


City Events

Gameplay

Each round has only one City Event card active, which is revealed at 
the very beginning of the round. If neither side wins early, there will 
be 6 ‘City Event I’ cards and 6 ‘City Event II’ cards revealed, and then 
the final City Event ‘The Countdown’ card will come into play.

The upper text of the City Event card (with the exception of ‘The 
Countdown’) contains a new rule that is in effect during the round. 
It takes precedence over the base Game Rules. The bottom text on 
the card lists the condition needed to be met for the Master Plan to 
advance by 1 at the end of the round.

During this round only…

The City Event card introduces a special rule that is in effect during 
the round. Sometimes it affects the Opening Phase or the Access 
Phase, but most often it refers to the Heroes and/or Great Machine 
Phases.

At the end of this round only…

The City Event card introduces a special rule that is applied once at 
the end of the round — during the Closing Phase, Step 2. Note that 
this is carried out before the condition “The Master Plan advances 
if…” is checked.

The Master Plan advances if…

Each City Event has a condition which allows the 
Master Plan to advance by 1. This occurs at 
the end of the round during the Closing 
Phase, Step 3.

    The Master Plan either moves 
forward by 1 or remains in 
place. For instance, it cannot 
move forward by 2 if the 
condition can be fulfilled 
twice.

    Some conditions are 
relatively easy for the Great 
Machine to meet. Others are 
elusive or depend on the 
decisions of the Heroes. Even 
more so, a lot is determined by 
the current game situation.

   Note: The Master Plan never moves forward because of 
meeting the condition “The Master Plan advances if…” until 
the Closing Phase, Step 3.

Key Guidelines 

    The effects of a City Event card always apply only to the current 
round, and only one City Event card is in effect at a time.

    Broken Guards are never counted for City Event cards unless it 
is directly specified. For instance, a ‘District with no Guards’ is a 
District that has no Guards or has broken Guards only.

    The Closing Phase is often referred to as “the end of the round” 
or “round’s end” in the rules and on cards for simplicity.

Check with the descriptions of City Events cards below when 
necessary. ‘City Event I’ and ‘City Event II’ cards are listed in 
alphabetical order. 

City Event I

  Concentration of Force

Each Servant may spend their Action to allow the Great Machine to 
draw 1 Directive. This costs 2 Bonds and counts as a Servant’s Action 
for the round. 

For instance, 2 Servants may spend their Actions on allowing the 
Great Machine to draw 2 Directive cards for a cost of 4 Bonds in 
total. 

Introduction to the Reference Guide

This Reference Guide supplements the main Game Rules of the City of the Great Machine. Here you can find  
answers to questions that might arise while playing, as well as giving an understanding of the nuances  

of gameplay. 

In the middle of this guide there are some templates and advice for creating your City, followed by a detailed  

game example. Lastly, the rules for the Solo & Cooperative Mode are provided at the end of this Reference Guide.
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A Servant in the Grand Citadel may draw a Directive as a Special 
Action of this District or by the ‘Concentration of Force’ card, but in 
either case, the Great Machine will only get 1 Directive card, not 2.

The Master Plan advances by 1 at the end of the round, if at the end 
of the round all 3 Servants are in the same single District. This may 
seem like an easy task for the Great Machine, however, this forces it 
to leave the Heroes alone for the entire round and to spend Bonds 
on moving Servants.

  Flying Carpets

Heroes may reposition any 1 District at the start of the Access Phase 
for no cost. They must follow the rules of repositioning, which are 
summarized in the description of the Control Nexus District in the 
Game Rules.

The Master Plan advances by 1 at the end of the round, if at the 
end of the round all 4 Major Districts are connected, meaning each 
Major District is adjacent to at least one other Major District. Simply 
put, it should be possible to move between Major Districts without 
entering a Minor District. 

  Join Our Side!

At the end of the round, each Hero in a Minor District may identify  
1 Famous Citizen in that District for no Trust, if not detained. This is 
not an Action. 

For instance, 2 Heroes in the same Minor District may identify  
2 Citizens there.

The Master Plan advances by 1 at the end of the round, if a Hero was 
detained during this round, and the Great Machine forced them to 
forfeit their Access card (‘No Access!’ Punitive Measure).

  No One Is Safe

If there was at least 1 failed Raid during this round, Discontent 
rises by an additional 1 at the end of the round (or the Heroes may 
identify an additional 1 Famous Citizen if the Riot Stage has been 
reached).

