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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.

GAME CONTENTS
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GAME PREPARATION

EXAMPLE OF SETUP FOR 2 PLAYERS
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LAB CARDS 3



GAME SEQUENCE

PHASE ONE: RUN

. : Tiles may not be placed to
The first Track tile must be Please note that cover obstacles (zappers,

placed with one of its ends (its only adjacency of missiles, lasers).
terminal squares) outside the terminal squares

left edge of the player’'s first matters.  Other

Lab sector. squares of tiles may be
adjacent to each other but
do not have to.

Tiles must connect orthogonally.

Each subsequent tile placed

must have an end touching the ‘

terminal square of the last tile

placed on that player’s Lab. The

terminal squares of adjacent

tiles must have be touching

on at least one side, not at '

a corner. Tiles may not overlap.




PHASE TWO: SCORE
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For detailed
explanation on
missions. check
page 7

For detailed
explanation on
gadgets. check

page 8

SCORING EXAMPLE

Barry just finished his third and final run. He collected I3 coins total, earning 13 points. He completed two missions
("Run 18 Blocks on Foot” for three stars and "Reach Sector 4” for five stars) and earns 8 points. He didn’t fulfill the
mission: "Do nat harm any scientists”. He scored 4 points using the Gemology gadget and 6 points using his Air Barrys.
Unfortunately he unintentionally covered one zapper, and loses 3 points for that. Barry's total score for the run is:
13+8+4+6-3=28 points.




PHASE THREE: CLEANUP
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AFTER The FIRST AND oELUND RUUNDS EXCEPTION!

If you are playing a
2-playergame.donot
pass your Lab cards
after the second
round: flip them over
instead.

SOLO-PLAY VARIANT

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

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 SRS i Every following round.

Track tiles left in the poal.

70-88 You're Barry Houdini: the Lab Escape Artist!
B Like Barry Cooper going for a High Five.




MISSIONS SUMMARY

MISSION MISSION
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GADGETS SUMMARY




