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BATMAN Combat re�exes:
Whenever any Zombies spawn 

within Range 0-1 (and before any 
Rush), the Survivor may immediately 

perform a free Combat Action against 
them. This Action may eliminate more 

Zombies than have spawned. Ranged 
Actions must still be aimed at the Zone 

where the Zombies spawned. The 
Survivor may use this Skill once per 

Zombie card drawn.

Sidestep:
Whenever any Zombies spawn within Range 

0-1 (and before any Rushes), the Survivor 
may immediately perform a free Move Action. 

The Survivor does not spend extra Actions to 
perform this free Move Action if Zombies are 

standing in their Zone. The Survivor
may use this Skill once per

Zombie card drawn.1
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Charge:
The Survivor can use this Skill once during 
each of their Turns, for free. They move up to 2 
Zones to a Zone containing at least 1 Zombie. 
Normal Movement rules still apply. Entering a 
Zone containing Zombies still ends the Survivor’s 
Move Action.

Hit & run:
The Survivor can use this Skill for free just after they 
resolve a Melee or Ranged Action resulting in at least 
1 Zombie being eliminated. They can then
make a free Move Action. The Survivor does
not spend extra Actions to perform this
free Move Action if
Zombies are standing
in their Zone.
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Jump:
The Survivor can use this Skill once 

during each of their Turns. The Survivor 
spends 1 Action and moves 2 Zones. 

Ignore everything in the intervening Zone, 
except walls and closed doors.

Movement related Skills (like +1 Zone per 
Move or Slippery) are ignored, but Movement 

penalties (like having Zombies in the starting 
Zone) apply.

Taunt:
The Survivor can use this Skill once during each 

of their Turns, for free. Select a Zone up to 2 
Zones away from the Survivor and having a clear 

path to the Survivor (no walls, closed Barricades, 
or closed Doors). No Line of Sight is needed. All 

Zombies standing in the selected Zone immediately 
gain an extra Activation. They try to reach the 

taunting Survivor by any means available. Taunted 
Zombies ignore all other Survivors. They do

not attack them and leave the Zone they
are standing in if needed to reach

the taunting Survivor.1
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