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WELCOMETO JUSTICECITY!

Meteors are crashing down across the city, each capable of bestowing
mysterious powers: turning everyday citizens into superheroes!

Crime and catastrophe are rampant in Justice City so now is your
chance to get out there and make a name for yourself!

Do you have what it takes to be the most celebrated hero?

WINNING THE GAME

The first pl
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Place the game board in an easily accessible place The Industial District

to all players. Canstruction Ste 3

Chemical Plant

Crime tokens

Each player collects a character board, 1) as well as their A
chosen hero’s fame tokens(2) and standee. 2 Players

also collect 6 stamina cubes () each and the perk card(:) Sover ot
for their characters district (see character board for district )
and starting locations).

Place the Police car on the Police Station in the center of
the board. The starting player will choose which direction
the Police Car moves at the end of their turn.

Remove the back of the crime tower, mix the CRISIS!
tokens and numbered crime tokens location side up.
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Split the Event cards into 3 separate decks
(one for each level) and shuffle each one.
Randomly choose a level 3 Event card and
return all other level 3 cards to the box
(This will be the final event of the game).

Shuffle the Hero, CRISIS! and Power decks, take the top 3 Power cards
and place them face up near the game board with a stamina cube .
on each (also add the power cube (¢ )for Speed or Strength).

Deal all players two cards from the Hero deck, these will be your
starting hand of cards for the game.

SHORTCUT!
—_— MM6CUBES

g The hero deck contains two types of card, strong cards (7 and

weak cards, 2 strong cards show a value along with a bonus
or penalty 10 associated with a district, these
cards show your hero doing heroic deeds.

Weak cards reflect the struggle your Hero
had to go through in completing the event,
these cards are always worth +1, however
you will lose one fame (from the current
event) for every weak card you use.

In the example shown here the event will ﬁsfwME::
cost 6 hero points to resolve, if none of the
penalties or bonus’ are in effect this player would have +5

from their strong cards and a +1 from their weak card,
completing the event but only claiming one fame. = |

At the start of a round, all players assign stamina

activities; move, action or training. Stamina cubes car
except when you Exert (see explaination on the next pa
their stamina cubes on their character board, the round b

MOVEMENT ACERE ACTION ACEVE TRAINING

ACTIVE USED @ . ACTIVE USED @ ACTIVE USED

MAXIMUM 6 CUBES USED MAXIMUM 6 CUBES MAXIMUM 6 CUBES
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Players may complete activities designated by the placement of their OVEME
stamina cubes in any order. You may also Exert,(1) to do this remove .vl h
one of your stamina cubes from your board during your turn in order
to reassign another stamina cube (2 )to movement, action or trade

(you can Exert as many times as you have cubes, all cubes can be MAXIMUM 6 CUBES
used again on your next turn).

ACTIVE USED

After resolving your stamina cubes, move on to the Police and crime ACTION
token stage before ending your turn (see pages 9 and 10). _
"TNE

USED

MAXIMUM 6 CUBES
Movement allows a player to move to connecting areas of the city

along the connected lines - (one movement per cube).

TRAINING
B
Stamina cubes assigned to action allow you to do multiple things ACIIVE USED
dunng your turn, fz'om claiming powers, resolving events and crime

MAXIMUM 6 CUBES

tokens to ridin vay  for a quick short-cut to your next destination.

Y MV Y YT e

1

@ The Pojects

* Lyon Estates




ACTION - Resolving Crime Tokens

If you move to a space containing a crime token, any stamina cubes dedicated to action can
be used to solve these petty crimes.
(6] (5)
/@B CHB®B
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Flipping over a crime token (this doesn’'t use a stamina cube)
will often display a number from 1 to 3.

This indicates the number of stamina cubes required to solve
the crime and claim the token (see page 13). (5) CRIME POINTS
(¢) CRIME LOCATION

ACTION - Resolving Events

Events can be solved by committing hero cards (see page 12) but also require a single
stamina cube in action to resolve the Event.

ACTION - Claiming Powers

Players must use crime tokens in their personal supply and a 4ta e .g::btain
a power (see page 11) upon reaching its location. )
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'|- ACTION - Riding the Subway

Stamina cubes can also be used to take the suay (se ‘
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Training allows players to swap a crime token for cards from the
hero deck (one cube per training action), the crime token is then
returned to the tower.

