Reveals an enemy Suspect.

b1 Burn 0 - When an enemy model
Reveals a friendly Suspect, place a new
Suspect in contact with a friendly model
that is not within 4” of that enemy model.
} A

The police were being especially thorough; nothing was
left to chance.

BTG - vz © KNIGHT MODELS
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1)< GutFeeling-Afried]ymoe >

— EJLUYRS cut Feeling « A friendlj' mod
performs the Arrest Special Action within
8" of a friendly Suspect.

m Burn 1. Cancel an Objective card used
as a Resource. That card is discarded.
.

Gotham will only be safe when these maniacs are
locked away.

GET THEM OFF
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OO Play when a friendly mode!
Sets a Suspect. Until the end of the Round,
that Suspect is alsa a Snitch marker that
cannot be Revealed or removed.

There are no enemy models within 4" of
the Snitch marker.

mA friendly model within 4" of a friendly
Suspect adds 1die to a Defense roll.
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LJLLIR ut Feeling « A friecﬂymoe >
Reveals an enemy Suspect.

b1 Burn 0 - When an enemy model
Reveals a friendly Suspect, place a new
Suspect in contact with a friendly model
that is not within 4” of that enemy model.
} A

The police were being especially thorough; nothing was
left to chance.
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VRS cut Feeling-hfriendlj' mue‘/

performs the Arrest Special Action within
8" of a friendly Suspect.

m Burn 1. Cancel an Objective card used
as a Resource. That card is discarded.
.

Gotham will only be safe when these maniacs are
locked away.
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Sets a Suspect. Until the end of the Round,
that Suspect is alsa a Snitch marker that
cannot be Revealed or removed.

There are no enemy models within 4" of
the Snitch marker.

mA friendly model within 4" of a friendly
Suspect adds 1die to a Defense roll.

| /T < Gut Feeling « A friendly mode

- RIS pioy when a friendly model

LJLLIR ut Feeling « A friecﬂymoe >
Reveals an enemy Suspect.

b1 Burn 0 - When an enemy model
Reveals a friendly Suspect, place a new
Suspect in contact with a friendly model
that is not within 4” of that enemy model.
} A

The police were being especially thorough; nothing was
left to chance.
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performs the Arrest Special Action within
8" of a friendly Suspect.

m Burn 1. Cancel an Objective card used
as a Resource. That card is discarded.
.

Gotham will only be safe when these maniacs are
locked away.

© 8 ™ SATMAN. (518) BTEaNZ- V02 © KNIGHT MODELS

Sets a Suspect. Until the end of the Round,
that Suspect is alsa a Snitch marker that
cannot be Revealed or removed.

There are no enemy models within 4" of
the Snitch marker.

mA friendly model within 4" of a friendly
Suspect adds 1die to a Defense roll.
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l: If anyone discovers his hidden intentions, he'll be dead l: If anyone discovers his hidden intentions, he'll be dead l: If anyone discovers his hidden intentions, he'll be dead
= by dawn... = by dawn... = by dawn...
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LIRS out Feeling « At least 2
friendly Suspects are within 2° of an edge
of the Gaming Area.

The opponent Move 2 of these Suspects 4.

Tarqet an enemy model within 4"

of a friendly Suspect and perform a
Ranged Attack with the following profile;
(&% /@ 1/ Firearm)

© 8 ™ SATMAN. (518)
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—

(o]

o

Leld

= YR 1 friendly model inflicts

LLJd | Damage on an enemy model that did not

'c',"': have LoS to the attacker at the start of
the attacker’s activation.

L—

g During a friendly model's activation
with Rank: ¢, & or @, it may perform a

= free Manipulate action.

E ~

== | am the night.

[—
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LIRS out Feeling « At least 2
friendly Suspects are within 2° of an edge
of the Gaming Area.

The opponent Move 2 of these Suspects 4.

Tarqet an enemy model within 4"

of a friendly Suspect and perform a
Ranged Attack with the following profile;
(&% /@ 1/ Firearm)
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LLJd | Damage on an enemy model that did not

'c',"': have LoS to the attacker at the start of
the attacker’s activation.

