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A deck-building game of daring heists with
crooked monsters & monsirous crooks

Recruil the best scoundrels into vour crew. do spookv

heists and prove youre the most notorious in the cily,

X

X

—n.x.-—




- @ Heat Deck Valet Deck =

@ Specter Decl @ Graveyard
@ Basic Heists Scoundrel Streets

Advanced Heists @ Larceny Cards
= @ Goon Deck @ Coin Supply -

(3) suit
Scoundrel Name

(5) speciat Abitity




(STARTER DECH) | |

Each player starts with the same set of cards known as a starter deck. | |

\
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1 Specter Card 1 Bribe Card 2 Theives Cards | |

I Medium Card 1 Payroll Cop Card = Bullies Cards |
' - 2 Ambassadors Cards |
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Draw 5 cards
On your lurn either:

| | Recruit & Larceny or Start a Heist I
l)uring l)urh Heists. ihe m'(]in Scu‘mnl@mfd:‘;mnmgml lur‘mnueORsm-u_r |
; { Speciol abifities are oplional. Cosls are nol. s
| OC(IOH 0[ lhe gGmQ IS | When a crew finishes 3 heists. finish the round. , |
g _‘ Crew wilh the most notoriely wins. ';, - |
P - : +1
;’ | 3 Draw 5 scoundrel cards into o, gt m@mgmg @@.9; m§” = | |
: | Your hand pr % |
:? ¥ Activate special effects , |
g | ¥ Use each card for crime OR sway |
3 ¥ Place hand and recruited cards |
£ | into your discard | |
o | ¥ Relill the Streets (If needed) |
%} ¥ Announce the end of your turn. |
=| | % Draw 5 new cards. |
. |
'-),,.': - . - .
b | There's no need to hide your hand in Dark Heists, In early games, other | |
?:: - W g - .
e | players may help you with combos or elfects you might not notice. |
?‘-

Ef{{ | Players can only activate cards on their turn. | |
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| In Dark Heists, the first
| | player to complete three

| heists triggers the linal
| round. Finish the round A
| | and the player with the
most notoriety wins.
| t notoriety wi '
| ;
| On a players turn. draw five scoundrel cards from your dech and decide if you're L:
| | going (o Recruit & Larceny or do a heist. During Recruit & Larceny, use each a
| card for crime or sway. | : 5
|
| B
[ CRIME OR SWAY? s
| A
| | Each card or scoundrel in R Sl I Eﬂlﬂlecrml

| your hand can be used for
| crime or sway.

| The amount of sway is noted
| inthe upper left hand corner
| of the card.

Sway is used (o recruit new

| | scoundrels into your gang.
Don’t forget Goons, Valets

| | and Specters. Heat can't

| be recruited.

| The amount of crime is noted
| in the lower right hand corner
| | of the card.

| | Crime can be used:

| For larceny (o get coins and _ eS|
| if there are larceny cards, | 3 Urimes S E— ..

| you'll get bonus effects (00. ) for 2 coins
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to recruit, but will have an

upkeep cost when they come

up in your hand.

Some scoundrels don’t cost sway

Other scoundrels require you take a Heat when you recruit them and a cou-
ple you need (o pay coins (0 recruil.

QARCENY CARDS)

Early in the game of Dark Heists, when you do larceny, you get a larceny card.
Players turn that card over, and reveal a one time effect they canuse on this
turn or a later turn. Heep this card on the side, DON'T put itin your discard.

Larceny cards are
a surprise, DON'T
PEER!

When Larceny cards
run out, players

get two coins for three
crime and no bonus.

BURY THIS CARD

TO STEAL A COIN

FROM ANOTHER
PLAYER

YOU CAN TAKF
A COIN FROM A
PLAYER THAT HAS
\ A COIN.
TURN THIS CARD OVE
1 FOR BONUS

e e T T T
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| | Some scoundrels have special abilities. When they come into your hand, r'e
| | you can do the special ability and you MUST pay the red framed costs. l;f
13

. P

| | Many special abilities create combos with other cards in your hand. | ¥
B

| | Il you have matching suils, big things can happen. | 2
3

| | Combos can make certain cards awesome, even the bad ones! | %
| | Players can only aclivate cards on their turn. | i
| i

| o
|

| Take a coin Irom 7| | 0@ Spend a coin for crime _|' 1
] | the reserve = _) or sway up to Max |,'J=-.;,_;
15

| | Bury a card from your || |
+ Draw an extra | B i N 44

| | R — I hand or discard sway | £
| ) ' up o Max :

| R
| | g@@ +1 Crime or Sway @ Ignore negative |
| _) per Cop in hand Specter effect 2

| SE
] | (&) Ignore negative heat , -1 Crime or Sway | *
| | & effect Cop in hand from your hand. |
48