The number on the crime token determines how many cards the Wiy .
player can look at from the top of the hero deck before choosing _ /?// 3
one and returning the others to the bottom of the deck. < %am/j
If you decide to use a crime token with a value of 1,  you take “Zin "ﬂ",ﬁ‘;"' Dawinior

the top card from the hero deck and add it to your hand. 1 *

K

For a crime token showing a2, take the top two cards from the
deck, keep one and discard the other to the bottom of the deck.

top three cards from the deck, keep one
and discard the others to the bottom of
the deck.

For a crime token showing a3, take the ! E

Players may only hold up to four cards at a
time. i
CATCHING THE TRAIN

At the end of each training action the active
. e or Harbour Districts
player must discard down to their hand limit. N

All discarded cards go to the bottom of the
hero deck.

\\ -.. b ) g — ) ' Tl
BIG IN JAPAN DOWN WITH THE KIDS FRIENDLY NEIGHBOUR
Big Brand Deal. +1in the Projects Confront Vandals.
+1in Downlown +1 ‘4o Suburbs
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The JCPD are doing what they ¢an
to maintain order, but they can only
do so much! They are also clamping
down on these up and coming heroes.

At the end of each players turn,
advance the Police car(4)a single
space in the direction it is facing.

If it is waiting at a junction, (5) the active v R W

player may choose its new direction. N “"ﬂ &
y it %ﬁ N HolScoop

The Police car may not go backwards (¢)or enter districts,@m*' N -

however when the car lands on the entrance to a district:

all crime tokens within that district are returned to the tower.

y -
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D x City Dump

District entrances are marked with a star icon. (&

Whenever the Police car reaches a crime token, ®
it is returned to the tower.

If the Police car lands on a players space 0'then
that player must discard their highest valued crime
token to the tower (if possible) and immediately
move to the Police station. If a player is already at
the Police station nothing happens.

Hot Scoop

Players may move through a location containing the
Police car as normal during their turn, but cannot
end their turn on a space with the Police car.

If the Police car is blocking a Power or Event Hot
Scoop ' location then you cannot release a power
or event whilst the Police occupy that space.

.

If the Police car is on the Hideout space and a

a  Construction Site
O - token needs to be placed in that location, move the

- Police car back to the Police station and place the
. “ " token on the Hideout,
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Downtown

Retrieve two new crime tokens from the crime tower ' and
place them location side up (keep the underside hidden) on
the space designated on the token.

If the location is occupied by the Police car - or a crime token,
place the token onto the Hideout - and end your turn (see page
13 for more on crime tokens).

Hot Scoop

a~\"
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Saving the city will require
awesome superpowers!

When a player lands on a
Power Hot Scoop,(5) they may
add a power to the board (once
per turn), this does not use a
stamina cube.

The active player chooses one
of the three face-up power
cards ¢ )and rolls two dice.

If doubles are rolled then the
power must be placed in that
district, otherwise the active
player chooses a location
(® NATURE @ @TELEKENI%! (® STRENGTH W based on their dice roll (districts
THORN‘ _RgNg_ UNCANNY, 1! T | are numbered on the board

P : 16

Use a power token to mark
its location and a corresponding

—~ Tiopy) — token to mark the power card.
TRAVEL USING A NATURE PATH | F

N©@ COST FOR GREEN TOKENS'

“Maving 1o a new lacalion cosls ene movemen]
"Ressive CRISIS! lokens

Once the location of a power
card is revealed, it is available
to all players.

required to obtain the power upon reaching its Iocatlon (s’p"eﬁi_‘, rime tok
tower) To claim a power you must reach the Iocatlon commlt ar i

card and places it next to the board.

Once players obtain power cards (maximum of two, these cannot be changed), slide them into
the available spaces on their character boards to create their unique superhero identity.

They also gain an additional stamina cube  from the supply (one stamina cube per power,
speed and strength also gain a power cube, ' these are assigned and used straight away).



Landing on an Event Hot Scoop (1) allows s
players to reveal an event, this does not use a j
stamina cube (once per turn). Players start by
releasing level 1 events. If a player decides to
increase the event level when releasing the
next event, and there are still lower level cards
remaining, these cards are discarded from the game.

