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“I've decided to be honest with you...

Since the death of my parents, | have rebuilt my life as best as |
could, Often at the price of great sacrifice and suffering. Thank you, Alfred,
for your unwavering support and for helping to make me the man | am today.

All of this has allowed me to be reborn and meet him, When | put on his costume to become
a shadow in the darkness. | sometimes get lost, but up until now | have always been able
to return to the light, leaving him behind me. But today, I'm doubtful...

Am | truly doing good? Or am | just like them? Was | wrong to adopt you? Have | robbed you of your childhood?..

All these questions that haunt me remain unanswered. These fears are the cross that | bear, that push
me to clean the city that rises from the filth, Sometimes | wonder, Jason, if your extreme ways are not the
answer. And whether | was wrong to want to bring you back to the light, my son.

These are his thoughts, and they terrify me! | dare to hope that | will never betray my up-bringing. But he's
making my job more and more difficult. By taking up his cape, | have the impression more and more that
he is taking me over.

Try to remember our values. They have made you what you are and what you must strive to stay.
Never make the choice to kill. Remember that this choice is too easy. By not doing so you will be able
to escape his hold over you. If I'm telling you all this today, it is because | no longer feel the strength
to put on his costume. | would like to appoint my successor as Batman..,

No... I cannot inflict that on them. After all, it was me that brought him to Gotham.
I alone must shoulder this burden.

Computer! Delete this message! Prepare the costume and the Bat-
moabile! We have work to do."

WAYNE MANOR

This expansion is dedicated to heroes. The players will confront each other in the Wayne Manor

as well as the various Batcaves hidden throughout Gotham City.

> WAYNE MANOR'S RULES
Il MISSIONS
Ill> GAME BOARDS RULES
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On the reverse side of the Wayne Manor Board, you will
find the night version of Crime Alley. This board can be
used for any missions using the Crime Alley board.

oooaaa —

The Batcaves make their appearance in this expan-
sion. The different Batcaves consist of one or more
levels. Each of these levels is represented by an inde-
pendant board. The only way to move from one
Batcave board to another is to use the elevator.
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Some missions in this expansion use the elevator as a
means of moving from one board to another. The ele-
vator rules are used if the elevator is included in the
mission setup.

. it is represented by a tile. The setup of the
mission being played determines its position on
the board. The elevator can only be placed on the
board’s elevator shafts. The elevator is a normal area.
Movements can be made and clear lines of sight deter-
mined as usual.

: they are indicated in this booklet by
red areas. The white arrow indicates the elevator's ori-
entation when it is on this space.

: they are indicated in the game
boards rules.

: the elevator can be moved once per
turn for each side by respecting the following rules.

If the elevator has not already been moved during the
side's turn, a miniature in an

can move the elevator towards an elevator shaft, called
the target space. To do so, they can:

Perform an
the

_

. In this case, -

Perform . The hack-
ing skill is taken into account. If successful, the
elevator is moved to the

If the elevator has not already been moved during
the side's turn, a miniature in the can
move the elevator towards an elevator shaft, called
the target space. To do so, they perform an

. In this case, the to the
elevator shaft of their choice.
Elevator movement steps:
1 can it.

To do so, their controller takes each leaving minia-
ture and puts them in the elevator's entrance area.

2o can it.
To do so, their controller takes each entering min-
iature and puts them in the elevator.

€ The player who moves the elevator takes the ele-
vator tile as well as all the miniatures and tokens
on it. They then move it to the target space, plac-
ing the elevator tile in the orientation indicated in
this booklet.