4

| | Pay a coin or lake a Spend 2 coins | ,ﬁ
| | heat Cop in hand to give a player heat |4%
|

| . X : | |
| %

| : | &
| More in the Index I




| Each player starts with possible
combos in their first hand! ' | /. 9
*| For example: If the Medium and the "- R R o |

I Per Ghosl \ L | o T -1 Crime/Sway

.'_-"l"_'-:" # = LW L L - B W I S s

» | 1
.4 Specler are in the same hand, the R
e | Medium gets more powerful |
i | (+1 Sway or Crime) and ignores |

the Specter negative Effect!

SUITS There are five suits in Dark Heists. Each has an advantage.
| SUIS : i e : |
Mix and match (o find awesome combos. |

L

e

;v
| 5
e

[
:

BRUTAL - Brutal cards work great with heat. | |
COPS - Cops combo great with other Cops and have effective attacks. |

CROORED - Crooked often help you draw extra scoundrels. |

GHOST- Ghost combo great with other Ghosts, and ignore Specter efiects.

NOBLES - Nobles are great at getting coins. | ‘

| First time playing Dark Heists? A lot of info at one time? Recruit scoundrels from a |
particular suit and you'll have a fun game. |
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Another option for first play? ignore the Cop’'s Street effects and the game plays |
| easier. If you play without Cop elfects after you understand the game it'll be (00 ‘

-




® || HEAT, SPECTERS & COP EFFECTS | |3

b

il | B : b
Heat and Specters give players g B \H ’ /1 4
-1 crime or sway when drawn g LIIINE}T“ 1 | ] &
from players decks. This must be
paid from what scoundrels are J
doing. Remember, Each scoundrel ;:
can be used for crime OR sway. A
Heat is a Cop suit card. and Specters are Ghost suit cards. | Vi
X Ee
" .
When Cops come out into the Streets, they have an 3 %
efiect on all players. Players only sutler the first Cop = |,
effect between turns. | X
HEAT Bt

All players put a Heat card in their discard. |

PAY OR HEAT |

Allows each player topay two coins (o the supply, or add a Heat card

o their discard. Each player must resolve this immediately. &
| ]
G
ki
SWEEP THE STREETS f"
Puts every scoundrel except for the Cop in the graveyard. |
PAY OR SWEEP | s
Allows players (o pay 1 coin per person - paid by one or more players
- or put every scoundrel except for the Cop into the graveyard. | }
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BASIC HEIST ADVANCED HEIST

-

! iumlul Ambush .””s' Funeral Ambush '" "

5 i

Hide along the muh
3 4

| “ Hide along the mlllz
!::_ é‘ 5
Steal the jewelry | | Steal the jewe

| To start a heist. draw five cards into S T

your hand. review the top two basic [ 5 ) Getaway clen N i

2| or advanced heists. Choose one, put | g 3 Colne }
| the other at the bottom of the deck.

;_.| Each players can only do one basic
heist per game.

i
§ Heists have challenges marked by a number of crime
%.5' or sway. To succeed at a heist do the following. |
i @
-1 . 3 Activate Scoundrel special effects OII\]ulnIIL Powder | |
w0 i SW i
2k | 3 Exceed crime or sway challenge @ |
|2 # Redeem the challenge bonus
5.{ ' ¥ Discard your hand ‘;\h. |
l}_"-'i' ¥ z i s .ru\..\.-
|¥< If there is another challenge, draw five W cone” T
Sy - |
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1 | Challenge bonus effects include:

more cards and repeat M.,.lo

o, |

Trash 1

¥ Stedling two coins orkj—" — |

| % Collecting some coins g _ - _

¥ Recruiting a free scoundrel = . |

|}(( Burying a card from your hand @ Heist Challenge @ Notoriety

| e 3 @ Challenge Name @ Permanent |
The bonus elfect is optional. =

Effects - l

| When players complete heists, they unlock a permanent effect that lasts the rest ]
| of the game. Players do not have access (0 these ellects for incomplete heists.
Permanent effects are optional. and can be used once per player turn. |

Effects with astrix (*) can be used multiple times per turn. “+1 Notoriety per Heat"
is lor end game scoring. ]
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| The Dark Heists solo mode plays just like the multiplayer mode except Auto player '_ If:.f,;
| simulates the other players in the game. Solo player goes first.