The active player rolls both dice, then chooses one of

these two locations (districts are numbered 1-6) to place the
event onto the board. Mark its location using an event token
(see card for location symbol) - and add a corresponding
token onto the event card.

To complete an event: a player must reach the event
location and dedicate an action cube to resolve it.

.&. g The player must then commit hero cards from their hand
@ CANGRAMBAGE containing enough hero points ~ to resolve the event, these

cards are returned to the hero deck and then the deck is
shuffled.

Each event will have a set of specific powers = shown on the
e —— card, the right hero for the right job!
the city
i, 09 =i The active player will require -1 hero points for each power that
¢ . they possess. If the event is successfully resolved, the active
player gains fame for that district. They may place their fame
tokens on the spaces indicated on the event card in that
DOWN WITH THE KIDS district, if these spaces are already occupied by other player
o e A tokens then they are returned to their respective player and
: the space is claimed by the active player.

/7
Q‘/ % Fame token spaces may only hold one token each. Event and
. MmMe__ § Power Markers are used to make it clear what Event/Power
CATCHING THE TRAIN is at each location.

-2 if in the Industrial, Financial
or Harbour Districts




When a player lands on a crime token, they MAY
flip the token and reveal the petty crime taking place,
this doesn’t use a stamina cube.

If a crime token displays a number (9) it indicates

the amount of dedicated action cubes required to
: solve the crime and claim the token. If the active
player doesn’t have the required action cubes, the
crime token remains in place for any players to
claim in future turns. Only numbered crime tokens
can be used when training.

Crime tokens can also contain a CRISIS!(0) A revealed CRISIS! must be
resolved immediately by turning over the top card of the CRISIS! deck and
dedicating crime tokens for its resolution. (1)

Successfully resolving a CRISIS! allows the active player
to place a fame token in the first available space in their
| current district. Retain the CRISIS! token by your player s,
| board, these can be used to break end game ties [
I (see page 16).

If there are no available fame token spaces, the

active player decides which fame token to remove
y i CEETR IR T
L . and then places their fame token in the new space.

- A
-‘1 If thJ player cannot resolve a revealed CR‘I!ISI_ﬁ I

- they must remove one of their own fame tokens

& from their current district if able to do so. . e

The CRISIS! token is then returned to th

_ then shuffled to form a new deck.

.



When a player holds the most amount of fame in a specific district, they claim the perk for
that district from the perk deck. These cards contain additional abilities gained by having the
support of the local community. The perk abilities are described on the perk cards.
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DOWNTOWN

FREE SUBWAY!

Ride the Subway for free’
“No aclion cubes required, once per furn

ART OF THE GAMBLE

When you resolve a crime token, choose fo
swap it for the next in the Tower’
1 a CRISIS! foken Is revealed it has fo be resolved as normz

If another player gains dominant
fame in a district, they steal the perk
card from their opponent, if fame is
tied, no one can use the perk and it
is returned to the perk deck.

A player may only hold 2 perk cards
at a time, if they gain additional perks
then they must discard one of their
exisiting perk cards back to the deck.

Discarded perk cards do not have
any effect.
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STARTING GAME ADVICE

The Captain starts the game with the Harbour
perk, granting you a short-cut across the lower
part of the board, pairing this with the power of
Flight will extend your range even further.

EMIKO-EDG
The Chemist can create a powerful custom
short-cut, placing one in your starting district,

then heading to the opposite side of the board to
place another will open up good opportunities.

As security, you hear a lot of gossip, this allows

you to look at, then return face-down any crime
tokens on the board, allowing you to plan ahead
and avoid CRISIS! tokens if you wish to.

As a journalist yo’ﬂ/ ) W
Resolving a crime token with a value of
then using your starting perk to swap it for the
next in the tower could be a worthwhile risk!

Hero cards 'a-ua‘ﬁ: you to resolve events and
gain fame. Your starting perk lets you see an
extra card when training, get those cards early

so that you are ready!

- —



For an alternative short game, reduce
the amount of fame tokens required to
win the game.

When a player resolves the level 3
event or places their final fame token,
complete the current round and end
the game.

The player with the most fame tokens
on the board wins!

If there is a tie, count the event levels on
any completed event cards, and gain a
+1 for any claimed CRISIS! tokens.

The highest score wins.

If there is still a tie, they

share the victory. e le:

5 end game
points.
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