'[ MICHA GIZH:EBIIJWSKI] A /\ /\

1-4 30 MIN




In Jetpack Joyride, players simultaneously race to escape their individual
Labs. trying to grab coins and complete Missions along the way. After each
run, players get new Gadgets that give them special abilities and help them
score more points. The player with the most points after the third run is
declared the winner.
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GAME PREPARATION E

Each player gets a random set of four Lab cards numbered from 1 to 4, and puts
them in front of them in ascending numerical order, from left to right. Which side
of the Lab cards you are using should be random.

Variant: to adjust the level of difficulty some players may use hard @ Lab cards
with numbers 1and 4. If some of the players are more experienced than the others.
they should get one or two hard Lab cards. instead of standard ones.

IN THE MIDDLE OF THE TABLE PUT:

© All Track tiles for the game in a shared pool in the center of the table.
® When playing with 3 players put randomly around 12 of all tiles back in the box.
e When playing with 2 players put randomly around 25 of all tiles back in the box.
© All Gadget cards in a shuffled, face-down pile.
© AllMission cards in a shuffled, face-down pile.
e Before eachrun, draw and reveal the top three Missions from the deck.
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A game of Jetpack Joyride consists of three rounds. In each round players go through three phases:
1) Run. 2) Score and 3) Cleanup.

FiilRJG UlNG: RUIN

When everybody is ready, the run starts when the youngest player shouts: "Run!” In Jetpack Joyride there are
no turns - players grab Track Tiles (though only one at a time!) and place them in their Labs as fast as they

can. Each player builds continuous path of tiles. to mark the route Barry is taking through their Labs.

WHEN PLACING A TILE, PLAYERS MUST FOLLOW THESE RULES:

/

Every Track Tile has twao
ends. Squares at the ends
are called terminal squares

Players start the run from outside of their Lab.
The first Track Tile must be placed so that at
least ane of its squares is outside the left edge
of the player’s first Lab sector. ol

Then players continue marking the route through
the Lab. Each next tile placed must have a
terminal square touching the terminal square of
1| the last tile placed. The terminal squares must be
v ortho%unallg adjacent - corners touchlng is nat
[ enough!
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When marking the route, only adjacency of terminal
squares matters. Other squares of tiles may be
adjacent to each other but do not have to be.

/TI|ES may not be placed to
cover obstacles (zappers,
m|55|les Iasers) \
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" Tiles must connect orthogonally.
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Tiles mal_‘ﬂlmt overlap. L=

Tiles may not have any squares above

\ur below the Lab. /

A player may remove an already placed Track Tile, putting removed tiles immediately back into the pool in the middle
of the table. However, tiles must be removed one at a time, and players have to start from the last-placed tile and
then continue going back if they want to remove more then one tile.



THE RUN PHASE ENDS IMMEDIATELY WHEN:

® Any player escapes their Lab by placing a Track Tile so its terminal square is
beyond the right edge of the last sector in their Lab and shouts “I've escaped!™.

@® Everyone passes by shouting "Pass!” because no Track Tile available in the pool
can be legally placed in their Lab, or they do not want to place any more Track Tiles.
® Thelast Track Tile is drawn from the pool. and placed in a player’s Lab.

If any one of the three conditions above applies the Run phase ends
immediately and no player is allowed to place any further tiles in their Lab.
even if they have one in their hand.
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CALCULATE EACH PLAYER'S SCORE FROM THE RUN AND WRITE THEM
DOWN ON THE SCORE PAD:

® Players get 1 point for each coin they collected by placing a Track Tile over it.

@ Players get points equal to the number of stars on the Missions they completed. Each Mission may be
completed by more than one player, but a player may only score each Mission once even if they manage
to fulfillits requirements more than one time.

® Players may get bonus points from using Gadgets, as explained on the Gadget’s card.

@ Players lose 3 points for each Track Tile they placed that violates any of the placement rules.

After scoring is complete, reveal a humber of Gadget cards equal to the number of players. Starting with
the player who got the lowest scare in this round (the player who made it furthest right in their Lab wins
ties). each player picks one of the revealed Gadgets and puts it in front of them. Players keep their selected
Gadgets until the end of the game and may use them in every round after they acquire them - so in the third
round each player will have a collection of two Gadgets!

The game ends after scoring the third round’s run. Add each player's scores for all three rounds together, and
the player with the highest total score wins the game! (Break ties by checking who went furthest through
the Lab in the last run.)