Example: The Great Machine conducts 3 Raids, of which 1 is 
successful and 2 fail, therefore Discontent rises by 3 — 1 from the 
effect of the card, and 2 from the failed Raids.

The Master Plan advances by 1 at the end of the round, if at least 
1 Hero chose an Access card to a Major District during this round 
(revealed during the Heroes Phase). If the Access card is forfeited 
due to detainment during the round, it does not prevent the Master 
Plan advancement.

  Oppression and Opposition

At the end of the round, the Great Machine receives 1 Bond for each 
Servant in a Minor District.

The Master Plan advances by 1 at the end of the round, if during 
the Heroes Phase no Hero took a Special Action in a Major District. 
Special Actions are listed on the Major Districts Access cards. 

   Note: Actions must have a visible effect. For example, a Hero 
may not raise Discontent by ‘0’ on the Central Square to avoid 
the Master Plan advancement.

  Ready for Emergency

Breaking a Guard costs 1 Trust more. Imagine there was one more 
coin on the Assault die. 

Example: A die is rolled and lands 3 coins up. This means the 
Guard breaks if the Hero discarded 4 or more Trust before rolling 
the die.

If the die roll lands with the shield up, the attack fails, as usual.

The Master Plan advances by 1 at the end of the round, if there are 
no broken Guards, except for in Districts with Servants and/or Riot 
tokens.

   Note: A Riot token is placed in a District if there was a success-
ful Riot and remains there until the end of the game.

  Security Checks

Each Hero must pay 1 Trust more to exit the District where they 
begin their movement. Same for each Guard — the Great Machine 
must pay 1 Bond more to allow a Guard to exit the District where it 
begins its movement (this makes 2 Bonds in total instead of 1). To 
exit the second District and each one after that, Heroes and Guards 
pay the normal amount of Trust/Bonds.

   Note: If a Servant is treated as a Guard by any effect, they do 
not actually become a Guard and are not subject to ‘Security 
Checks’ effect. 

The Master Plan advances by 1 at the end of the round, if at least 
one Hero chose an Access card to the District they were in at the 
beginning of this round.

  Stalkers vs. Sentinels

In Minor Districts with no broken Guards, breaking a Guard costs 
1 Trust less. Otherwise breaking a Guard costs the same as usual. 
Imagine there was one less coin on the Assault die. 

Example: A die is rolled and lands 3 coins up. This means the 
Guard breaks if the Hero discarded 2 or more Trust before rolling 
the die.

If the die roll lands with the shield up, the attack fails, as usual. 

The Master Plan advances by 1 at the end of the round, if at the end 
of the round at least one Hero is in a District with a Servant. When 
playing with expansions, if a Hero has ended their movement in 
a District with a Servant, but left it before the Closing Phase, the 
Master Plan does not advance.
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If the ‘Optimize’ Directive is published, then, for instance, a Servant 
can repair 2 Guards in their District and take one more Action which 
will cost 1 additional Bond.

The Master Plan advances by 1 at the end of the round, if at the 
beginning of the Closing Phase there is at least one Minor or Major 
District with no Guards (broken Guards do not count), no Raid token, 
and no Riot token.

  Down by Law

Normally, Heroes may take the Incitement Action in Minor Districts 
only. During this round, the opposite is true. Heroes may only 
perform the Incitement Action in Major Districts, and not in Minor 
Districts. Thereby, each Major District has one more available Action 
to choose from. 

For instance: A Hero in the Grand Citadel District may make the 
Great Machine discard 1 Directive from its hand, return 1 arrested 
Famous Citizen to the City, or raise Discontent by 1. A Hero in the 
Central Square District may either take the Incitement Action to 
raise Discontent by 1 or use the Central Square Action to raise 
Discontent, whichever is more beneficial to them.

The Master Plan advances by 1 at the end of the round, if there were 
no Raids and no Famous Citizen was arrested.

  House-to-House Searches

Each Hero who ends their movement in a District with a Servant, 
automatically forfeits the Access card they chose for this round. 
Districts the Hero moves through on their way to their destination 
District do not count.

The Heroes may stop the Master Plan from advancing by 1, if at 
the end of the round, Step 3 they reveal any one Famous Citizen 
they previously identified. It must be an active Citizen. Heroes may 
collectively decide who they want to reveal. In case of a dispute, the 
Hero with the smallest Initiative number has the last word. Heroes 
cannot reveal a Citizen at random, nor can they choose a Citizen 
that is already revealed. If the Heroes do not reveal an active Citizen 
because they cannot or do not want to, the Master Plan advances by 1.