L—

g During a friendly model's activation
with Rank: ¢, & or @, it may perform a

= free Manipulate action.

E ~

== | am the night.
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LIRS out Feeling « At least 2
friendly Suspects are within 2° of an edge
of the Gaming Area.

The opponent Move 2 of these Suspects 4.

Tarqet an enemy model within 4"

of a friendly Suspect and perform a
Ranged Attack with the following profile;
(&% /@ 1/ Firearm)
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L NRUIRA ) friendly model within 8 of a
friendly Suspect inflicts & with o Ranged
Attack.

Change all inflicted & to *.

m The active friendly model can use this
activation the Arrest trait as a Free action.
—~p

They might be evil, but killing them makes us just as
bad as they are.

© 8 ™ SATMAN. (518) BTEA0E - V02 © KNIGHT MODELS

on . o 0 = RSIRUIRA 1 friendly model with the

= PEIVIRY / friendy model within8"of o | = [SRUIMA A friendly model within8"ofa | &3 | Detective trait Reveals an enemy Suspect

= | friendly Suspect inflicts & with a Ranged = | friendly Suspect inflicts & with a Ranged @ | atleast10” away from the edge of the

=T | Attack. =T | Attack. € | Gaming Area.

=2 | Change allinflicted o to * =2 | Change allinflicted o to * =

g i g i : Move two enemy Suspects 206"

|— m The active friendly model can use this |— m The active friendly model can use this Py ggfetggv?}v;rigs a friendly model with the

5 activation the Arrest trait as a Free action. 5 activation the Arrest trait as a Free action. = :

r e r e = ~y

= They might be evil, but killing them makes us just as = They might be evil, but killing them makes us just as g ;?g.ﬂﬁzgvcf v e cime is o [l To:

= bad as they are. = bad as they are. — ¥
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UNCOVERED TRUTH

‘

\
§
)

IR 1 friendly model with the
Detective trait Reveals an enemy Suspect

at least 10" away from the edge of the
Gaming Area.

Move two enemy Suspects 206"
directly towards a friendly model with the
Detective Trait.

e

The best way to solve the crime is to follow the train
of evidence.

© 8 ™ SATMAN, (515) BTEaT - vz © KNIGHT MODELS

SIRIRS imited- Target a friendly
model. When that model Reveals an enemy
Suspect, place 2 @) markers an this card.
Score when this card has more @)
markers than enemy Suspects in play.

Burn 0 - The active friendly model
within 8" and LoS of a friendly Suspect
gains a free Manipulate action.

ol
The world doesn’t make sense until you force it to.

©& ™ SATMAN, (523) BGLOD1 - v02 © KNIGHT MODELS

WAIT FOR BACKUP

UNCOVERED TRUTH

‘

\
§
)

w I @ Play when a friendly model with the
Cop Trait Sets a Suspect. Target an edge of the
Gaming Area and place a Timer 103+2 on this card.

Score when the counter is reduced to 0 and
that model is within 4" of the targeted edge not
suffering KO.

m Choose 1friendly model with Name:
Unknown, Rank: &, and the Cop Trait, that has
been removed as a Casualty. Place that model
in your DZ. It cannot activate this Round.

g

Having fallen prey to the Joker's ambush, they can only
hape someone has heard their cries for help.

© & ™ SATMAN, (515)
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SIRIRS imited- Target a friendly
model. When that model Reveals an enemy
Suspect, place 2 @) markers an this card.
Score when this card has more @)
markers than enemy Suspects in play.

Burn 0 - The active friendly model
within 8" and LoS of a friendly Suspect
gains a free Manipulate action.

ol
The world doesn’t make sense until you force it to.
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WAIT FOR BACKUP

UNCOVERED TRUTH

w I @ Play when a friendly model with the
Cop Trait Sets a Suspect. Target an edge of the
Gaming Area and place a Timer 103+2 on this card.

Score when the counter is reduced to 0 and
that model is within 4" of the targeted edge not
suffering KO.

m Choose 1friendly model with Name:
Unknown, Rank: &, and the Cop Trait, that has
been removed as a Casualty. Place that model
in your DZ. It cannot activate this Round.

g

Having fallen prey to the Joker's ambush, they can only
hape someone has heard their cries for help.