For detailed
explanations on
Missions, check

page 7

For detailed
explanations on
Gadgets, check
page 8
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SCORING EXAMPLE
/

run is: 13+8+4+6-3=28 points.
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Barry just finished his third and final run. He collected 13 coins total. earning 13 points. He completed two Missions (“Run
18 Blocks on Foot” far and "Complete 3 sectors” for ) and earns 8 points. He didn’t
fulfill the Mission: "Place 4 full tiles in one sector”. He scored 4 points using the Gemology Gadget énd 6 points using his
Air Barrys. Unfortunately he unintentionally covered one zapper. and loses 3 points for that. Barrg s total score for the




PHASE THREE: CLEANUP

AFTER THE FIRST AND SECOND ROUNDS: EXCEPTION!

If you are playing
Return all Track Tiles from your Lab cards to the pool. a 2-players game,
do not pass your
Lab cards after the

second round: flip
@® Each player passes their Lab cards to the player on their left. them over instead.

N
SOLO-PLAY VARIANT

You can have Jetpack Joyride fun without the need for any other players!
The setup for solo play is similar to multiplayer setup. The changes are:

@® Discard the previous round’s Mission cards and reveal 3 new
Missions.

@ Remove 2 Track Tiles of each shape, and put them back in the box (you will have 48 tiles remaining).
& :Escape the Lab, Complete 3 sectors.

):

Return all removed elements to the box. Scoring rules are the same as in a multiplayer game.

® Remove the following Mission cards. marked with a

@ Remove the following Gadget cards, marked with a Insta-Ball, Turbo Boost and Freeze-o-Matic.

Tile placement rules are the same as in a multiplayer After scoring, reveal 2 Gadget cards. and pick any
game. one of them. You keep Gadgets till the end of the

Arun ends when you escape the Lab. or there are no game; and mat use them in eve e ISR SED

Track Tiles left in the pool.

During each round’s Cleanup phase:

@ DONOT return the tiles to the pool and instead return them to the box - each tile may be used only once per game.
® Reveal 3 new Missions.
® Dealyourself a new random set of Lab cards.

A solo-play game ends after scoring your third run. Check your total score for all three runs against this table
to see how well you did:

<68 Eat more Steakfries, then try again. 9l-188 Grabbing coins like Pablo EécuBarrg.
61-78  Youmight be Barry, but you're certainly not Allen. ~ 181-118 Charging like a Barryum superconductor.
71-80 Heading down to StrawBarry Fields. >118 You're Barry Houdini: the Lab Escape Artist!

81-98 Like Barry Cooper going for a High Five.



MISSIONS SUMMARY

NEAR-MISS RULE: some of the Missions refer to objects s_scientists or obstacles) near-missed.

To near-miss an object a player needs to place one of their
COMPLETED SECTORS:

ome of the Missions refer to com

rack Tiles orthogonally adjacent to it.
leted sectors. A sector is completed if

a player already left it (sbg placing at least one square of a ?rack Tile in the next sector).

MISSION )

ESCAPE THE'LAB

@ *rF

MISSION #

COLLECT S COINS'IN'A'SECTOR

arrr

MISSION

RUB YOUR HEAD ON THE RODF
FOR 10 BLOCKS

@ P b K

MISSION

DON'T TOUCH THE RODF AND
FLOOR IN'A COMPLETED SECTOR

arrrr

MISSION

COME BACK' TO/A'SECTOR YOU
ALREADY'COMPLETED

: Bakaia

MISSION

JON'T HARM (DON'T COVER)
ANY SCIENTISTS

7
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Place a Track Tile so its
terminal square is begyond the
right edge of Lab Sector 4.

Don’t use this Mission in solo
mode.

Collect all five coins in any
single sector.

Anywhere during your run;
_place Track Tiles that Vcovejr
at least 18 blocks in the top-
most row (the blocks don’t
have to be consecutive).

! >
Don’t place Track Tiles that

cover-any block-in both the
top-most ‘ and| bottom-most
rows in a single Lab sector
you completely went through.

Make your route of tiles come
back to the sector you have
already left.

Do not cover any block with
ascientist.

T RUN 10/ BLOCKS ON FOOT

_MSSON

COMPLETE 3 SECTORS
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MISSION

COLLECT NO'COINS
IN'A'COMPLETED/SECTOR

b
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Have at least 3 Lab sectors
completed.

Don’t use this Mission in solo
mode.

Do not collect any coins in a
single sector you completely
went through.

Anywhere during your run,
place Track Tiles that cover
at least 18 blocks in the
bottom-most row (the
blocks don't have to be
consecutive).