O can
the elevator; then
can it as well.
Y58 can
the elevator; then
can it as well.
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E 0 & atthe end of villain Turn 8, the game ends -

& the Court of Owls has erased all of Batman's evidence of their
existence -

& HERO: the hero has resisted the cold and prevented the vil-
0 lain from erasing evidence of the Court of Owls' existence -

& VILLAIN: the hero has succumbed to the cold or the Court of
Owls has erased all evidence of their existence -
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X3 MINIATURES

TALON

turn 6

“area 2"

turn 3

“"area 1"

BATMAN
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Bat-Robot is on the board.

o

complex manipulation of difficulty 3

“the Bat-Robot is neutralized.
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& at the end of villain Turn 6, the game ends -

% & The Riddler has discovered that the Batcave is in the basement of
’ Wayne Manor -

0 & HEROES: the heroes have detained the villain long enough for

the police to arrive -

& VILLAIN: The Riddler has discovered that the Batcave is in the
Q * basement of Wayne Manor -
[ 4
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complex manipulation of diffi-
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the Bat-Robot is on the board.

the Bat-Robot is neutralized.
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BATCAVE
ENTRANCE

&> at the end of hero Turn 6, the game ends -

&> the heroes have destroyed enough propagation stacks -
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<& VILLAIN : the heroes have not stopped the plants from g r‘W'ﬁt;]
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& attheendof h#ro Turn 6, the game ends -

& the Batcave defenses have been reactivated, driving the villains
away -
& Bane's explosives have been defused and the Batcave has been
é saved -

0 & HEROES: the bombs have been defused or the defenses Df the q
Butcuve have been reactivated - i ] .
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increases the dan-
gerous terrain level of the area by 2

increases
l the menace level of the area by 3

Q

automatic manip-
increases the dangerous terrain level of the ulation

area by 2
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plex thought of difficulty 6
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& at the end ch villain Turn 6, the game ends -

& Ra's Al Ghul has seized the demon relics and, with them, will be able to
increase his power -

-

v

& HEROES: the heroes prevented Ru s Al Ghul from selzmg all of
SCEPTER wscgaly  therelics - -
& VILLAIN: Ra's Al Ghul has seized the demon r,ej;.cs,und, vyu;h
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Garuda's Talons.

" ALFRED

Belphegor's Scepter.

Scales of Eons.

Thousand Night's Thurible.
i
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CATWOMAN
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Mask of Serenity.

automatic manip-
ulation

complex manipulation of difficulty 3
complex thought of difficulty 3.
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& at the end of hero Turn 8, the game ends -

& the heroes have managed to regain control of the Batcave -

& HEROES: the heroes have succeeded in regaining control of the Bat-
cave -

&> VILLAIN: the heroes have not succeeded in regaining control of
the Batcave -
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RED ROBIN

X4 MINIATURES

ka - a ranged attack characteristic of orange with reroll +

orange with reroll

- an automatic defense of 3

- 1life point

- 0 size index and 0 menace

- the nerves of steel skill level 4 and the gas immunity
trait
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complex thought of difficulty 6

complex thought of difficulty 3

\ Disable a Bat-Robot:

Disable the Defense Towers:

Activating the Elevator:

Activation of a Tower:

Activation of a Bat-Robot:







FféAME BOARDS RULES

%

1 » WAYNE MANOR
2 » BAT-COMPUTER ROOM

3 > ARMORY
4 » TROPHY ROOM

5 » DOCK

1 » WAYNE MANOR
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Elevation Orange area
. level 1 = boundaries
. Elevator's entrance area.
Elevation White area
level 2 boundaries
Special area Elevator shaft
| boundaries .
Wall Indicates the elevator

( X)) Levelxwall

tile's orientation
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Elevation
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Elevation
. level 1

Elevation
level 2

Orange area
@ boundaries

White area
boundaries

Special area
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Wall

( X 3 Level Xwall
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A level X climb can be performed between

those two aeras following the arrows' direction.

A level X fall can be performed between

those two aeras following the arrow's direction.

A level X climbs and falls can be performed
between those two areas.

The climb can be performed in both ways.

The fall can be performed following
the white arrow's direction.

Elevator's entrance area.

Elevator shaft

Promontory

Indicates the elevator
tile's orientation
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