Batman Miniatures Game. Test Two.
Sequence of play:
1) Draw token from bag to decide who moves first – winning token can choose.
2) Move single figures alternately and resolve all actions immediately. Note 3. Below.
3) Player with fewer figures can “pass” up to the difference in number between the larger and smaller force, but no more than twice in a particular phase.
4) After all figures moved = end of turn. Attempt to manipulate objectives as applicable. Calculate victory points.

Standard move = 15 cm. You can enter a sewer and pop up at any other sewer but your movement ends there. Hyenas’ cannot use sewer markers. Team “Bat” have the “Bat Claw” ability, they can sacrifice one strength point for the turn and move up to 30 cm either vertically, horizontally, or a combination of both. Harley has the “Acrobat ability” and can move vertically, but only to the limit of her normal move.

Figure Chart:
Name		Strength	Discipline	Victory pts.	 Special Rule
Batman		5		3		5	 Reinforced Gloves, Batclaw
Batgirl		4		4		2	 Batclaw
Robin			4		4		2	 Batclaw
Joker			4		3		4	 Hand Buzzer
Harley		3		5		3	 Acrobat, Charm, Mallet
Thugs			3		5		2	
Hyenas’		5		0		2
Catwoman		3		4		3	Whip, Thief, Seductress
Freddie the Fence	3		5		2	Hidden, Transaction
Jim Gordon		4		4		3	
Police			3		5		2	

When hits equal/exceed a characters strength the figure is removed from play – Criminals are placed in Jail, Team Bat characters are considered captured and placed in some perilous trap which they must escape to be in “next episode” game. Outnumbered opponents lose 1 die per extra attacker to a maximum of 2. Note that Joker and Catwoman gangs will not work together.

Victory Points:
Gas Canisters	2 Roll for effect on Joker Crew 
First Aid		3 Roll for effect on Joker Crew
Loot			2 Roll for effect on Joker Crew
Batmobile		4 Roll for effect on Joker Crew
Bat Signal		2 (either side may control)

For Joker Crew a roll of 1, 2, or 3 = failure and adverse effect and no victory points; 4, 5, or 6 = pass and good effect.
Gas Canisters; fail = gas turns is balloon helium, on a roll of 1 = minus 1 strength next turn, pass = +1 strength and VP’s.
First Aid; fail = applied wrong medicine, on a roll of 1 = +1 hit, pass = -1 hit and VP’s
Loot: fail = gold coins are chocolate, no VP’s, on a roll of 1 then -1 strength next turn (gluttony), pass = VP’s
(In campaign game Loot becomes important for buying weapons et. al.)

Batmobile: fail = no VP’s, die roll of 1 = ejection seat operates, pass = VP’s and move Batmobile 15cm towards edge of table. 
If ejection seat operates the criminal character is “ejected” to one of the four corners of the board, is temporarily knocked out – the target cannot defend itself for the remainder of the turn, but suffers no further hits. If the criminals can move the Batmobile off the table they gain 4 Victory Points per turn without needing to complete a Joker Crew roll.

Figures with firing/throwing capacity can move then shoot or shoot then move.
Range for “Batarangs” is 15 cm, Catwoman’s whip and Harley’s mallet 5 cm, and Joker’s Hand Buzzer is a contact weapon.
For Batarangs and the Mallet, attacks are made without the possibility of hits on the attacker.
Vision is limited to 30cm unless within 10cm of a lamp.

With Jokers buzzer, if he rolls an unmodified 6 on any dice the target is electrocuted and temporarily knocked out – the target cannot defend itself for the remainder of the turn. This applies regardless of any other combat outcome.

Optional: Exploding Henchman. Once in a game Joker may have a Henchman explode. The Henchman is immediately removed from the game, gives the opponent 2 Victory points, but any other characters within the 10 cm blast radius also immediately receive 2 damage and are considered knocked out for the remainder of the turn.

Harley has the “Charm” Rule – she can try to convince any male opponent not to attack her. On a roll of 5 or 6 Harley evades attack.

Catwoman has the Whip rule – she can attack at 5 cm and also use the Batclaw rule.
As a thief she can “pick up” the loot and carry such around – if she can give such to “Freddie the Fence” the criminals gain the victory points without having to test each turn (Transaction rule) unless Law enforcement is able to locate and arrest Freddie. Freddie is hidden from Law enforcement unless approached within 15 cm. He can be located anywhere on the board.
[bookmark: _GoBack]The seductress rule applies to Batman, if she is anywhere within 15cm of Batman, Batman must move towards her –if he contacts he must pass the charm rule to attack.

Batman’s reinforced gloves rule allows him to roll a further die if he makes any hits on an opponent. On a roll of 3 or 4 add one additional hit, on roll of 5 or 6 add two additional hits.