  Ostentatious Amnesty

Each Hero in a Major District may look at  
1 random arrested Famous Citizen token 
and then return it to a District of their 
choice as identified (same as the Grand 
Citadel Action ). To do this, the Hero 
pays 1 Trust per Guard in their District. 
This counts as the Hero’s Action for the 
round.

The Master Plan advances by 1 at the end 
of the round, if the Great Machine decides 
to return 2 arrested Famous Citizens to 
any District or Districts of its choice at 
the end of the round, Step 3. The Great 
Machine returns them as unidentified 
without looking at them. This costs no 
Bonds. If the Great Machine cannot do 
this or does not want to, the Master Plan 
does not advance.

  Win over the Judges

Each Hero may retrieve any 1 of their forfeited Access cards at the 
end of the round. This costs as much Trust as there are Guards in the 
Hero’s current District. This is not an Action.

The Heroes may prevent the Master Plan from advancing by 1, if 
they discard 5 Trust in total. This is done at the end of the round, 
Step 3. The Trust the Heroes spent during the round (including any 
they spent to retrieve forfeited cards) does not count. The Heroes 
may discuss who will discard how much, but each makes a decision 
for themself. If the Heroes choose not to discard 5 Trust or they do 
not have enough Trust, the Master Plan advances by 1.

City Event II

  Bread and Circuses

Each time a Hero ends their movement in a District with at least 
one Servant, the Great Machine may immediately (cannot be delayed 
until later) discard 2 Bonds to drop Discontent by 1. Districts a 
Hero moves through on their way to their destination District do 
not count. If a Hero ends their movement in a District with 2 or 3 
Servants, the Great Machine can only drop Discontent by 1 (not 2 or 
3). If a Hero is detained, the Great Machine may choose and apply the 
detainment option first (possibly taking their Trust as Bonds).  The 
Great Machine cannot drop Discontent if it is at Riot Stage.

The Master Plan advances by 1 at the end of the round, if Discontent 
is not higher than it was at the beginning of this round (players 
are advised to mark its position on the track using any token). Keep 
in mind — this condition is checked at the end of the round, Step 
3, which is after Discontent rises for failed Raids, if any. If the Riot 
Stage was reached in the previous rounds, the Master Plan advances 
by 1 automatically at round’s end.

  Citywide Maintenance

During the round, repairing a Guard costs 1 Bond instead of 2. Each 
Servant may take this Action twice. In rare circumstances, it is 
possible the Great Machine could repair 6 Guards in 3 Districts for 
6 Bonds. Whether a Servant repairs 1 or 2 Guards, the Servant has 
spent their Action for this round.
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  Liberty of Trade

Each Hero who ends their 
movement in a Minor District 
immediately gets 1 Trust, if they 
are not detained (during movement 
or from a Raid). Districts a Hero 
moves through on their way to their 
destination District do not count. 

The Master Plan advances by 1 at 
the end of the round, if the Great 
Machine discards 2 Directive cards 
from its hand or discards 1 pub-
lished Directive. This is done at the 
end of the round, Step 3. Directives 
that were discarded during the 
round (caused by Hero Actions) are 
not counted.

   Note: Discarded Directives 
are always removed from the 
game.

  Open Your Mind

At the end of the round, each Servant may reveal 1 Famous Citizen 
in their District (flip the token face-up), provided that there are no 
Heroes in this District. The Great Machine may reveal any Citizen, 
including those identified. If 2 or 3 Servants are in the same District, 
each of them may reveal 1 Citizen in that District.

The Master Plan advances by 1 at the end of the round, if the Great 
Machine discards 2 Bonds more than the current Stage of Discontent 
— for instance, 5 Bonds at Stage 3. Riot Stage is considered equal to 
Stage 5 (7 Bonds). This is done at the end of the round, Step 3. Bonds 
the Great Machine spent during the round do not count.

  Order vs. Disorder

Every time a Hero identifies a Famous Citizen, that Citizen is imme-
diately revealed. If a Hero identifies 2 or more Citizens in a District, 
they will all be revealed.

The Master Plan advances by 1 at the end of the round, if the Great 
Machine discards as many Bonds as the total of identified and 
revealed Famous Citizens in the Districts with undetained Heroes. 
This is done at the end of the round, Step 3. Revealed Traitors do 
not count. Bonds that the Great Machine spent during the round 
do not count. The total may be zero — in that case, the Master Plan 
advances by 1 without spending any Bonds.