MISSION #

NEAR-MISS ALL DBSTACLES
IN A SECTOR

b

MISSION

PLACE 4 FULL TILES
IN/ONE SECTOR

v A T

MISSION

HIGH FIVE (NEAR=MISS)
3 SCIENTISTS

arrrr
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In any--one-.Lab - sector,
near-miss [every obstacle in
thatsector. |

Place at least 4 Track Tiles
inside the lsame Lab sector.
Nosq 1ares of those tiles may
be placed in other sectors.

During your run near-miss at
least 3 scientists.



MISSION
DON'T: GO DDWN
IN'A COMPLETED SECTOR

@ P b b Fe

MISSION

USE AT MOST 2 TILE SHAPES
IN A COMPLETED/SECTOR

v Rl

MISSION

NEAR-MISS AN OBSTACLE FROM
ALL 4 SIDES

B

\

TURBO BODST

In a sector you have already
left. no square of placed
Track Tiles can be lower than
any square precedingit.

In a sector you have already
left, Track Tile that have
at least one square in that
sector, may be of at most
two different shapes.

Near-miss an obstacle from |

left. right. top and bottom

INSTA-BALL

MISSION
DON'TIGO UPIN
A COMPLETED/SECTOR

A

MISSION

LEAVE SECTOR ATi THE SAME
LEVEL YOU ENTEREDIT!

* Baaa

In a sector you have already
left, no square of placed
Track Tiles can be higher than
any square preceding it.

Have a Track Tile cross the
right edge of Lab Sector in
the same row that another
Track Tile crosses the left
edge of that sector.

GADGETS SUMMARY pe®

FREEZE-D-MATIC

You may uThousé any two |

| tiles! fromthe ' pool-and

_ place them on your Lab |

|and place them on this |

Before eachrunchoose2 |
Track Tiles from the pool |

card, After the frun ends
you may (bt are not
required to) place [the |

ge: HE

" BEFORE RUN émirys

* befare eachrun begins. l

Don't use this Gadget in

£ RUN ST
PLACE 2 TILES IN YOUR | SOlomode. ERAEM N YOUR LAG.
LAB. AFTER RUN ENDS,
65-01 65-02
GEMOLOGY FLYING PIG

- FOR EVERY 3
COINS YOU COLLECT.

65-04

You score | point for each
full set of 3 coins you
collect during a run.

#-7 7 FOREVER

8 COINS YOU COLLECT.

65-05

tiles, following all normal |
placement rules;

|
Don't use this Gadget in i
solo mode.

You score 3 points
for each full set of
8 coins you collect |
during the run.

FR
AND PLACE

YOURLAB. /¢
65-03

EZY-DODGE MISSILES

7 FOR EVERY MISSILE
YOU NEAR-MISS

ss0s FROM FRONT.

Once during each run, you
may shout: “Freeze!” and

his tie you may pick
any-one-Track Tile from
he pool and place it in

& -your Lab. After you shout

‘“Unfreeze!" (or after 18
~ seconds if you do not).
the game continues.

‘Don't use this Gadget in

- solo mode.

You score | point for each
missile obstacle in your
Lab which near-missed
onits left side.



MISSILE JAMMER

YOU CAN FLY THROUGH
o MISSILES.

S ———

GRAVITY BELT

DROP OFF THE RODF.

65-10

NERD REPELLANT

- FOR EACH
SCIENTIST YOU DON'T
oo TOUCH.

—_— )

FRUIT JETPACK

- FOR EACH TILE
THAT DOESN'T COVER

A COIN.

Youmayplace Track Tiles
over missile ohstacles
without any penalty.

Yougete puinfs each
time you go down from
the top-most row.

You get 1 point for each
scientist you neither
covered nor near-missed.

You get 1 point for each
Track Tile youused during
the run that doesn't
cover acoin.

LT

DEZAPINATOR

YOU CAN FLY THROUGH
ZAPPERS.

‘ LUCKY LAST

7 FOREVERYTILE
YOU USED SAME AS
FINAL TILE YOU USED.

65-14

AIR BARRYS

You may place Track
Tiles over zapper
obstacles without any
penalty.

JUMP OFF THE FLOOR.

65-08

COIN MAGNET

. ,ﬂ‘_mL,Lf

You get 4 paoints at the
endof eachrun.

SEEr

i

NEAR-MISSED.

65-12

;' BUBBLE GUN JETPACK

You get 1 point for each
Track Tile you used during
the runthat has the same
shape as the final Track
Tile you placed at the end
of the run, including that
final Track Tile.

et i
 COLLECT CONS YOU

Youget 2 points each
time you go up from the
bottom-most row.

During the run you also
collect all coins that you
near-missed.

Youget 3 coins at theend
of each run. Count these
coins when scoring other
Gadgets and Missions.
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