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UN EXCITANT JEU TACTIQUE DE CAPTURE EN EQUIPES
AN EXCITING TEAM! BASED STRATEGIC CHASE GAME

Infiltrator’s rule book is usually located on the game screen:

¥i

TheymnusT hunt down and eliminate
Il IAMIXPATOFS TO WiR The game.

F. ROBOTS PLACE TRAPPED DDORS PHASE B: ROBOTS PLAY AFTER
1y trapped doors h Lo
she raam wihi G, i
apped daors.

When aninnITRaTor
r% i i3

S

2: Each infil rrator chose &
differant

place th s on th

supacat onany
aFthe ain gameboard.

y PErIOFI 3 nUMDer Of acTIns.
counts for aon:
»Mowe sauare (no diaoonall. You cantnoue over nu other

»Use a Taok infiltrators don'thave tn specify when they use a

toul, just apoly the effect. Discard the token.

+Pick up tokens or drop tokens (inventors) ona square. You
pasing team’s tokens{exept  .%

*# Note?: The plaver must be directly
taraetved savare toperform an act
e t

| Scans reveal the positionoF INIITrators and decoys within

vange (only indicate che position). Can € scan chrough walls.
Sentinel scan;
ii0es6 @ 545 area VITIN T same o0 Tien The senTnel,

pation area around the robot. I any pavm or
area, the Fobot extplodes and allin theefimi-

20ne are sliminated {robots, infiltrators, supact and
Aot} R hero from g insted plagers

For the purpose of being able to read them, the game screen has been split up in the
following pages.
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1. UNDERSTANDING THE GAME

Two teams clash:
the infiltrators and
the robots.

They have
different goals

and specific
instructions:

2. ASSIGN PLAYERS TO EACH TEAM

» There must always be one more robot than the total number of infiltrators.
« It is possible for one player to control multiple robots or infiltrators.

Game modes:

4 All against one: a single player controls all robots against the infiltrator team.

* Competitive: divide players evenly. Play two games: 1 on each side. The team
that wins two games, or wins in less turns, wins the competition.

¥ Tournament: create a roaster of 8 teams, composed of the same amount of
players. Host a specific map design (same for everyone) and let teams compete.

/ 3.A. GAME SETUP EXAMPLE

PANELS: There are two sets of identical panels: large and small. TOKENS¢: Bothsidesare  STANDEES: They indicate a

Large for the main board, small to replicate the main different and & PAWNS: “player”in play.
board behind the screen. Panels are composed of have different They can be
rooms divided by walls. Walls are impassable terrain. functions. eliminated.




/3. SET UP THE GAME )

Before starting each game, each team must set up different assets, allowing you to change strategies from one game to another.
3.B. ROBOTS BUILD THE GAME BOARDS

» Robots choose a number of large panels as indicated on the reference table (3.B.).

§ » Robots design the main game board by placing the large panels next to one and another. Make sure you align the
8 door locations properly. See example # on 3.A. Game Setup Example.

« Copy the main game board with the corresponding small panels behind the screen. This smaller secondary board
| will be used by infiltrators to play in secret when invisible. See example @ on 3.A. Game Setup Example.

REFERENCE TABLE

3.C. TOKENS EXPLAINED

PERMANENTS: m % I? DEPLOYABLES: @:@ :‘ff;l TOOLS:

EdL

Generators Doors  Entrances eleport isabler coy Repair
Permanents are token that are Deployables are tokens that robots can Tools are specific tokens that can be
placed at the begining of the game. only deploy on hatched square of the instantly used: their effect is immediate.
They cannot be picked up or moved board game. They last for the entire game, Once the tool is used, the token is discarded
but can be disabled. See their but can be disabled. When picked up by from the game. When dropped on a square,
special rules. robots, they are automatically repaired. place it on the inactive side (box).

3.D. ROBOTS PLACE THE GENERATORS | 3.E. ROBOTS PLACE THE AUTOMATIC DOORS

One on each panel of the board. They must be ™7} A Place doors (active) between each room on the j 1l |_ h §7
placed face up on one of the hatched square of the =l =] predefined locations. Doors are permanents. 4 | [
panel. Generators are permanents. Active  Disabled

3.F. ROBOTS PLACE TRAPPED DOORS

™) T Robots have twice as many trapped doors then the total number of
—==1 ===1 panels in play. Infiltrators leave the room while the robots replace a
Active Disabled NUmMber of doors in play with active trapped doors.

GENERATORS EXPLAINED DOORS EXPLAINED

== « Spawn points for robots.
ID' « Infiltrators may pick up or disable a

Acve generator, doing so changes it into data.
« Objective: Data is the goal for infiltrators.
« Robots can redeployed data back as a
generator (only on a hatched square).

«Doors don’t
countas asquare
for movement.

« Players cannot
stand on them,

IE

just pass through.
3.G. INFILTRATORS PLACE THEIR ENTRANCES 3.H. EACH TEAM PLACE THEIR PAWNS
« Place one entrance per panel. Chose the number of pawns and standees as mentionned in table 2.

» Must be placed on an exterior door emplacement (the door is
considered disabled).

{2

« Can’t be placed entering a room with a génerator.
«» Once all entrances placed, robots may choose and remove
one entrance of their choice.

ENTRANCES EXPLAINED

« Entrances are permanents.
t « Infiltrators start the game here.
« Infiltrators cannot stay on an entrance.
« [nfiltrators must exit here with data to win.




4. DISTRIBUTE INVENTORY TOKENS BEFORE PLAYING
4.B. EACH ROBOT HAS: 4.A. EACH INFILTRATOR HAS:

5. PLAY THE GAME

Play the following phases in order.

PHASE A: INFILTRATORS PLAY FIRST
Each infiltrator may perform up to 5 actions/turn.
Play the Supacat on the main board.

PHASE B: ROBOTS PLAY AFTER
B.1. Each robot may perform up to 5 actions/turn.

B.2. If there are traitor robots, they play after the
robots and may each perform up to 5 actions/turn.

PHASE C: END OF TURN

C.1. Each robot (including traitor) must choose to
either perform a long-range scan or an elimination
scan. Robots also choose where their sentinels do
theirscan (if deployed and active).

C.2. Execute the scans. Eliminated player puts all of
theirinventory (face down) ﬂl on the square where
they where eliminated.

C.3. Eliminated robots respawn on an available
generator of their choice. Wait for the next round if
none are available.

Eliminated infiltrators respawn as traitor
robots at the generator of their choice. A traitor
robot has the same abilities as a robot. Try to
counter the robot team to help infiltrators.
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F.A.Q.

Q: Is it possible for an infiltrator to stand on the same square then a decoy?
A: No, two pawns of the same team cannot occupy the same square.

Q: Does the decoy last for the whole game? Can it move?
A: Yes, it lasts for the whole game, but it cannot move.

You can visit www.infiltrators.ca for more information, a random map generator and other frequently asked

questions.

There is also information on how to play the competitive and tournament mode.


http://www.infiltrators.ca/