  Public Execution

Each Hero in a Major District may take an Action to cancel 1 pub-
lished Directive of their choice. To do this, a Hero must pay as much 
Trust as there are Guards in their District. This counts as the Hero’s 
Action for the round. 

The Master Plan advances by 1 at the end of the round, if the Great 
Machine finished а detained Hero’s turn during this round (option B 
was chosen).

  Sneaking through Security

Each Hero who ends their movement in a Major District immediately 
gets 2 Trust, if they are not detained (during movement or from a 
Raid). Districts a Hero moves through on their way to their destina-
tion District do not count.

The Master Plan advances by 1 at the end of the round, if at the end 
of the round there is at least 1 District that has more Guards than 
Famous Citizens. Revealed Traitors do not count. Broken Guards do 
not count.

  Trust vs. Bonds

In the Opening Phase, each Hero gets an additional 1 Trust (if it 
does not exceed their Trust limit), and the Great Machine gets an 
additional 2 Bonds. If 2 or 3 Heroes are in the same District, they 
cannot redistribute this extra Trust between themselves, as it does 
not come from the Famous Citizens.

The Master Plan advances by 1 at the end of the round, if at the end 
of the round the Great Machine has more Bonds than the total of 
Trust the Heroes collectively have.

The Countdown

The Countdown card takes effect the moment it is revealed, which 
happens at the beginning of the 13th round if no one has won before 
then. It remains in effect until the end of the game. Once the Count-
down card is revealed, no other City Event cards come into play.

The Master Plan advances by 1 at the end of the round, Step 3. This 
happens automatically and cannot be prevented.
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Directives

Key Guidelines

    The number of Directives the Great Machine can have in its 
hand is unlimited. However, only 3 Directives can be published 
at a time. If the Great Machine decides to publish a 4th Direc-
tive, it must return 1 of the 3 published Directives to its hand.

    Directives that are discarded are removed from the game. If the 
Directive deck runs out, the deck is over. It is never reshuffled.

Directive Cards

Confiscate

Each Servant may spend an Action to make 
a Hero in their District discard 2 Trust (or  
1 Trust if that’s all they have). This counts as 
a Servant’s Action for the round. 

    Losing 2 Trust often robs the Hero of 
the opportunity to effectively use their turn and increases the 
chance of being detained during movement.

Levy

During each Opening phase the Great Machine 
gets an additional 3 Bonds.

    During the City Event ‘Trust vs. Bonds’ the 
Great Machine gets an additional  
5 Bonds (2 due to the City Event and  
3 due to ‘Levy’).

Mechanize

Each time a Servant moves from a District 
to another, the Great Machine pays 1 Bond 
instead of 2.

    To make it simple — with the ‘Mechanize’ 
Directive, the cost of moving Servants is 
generally the same as moving Guards.

Optimize

Once per round, 1 Servant may take 2 Actions 
instead of 1. They must pay 1 Bond before taking 
their second Action, even if it costs no Bonds 
(e.g., the Central Square Special Action). Both 
Actions must be taken in one District. They can 
be the same or different.

    Each Servant Action is paid for in Bonds 
separately.

Pacify

Once per round, 1 Servant that is in a Minor 
District may spend their Action to drop 
Discontent by 1, only if this does not cause 
Discontent to drop to a lower Stage. This 
counts as a Servant’s Action for the round.

For instance, you cannot drop Discontent from Stage 3 to Stage 2 
or from Stage 1 to Stage 0.

    In no situation can Discontent be lowered if it is at the Riot 
Stage (the red circle at the end of the track). 

Provoke

Each time Discontent rises to Stage 2, 3, 
4, or 5 during the Heroes Phase, the Great 
Machine may discard 3 Bonds to immedi-
ately advance the Master Plan by 1.

    The Great Machine cannot use this Directive when Discontent 
rises from Zero Stage to Stage 1 or when it reaches the Riot 
Stage.

    The Great Machine cannot use the ‘Provoke’ Directive in the 
Closing Phase.

    The Great Machine may use the ‘Provoke’ Directive more than 
once per round if Discontent rises by more than 1 Stage. This 
Directive cannot be used when Discontent drops from one 
Stage to another.

   Note: The ‘Pacify’ and ‘Provoke’ Directives do not overlap in 
their effects. The Great Machine cannot drop Discontent below 
its current Stage using ‘Pacify’, in order to later advance the 
Master Plan by 1 due to ‘Provoke’.

Reinforce

Each District is considered to have  
1 extra Guard for determining the 
results of a Riot. If there are no  
Guards in a District — it is considered 
to have 1 Guard.