Auto-player wins if it completes three heists done }
| before you do. After the second heist, three | &
| larcenies count as the third heist, ending the 2

game. Don't track larcenies until Auto Player
| has completed a second heisl.

| Separate the Auto Player Control card and shuifle | g%
the rest of the Auto Player deck. 1

| Each turn, the auto player draws from their dechk and gets two moves every turn.
Auto-Player loses its first move il the Solo Player ‘attacks’ it.
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| Attacks include:

| # Steal Coins P R : : :JlS"Mm'I - # o |
¥ Inflict Heat . ~ r — 1
| % Inflict Specter -' 2 |
| % Ransom FenIS |
¥ Heat from Cop eflects,

| The Auto Player always b/ R o :
: | g T e

gets a second move. e S | 1o v TS E J;,'

| = Pr = | ; ir

» & ‘
Solo Player can recruit and larceny, or do a heist for their turn, Just like a normal game. | '““

| When the solo player steals a coin from Auto Player, just take it from the supply. :
Auto Player doesn't keep coins. | E
|
When Auto Player linishes a heist or larceny. bury the top card from the Advanced |_
| Heists or Larceny dech. &
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m - Does not include the card itselt. | I

BURY - Bury a card means put it in the Graveyard on the main board.

CARD EFFECTS - Card elfects are optional if they do not have a red frame. Red |
iramed elfects are not optional. |

COP EFFECTS - When Cops come onto the Streets, all players deal with Cop elfects.
There are no Cop effects when Cops are recruited. | |

HEAT - Heat cannot be recruited, it can only be intflicted.
HEIST ADVANCED - Heist with 4 challenges.
HEIST BASIC - Heist with 3 challenges. |

IGNORE HEAT/ SPECTER - Ignore Heat or Spector effects only count for one card. | |

1 Itwa player has two Heat cards, and one card that allows them (o ignore Heat, it |

ignores only one Heat elfect. |
2+ INFLICT HEAT / SPECTER - Players can inflict Heat and spectors on themselves.

+1 NOTORIETY PER HEAT - Some Scoundrel cards have +1 Notoriety per Heat. This |
is for end ol game scoring. These effects are cumulative. |

SCOUNDREL - A card that has Crime or Sway ability or a special power. This in-
cludes Specters and Heat. |

STEAL - You can't steal coins from a player that doesn’t have coins. There is no ‘debt’
in Dark Hesits. | |
Heists Bonus’

# Coins - Take the number of coins from the supply |
Bury 1 - Bury a scoundrel card from your hand or discard. |
Not your dech | |
Draw +1 - Draw one more card on your next challenge |
Ransom - Demand 2 coins from another player. If that player |
chooses not o pay, bury a card at random from their discard. |
Recruit a card from the Streets. a Goon, a Valet or a Specter for free.

X X X X X

»
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Moe Poplar
Designer

Dark Heists was designed by Moe Poplar and illustrated by Guilhermo Clerch. | _-."."

Artem Yatsunov is the Lore Master And editor.

Darh Heists was inspired by gothic horror, the video game Dishonored, films like
League of Extraordinary Gentlemen, and TV shows like Penny Dreadlul A lot of |
inspiration came from the tabletop role playing game, Blades in the Dark. |

Thanks to all the playtesters who gave feedback in frowns, smiles and notes that |
made Dark Heists a great game. |

An extra special thanks to all the friends and family that contributed photos to be |
‘'scoundrels’ in the game. That Includes Russel Effects for the horror monsters.-
zombies blades and severed limbs.
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+1 Crime or +1 Crime or
Sway per Cop  Sway per Noble
in your hand in your hand

KHQ—E)

+1 Crime or
Sway per Coin
you spend

Earmn |

Coin

0+

vSpend "2 Coin Spend a coin o
to bury a card Draw I more card

&

Draw 1 card Draw 1 card per
per Crooked in  Ghost in your
your hand han
Pay 1 Crime Spend a coin
or Sway or lake a Heat

+1 Crime or Sway

per Crooked
in your hand

Earn 2
Coins

+

Draw 1
more card

Draw 1 card

per Heat in your Specter effects
hand

Spend 2 coins
o give a player
a Heat

+1 Crime or +1 Crime or

Sway per Brutal Sway per Ghost
in your hand

in your hand

Steal 1 coin
from a player

Earn 1 Coin
per Noble

ry 1 card Ransom a plu er.
from hand or 2 coin or random

Discard  bury from discard.

A ® @

Ignore negative Ignore negative

Heat efiects

+

Spend 2 coins  Draw 1 or
(o give a player bury a card
a Specter