© & ™ SATMAN, (515)

BTEas - voz © KNIGHT MODELS

SIRIRS imited- Target a friendly
model. When that model Reveals an enemy
Suspect, place 2 @) markers an this card.
Score when this card has more @)
markers than enemy Suspects in play.

Burn 0 - The active friendly model
within 8" and LoS of a friendly Suspect
gains a free Manipulate action.

oot
The world doesn’t make sense until you force it to.
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g . Target a friendly Suspect. It g : Target a friendly Suspect. It r

= | isalsoa Clue marker (place a Numeric = | isalsoa Clue marker (place a Numeric o -

€ | Counter with a value equal to 4-X where X € | Counter with a value equal to 4-X where X =

Ly | isthe number of friendly scored Uncovered L | s the number of friendly scored Uncovered Lid -

=x= | Truth Objective cards). A friendly model =x= | Truth Objective cards). A friendly model = v

== | can Manipulate a Clue to reduce the value == | can Manipulate a Clue to reduce the value == | model with the Cop trai ;

el = p trait and without

% by 1. Then the opponent Moves it 8”. % by 1. Then the opponent Moves it 8”. L Incarruptible trait Sets a Suspect

= | Score when the counter is reduced to 0 or = | Score when the counter is reduced to 0 or g within 8" of an enemy model and no other

== | anenemy removesit. == | anenemy removesit. == | friendly model has LoS§ to the Suspect.

(=] (=] 'E

:.' The active model gains a free Reveal j The active model gains a free Reveal 5 AN | ook ot the opponent’s hand, and

€ | Manipulate action. € | Manipulate action. discard one of their cards.
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&

DETECTIVE WORK

o

MONITORING

/I < Gut Feeling « A friendly

PLANTING EVIDENCE

"..,_

-

model with the Cop trait and without
the Incorruptible trait Sets a Suspect
within 8" of an enemy model and na other
friendly model has Lo$ to the Suspect.

k1 Look at the opponent’s hand, and

discard one of their cards.

© & ™ BATMAN. (£23) LAWDOZ - Va2 © KNIGHT MODELS

IR cut Feeling « A friendly model
with the Detective trait Sets a Suspect
completely within the enemy DZ.

m Target an enemy model without a

Suspect within 4”. The opponent chooses
to either Set a Suspect in contact with the
target or you gain 2 Resource points.

© & ™ BATMAN. (£23) LAWDO3 - vz © KNIGHT MODELS

®

N Limited « Play when an enemy
model performs a Movement action. Place a
@) on this card when a friendly model Sets a
Suspect within 8 of that enemy. Place 3 @)
instead if that friendly model has the Cop trait.

Score when this card has at least 6 @).

At the end of an enemy model's
activation, a friendly model gains 2 §.
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IR cut Feeling « A friendly model
with the Detective trait Sets a Suspect
completely within the enemy DZ.

m Target an enemy model without a
Suspect within 4”. The opponent chooses
to either Set a Suspect in contact with the
target or you gain 2 Resource points.

© & ™ BATMAN. (£23) LAWDO3 - vz © KNIGHT MODELS

DETECTIVE WORK

SILIRS Limited - Play when an enemy
model performs a Movement action. Place a
@) on this card when a friendly model Sets a
Suspect within 8 of that enemy. Place 3 @)
instead if that friendly model has the Cop trait.

Score when this card has at least 6 @).

A At the end of an enemy model's
activation, a friendly model gains 2 §.

MONITORING
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DETECTIVE WORK

-

MONITORING

IR cut Feeling « A friendly model
with the Detective trait Sets a Suspect
completely within the enemy DZ.

m Target an enemy model without a
Suspect within 4”. The opponent chooses
to either Set a Suspect in contact with the
target or you gain 2 Resource points.
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SILIRS Limited - Play when an enemy
model performs a Movement action. Place a
@) on this card when a friendly model Sets a
Suspect within 8 of that enemy. Place 3 @)
instead if that friendly model has the Cop trait.

Score when this card has at least 6 @).

A At the end of an enemy model's
activation, a friendly model gains 2 §.
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