    The extra Guard is not counted 
when you start a Riot and pay Trust for the unidentified Citizens 
in the District.

Resettle

Once per round, the Great Machine 
may relocate one Famous Citizen from 
any District to any other District. This is 
not an Action, it does not require 
spending Bonds, and it may be done at 
any moment during the Great Machine 
Phase.

    A Citizen token must be placed in any free square of their 
new District. The Great Machine cannot relocate a Citizen to a 
District with no free squares. 

    An identified Citizen stays identified after relocation, a revealed 
one stays revealed, etc.

Shadow

Each Servant is counted as a Guard when 
determining the cost of Hero movement 
and Actions.

Example: A Hero needs to discard 3 Trust to exit 
a District that has 2 Servants and 1 Guard. Taking 
an Action that costs ‘1 Trust per Guard’ now costs 3 Trust in this 
District instead of 1 Trust.
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    According to the effect of the ‘Shadow’ Directive, Servants do 
not become Guards and, therefore, are not subject to any rules 
and effects related to Guards. 

    Servants are not counted when determining if a Riot was 
successful. However, Servants are counted as Guards when you 
start a Riot and pay Trust for the unidentified Famous Citizens in 
the District.

Heroes

Key Guidelines

    A Hero can never have more Trust than shown in the Max. Trust 
slot on their card. The excess is immediately discarded and 
cannot be spent on any Actions or effects.

    During the Heroes Phase, Heroes take their turns in ascending 
order of Initiative. Therefore, the Veteran always takes the first 
turn, and the Physician always goes last.

    Heroes’ abilities take precedence over the basic game rules.

Mateusz Orzeszko • Veteran

Initiative 1 • Max. Trust 8

Starts in Industrial District

When Mateusz takes the ‘Attack a Guard’ Action, he first rolls the 
Assault die and then decides whether he wants (and can) pay the 
amount of Trust shown on the die or not.

    Whether Mateusz breaks the Guard or not, his Action is spent.

  Tactically, the loss of several Guards has a tangible effect on 
the Great Machine’s ability to hold back the Heroes, forcing it to 
divert its Servants and spend resources on repairing.

Coolum McDouglas • Fowler

Initiative 2 • Max. Trust 7

Starts in Commerce District

Coolum can take 2 Actions on his turn, instead of one, provided he 
does not start a Riot and these 2 Actions are different. He cannot 
take the ‘Gain Trust’ Action as his first Action. In practice, Coolum 
takes his first Action and then decides if he wants to take 1 more, but 
different, Action.

    The ‘Attack a Guard’ Action, even if it fails, is considered a spent 
Action. For instance, his second Action cannot be used to attack 
a Guard once more.

    Coolum, like other Heroes, can take the Action ‘Start a Riot,’ but 
he cannot take a second Action afterwards (using his ability). 
Also, he cannot choose ‘Start a Riot’ as his second Action.

  Tactically, Coolum often uses his second Action to receive  
1 Trust, however, he really shines when, for instance, he breaks 
the last remaining Guard in a District and then identifies all 
Famous Citizens there for free!

Veiga Vazquez • Actress

Initiative 3 • Max. Trust 8

Starts in Art District

Each time Veiga is detained in a Raid, Discontent increases by 2 if the 
Great Machine chooses to finish her turn (option B). Discontent does 
not increase if the Great Machine decides to advance the Master 
Plan (option A), but Veiga receives 2 Trust in this case.

    Veiga’s ability is applied only after the Great Machine has 
completely resolved the detainment effects.

    Her ability does not apply if she is detained during movement.

    When the Riot Stage has been reached and the Great Machine 
finishes Veiga’s turn after detainment in a Raid — Discontent 
cannot increase. Veiga identifies any 1 Famous Citizen for free 
instead.

  Tactically, the Great Machine rarely dares to finish Veiga’s turn, 
thus allowing her to openly defy it right under its nose, as is 
expected of a widely beloved actress!

Olga de Troyes • Vagabond

Initiative 4 • Max. Trust 7

Starts in Central Square

During movement, Olga does not pay Trust for Guards while exiting 
her first District in the round. Afterwards, as she moves, she pays as 
usual for exiting her second, third, and so on Districts.

    If the ‘Shadow’ Directive is published and there are Servants in 
Olga’s starting District, she still does not need to pay Trust to 
exit this District.

    City Event I ‘Security Checks’ is not related to the number of 
Guards in a District, and therefore Olga must pay 1 Trust as 
required by the Event to exit her first District.

