blocks. These Villains are
added to any stacks by Rank after all have been placed.

DEFEATED VILLAINS: When Villain tokens are
defeated, return them to the Villain draw bag. When
Masterminds are defeated, they go into a Masterminds
discard pile. The discard pile will be reshuffled if the
Masterminds deck becomes depleted.




BOARDS & CARDS
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HERO BOARDS

Each player will take one or more Heroes at the matching Skill cards for the Hero, 4 Hero dice
start of the game which includes a Hero Board, and 2 Skill tokens.
HEALTHY HERO SIDE WOUNDED HERO SIDE

SWINGING ATTACK: Wh ted by plocing o 1 dis, Bohmon
Rt I o bR dealy g e Tighest Vilaim inere
Then Botman deals & damaga fo Villains.on his battisheld.

ale ie, deal
et i o2 Bk boaid e e he e

placing a 6 die, deal 4

rmmuhnﬂ Md. Afterward, another hero
1d or the rookiops returns | die on their character
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Whan actvaed by plocog a3 . goln | ba-Signal
pain, deol 3 damaga to Villains on Batman's banlefield, o A
choote 1 Hero fo gain back 1 of their Skil tokens.

HO
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TIC ATTACK: When uclivaled by placing ny
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Ealmon’s balehield.

o acon bamiotaTd o vt rocops:

1. Hero Special Ability
2. Hero Dice Color

3. Dice Action Boxes

 When aclivated by plocing any die,
1o Villsins on Batmon’s batisheld squel

another Wound

> Wounded, the Heroes Losel

4. UNLIMITED ACTION BOX: A
player may place any die here, and

can do this multiple turns during the
Hero Phase.

5. Skill Token Action

5
||
Each Mastermind card is a major Villain and has Some Masterminds have special text that should
Thugs, Henchmen, and Ninjas in their ranks. be resolved as soon as the Mastermind enters
When a Masterminds card is drawn, it is placed play unless it is an ongoing effect.
on the battlefield identified by the compass phts
abbreviation in the upper left corner of the card. The Rank of the Mastermind is the amount of
Once placed, draw Villain tokens equal to the damage t.hat must be dealt to defeat them. In the
fiumber ihdicated atith: hotlentaithe 0| case of Killer Croc, a single attack of 5 damage is
place them on the Mastermind’s battlefield. required to remove him from the battlefield.
1. Battlefield Placement
2. Mastermind Name
. » pfK 3. Rank
2 K”ltn cR oc 4. Special Ability
<) . - 5. Villain Token Count
When Killer (roc appears, each healthy Hero on his battlefleld
‘must roll a die. On a 1 or 2, they become Wounded.
DIVILLATNS S .
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STORY CARDS

There are 4 Acts, each with its own Story deck,
and the players must defend Gotham City
through each one to win the game. The Acts
will be set up during the Act Phase, advancing
numerically during the game. When Story cards
are drawn, they are placed onto the Storyline
presenting an event the players must resolve to
prevent the penalty or gain the bonus.

Each Act has three Act Setup cards that, after
seeding the board with Masterminds and Villains,
count as the first Story card in play for that Act.
'The following is the anatomy of a Story card.

1. ILLUSTRATION: Each card has an illustration
depicting the event.

2. ACTION DICE BOXES: Each Story card will
require specific Action dice to be placed by the
players. When multiple Action Die boxes appear,
there will be a number in the upper right corner
that aligns to the number of Heroes in the game.
In this example, if there are only 2 Heroes in the
game, the first Action box must have a 6 die. If
there are 3 Heroes, the first 2 Action Boxes must
have a die and with 4 or 5 players, all 3 Action
Boxes are active.

)
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VISIONS

WHILE ACTIVE, AFTER EACH ROLL, EACH HERO WITH
ONE OR MORE DICE SHOWING A 6 MUST FLIP ONE &
DIETOA I.
If not defeated, 1 Citizen hecomes a Casualty and 1
Hero becomes Wounded.

TME© DC Comics. s18)

3. MULTI-ACTION DICE BOX: Some Story cards
will have a large box for the placement of Action
Dice. These Boxes will have specific requirements
like an exact dice total the player must achieve

or a dice total threshold that must be met. Some
Multi-Action Dice Boxes may state “Hero Dice
Only”. When this is identified, each Hero must
play one of their color dice to defeat the event.

4. HAZARD SECTION: Some Story cards have
text that presents a Hazard that is active until
the Heroes defeat the event. When a card is
defeated, it should be tilted sideways and any
Bonus Dice on it should be returned to the
Bonus Dice Pool. Hazards on defeated Story
cards become inactive.

5. PENALTY: The bottom of the card will identify
the penalty that will be performed in the Crisis
Phase if the card is not completed. Some cards
provide a bonus that will also be stated in this
section that is gained if the card’s Actions boxes
are completed.

il

If not defeated, destroy 1 building or each Hero
discards 1 Skill token or Skill card.

TH 00K Camics. (18]
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TURN ORDER

1. ACT PHASE
A Advance Act....ooviviiiiiiinnns pg. 6
B.ActLeader . ... .uee.iueiqnie i pg. 6
i. Move the Act Leader token to the
player to the left.
C. HeroPlanning.................. pg. 6

i. Each player shuffles their Skill deck,
looks at the top two cards, then places one
face up next to their Hero board to use
that round and shuffles the other back into
their Skill card deck.

D.ActSetupCard . ........... . % pg. 6
i. Act Leader randomly chooses one of
the current Act’s Act Setup cards, then
follows it to add Story cards, Masterminds,
and Villains to the table.

2. HERO PHASE
A.Roll Dice .. .ot o oo oo I, pg. 8
i. All Heroes roll all their unused
dice, including any Bonus Dice they’ve
obtained.

BiiActivate Heroes e ererenes pg. 8
i. After each Hero activates once by
placing one of their dice on a Story card,
Hero board action, or Skill card, return
to the Roll Dice step until all dice have

been used.
3. CRISIS PHASE
A. Story Card . . .| e pg. 10
i. Resolve the penalties and rewards for
each Story card.
B. Villains Attack ................ pg. 11

i. Heroic Defense — Each hero that is not
on the rooftops can make one roll against
one Villain stack on their battlefield.

ii. Each remaining Villain stack makes a
Destruction Roll.

C. Gotham City Status ............ pg. 11
i. Check Victory and Defeat conditions.
IEEIInup . 000 ... e pg. 11
i. Discard active Skill cards, retrieve all
Hero dice, and return all white dice to the

Bonus Dice pool.

: 2 AT- -
POINTS
Can be spent to increase or

decrease the value of a Hero’s

die roll by 1.
; B

ROLL RESULT CHART
DESTRUCTION ROLL

1,3,5 = Destroy a building
2,4,6 = Nothing

HEROIC DEFENSE

1 = Hero takes a Wound (or Hero takes two
Wounds if it’s Act 4).

2-6 = Deal that much damage to the Villain
stack, preventing its Destruction Roll if it was
completely defeated.

1 [~

VICTORY CONDITION

¢ Reach the end of Act 4 without one of the
Defeat Conditions occurring.

DEFEAT CONDITION

+ The Explosion token or Citizen token is
moved onto the zero (0) space of the Gotham
City Track, or...

« A Hero on their Wounded side becomes
Wounded again.