  Tactically, one of the most powerful techniques of the Great 
Machine is to ‘lock’ a Hero in a District by sending a few Guards 
there. This may force the Hero to spend more Trust and probably 
lead to their detainment on movement. This can be dangerous 
for any Hero... but not for Olga!
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Sylvia Wu • Artificer

Initiative 5 • Max. Trust 8

Starts in Science District

In the Opening Phase, Sylvia gets an additional 3 Trust, if she is in 
one of 3 Major Districts — Grand Citadel, Tower of L.A.W., or Control 
Nexus (not Central Square). She also gets as much Trust as there are 
Famous Citizens in her District as usual.

    When Sylvia is in the same District as another Hero, she cannot 
share this additional 3 Trust with the other Hero.

Example: In the Opening Phase, Sylvia is in the Grand Citadel. 
There is 1 Citizen there, so Sylvia gets 4 Trust (1 + 3). Let’s 
imagine, Coolum is in the Grand Citadel as well. In that case, 
Sylvia or Coolum receive 1 Trust, as decided by the Revolutionary 
players, and then Sylvia receives her 3 Trust.

  Tactically, Sylvia can go to a Major District where there are few 
Famous Citizens without risking being left with little Trust for 
the next round. This allows her to effectively discard the Direc-
tives of the Great Machine, and much more!

Mustafa Azikiwe • Physician

Initiative 9 • Max. Trust 6

Starts in Velvet District

Mustafa can spend an Action to move 1 Famous Citizen from an 
adjacent District to his own and immediately identify them. He 
pays no Trust to take this Action. This counts as an Action — having 
completed it, Mustafa has spent his Action for the round.

    Mustafa cannot move a Citizen using his ability if they are 
identified or revealed.

    Mustafa’s ability does not allow him to identify a Citizen for free 
in his District. 

   Tactically, Mustafa has the lowest Trust limit among all the 
Heroes — however, he is the only Hero able to effectively 
oppose the Great Machine while having no Trust. Mustafa has 
an Initiative of 9, not the expected 6 as there are only 6 Heroes 
in the game, due to additional Heroes that may be added with 
expansions.

Typical Questions

Hero Actions and Movement

? What Actions do not require Heroes to pay Trust according to the 
number of Guards in their District?

Attack a Guard, Move Famous Citizens, Gain Trust, the Control Nexus 

Special Action , and Start a Riot in a District with all Famous 
Citizens identified and/or revealed. 

? If there are no Guards in a District, may a Hero identify all 
Famous Citizens in this District for free?

Yes. Similarly, any Action requiring Trust to be paid according to the 
number of Guards in the District can be performed for free if there 
are no operational Guards in the District.

?
Are there any Actions, that cannot be taken in a District with  
a Riot token?

There are no restrictions, except for another Riot. For instance, 
the Heroes may raise Discontent in a Minor District or the Central 
Square with a Riot token, and the Great Machine may organize Raids 
there.

?
If a Hero during their movement step remains in the same 
District where they began, is it considered that the Hero 
‘performed’ movement?

Yes. All effects related to Hero’s movement come into effect after 
that Hero’s ‘zero’ movement. Imagine it like a Hero roaming inside 
the District, talking to people, and doing their best to avoid the 
Great Machine’s forces.

General Gameplay Topics

? Are broken Guards ever taken into account?

A broken Guard occupies space in a District, and it may be repaired 
by a Servant. That’s all. It ‘does not exist’ for ANY other effects, unless 
it is specifically noted.

? May I discard Trust (Bonds) to fulfill 2 purposes at once?

No. Trust or Bonds you discard always count towards one purpose. 
In the same fashion, Coolum, the Fowler, pays for each of his two 
Actions separately, and so on.

? What happens if a Hero forfeits the last of their Access cards?

The Great Machine immediately wins. In reality, however, this never 
happens.

Secrecy

? Does the Great Machine need to announce what it is doing 
during its turn? 

The Heroes should be clear about what the Great Machine does, and 
they can always ask for explanation.

?
The Revolutionaries were careless, and the Great Machine saw 
something it shouldn’t have seen. What do we do?

The City is full of the Great Machine’s spies. The game carries on, 
and nothing is replayed. The only exception is detailed below.

? One of the players accidentally flipped a Famous Citizen token 
face-up. What should they do?

Unidentified Citizen: take a few unidentified Citizen tokens from the 
other Districts, shuffle them and place back to the Districts in the 
same squares.
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