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MINIATURES 15X LETTERS GAME COMPONENTS

15X TROOPS 15X RIOTERS

DOUBLE SIDED BOARD

CARDS

17X ALLEGIANCE

72X BRIEF CARDS
CARDS

30X SCIENTIFIC DISCOVERY
CARDS

FIDDLY BITS

168X INFLUENCE CARDS 9x R10T CARDS

6X AP TRACKERS LOTS OF ABILITY TRACKERS
LOADS OF COINS D4 & D8 DIE
14X CHARACTER CARDS
14X STANDEES 22X BEACON CARDS
HEAPS OF SCIENCE CiviL UNREST, TAXES &

MARKERS THREAT TRACKERS

(Q



1-2 & 3-6 PLAYER

CHEAT SHEET

RULEBOOK

i-2 PLAYER SPECIFIC

GAME BOARD

CAMPAIGN PorouTSs (3X), MISSILE TOKENS

A ROUND AND CAMPAIGN TRACKER
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AIM OF THE GAME “OWTOPLAY - GAME spryp
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GAME SETUP EXAMPLE

Your game should look something like this before the first round
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GAME CONCEPTS

This section covers three concepts: . '
1. Tracker concepts: Explains the ‘Threat Level’, ‘Base Taxes’ and ‘Civil Unrest’ trackers surrounding the Letter Pile.

2. Player concepts: Explains all aspects of the game that are player specific, for example character cards and Actions Points (AP)
3. Tile concepts: Explains the concepts of the game in Karmonia, for example how Brief Cards work.

Please view the glossary page (page 22) for a detailed description of each tile and how they work.

Civil Unrest

TRAC KE R C O N C EP TS Civil Unrest is raised through Brief

Cards, Raising taxes, and random in
game events. When Civil Unrest

Base Taxes reaches 6 (represented by the rioter
symbol) a riot will commence.

When base taxes are raised, the group Immediately do the following:

Passively gains coins from the bank 1. Pick up a riot card and follow its

into ’ghe Treasury at the start of each instructions

round.

2. Reset the Civil Unrest tracker to 1.

Base taxes always start at 0 and can be
increased to a maximum of 6.

. Threat Level
There are 3 ways to raise base taxes:

I Activating The ‘Raise Base Taxes’ The Threat Level tracker is found below the Letter Pile on the game board.
tile in The Treasury;
2. Some Beacons give players a The main function of Threat is to actively track how much danger The President faces at any given time. Threat starts

chance to raise base taxes.
3. Some Brief Cards offer players an
opportunity to raise base taxes.

at 0 - if it reaches 6 (signified by the skull and bones), The President is assassinated and the game ends.

There are numerous ways that Threat can increase:

Raising base taxes through The
Treasury is the most expensive way to
increase passive income at a cost of 6
AP & 4 Civil Unrest.

L. Letter Demand consequences;

2. Brief Card, or Super Brief Card failure effects;

3. Riots, specifically:
i.  The first time a rioter is deployed onto the board from an active Riot Card, Threat Level is increased by 1.
ii.  If a Rioter deploys to Defence Space 5, Threat Level is increased by 1.

Players must make sure Civil Unrest is 4. Occasionally, players will be given an opportunity to decrease Threat through Brief Cards.

monitored to ensure a Riot is not

Incited! All players (bar the assassin) must try to prevent Threat from rising at all costs.

Note: Threat does not increase if The President is assassinated by a player activating the 'Call an Assassination Vote'
Tile. If this happens, the game ends and the assassin/s are the victors.



PLAYER CONCEPTS

CHARACTERS

Character Card Overview & AP

In addition to character strengths &
weaknesses (in game powers), there are a
number of things which the character card
helps with through the game.

The left hand side of the Character Card
contains 10 circles defining the base AP
(blue) of each character, and the variable
AP of each Character (red). For e;xample,
Marion starts at 8 AP, but can gain up to 10
AP.

Seen below, the game comes with a green
punchout to help keep track of character
AP status. Donovan, below, currently has 8
AP to use.

Onceger game abiljti

oint du
game, regard]e
s
€Y cannot reverge roHs,gcard efi"eo

Character Card Influence

The bottom right of the
haracter Card defines
OW many Influence
ards each character will

pick up at the start of each
turn (Gather phase).

Unless clearly sta

the Charactez Cartg,dil? !
the 3-6 player game the
card limit for a]] players is
8 Influence Cards by the
end of the players tyrp.

fplayer turn,

that'have already happened Cts, or things

elp players keep track of v

8ame abiljtjeg
above, has useq his once pe’r0

ere are 'AbilitK Used' ¢

rackers to
ether they have

I not, Dgnovan,
game ability already,

ACTION POINTS

Action Points (AP) represent the amount of actions that each player

can take per turn. Most tiles within the game cost AP to activate.

Each character starts with a base of 8 AP upless stated otherwise
(E.G. Viktor Markov & Petr Crumb start with less AP).

AP is found on the left hand side of the chara'cter card, marked with
10 circles. Blue circles represent the character's base AP. Red c;rcles
%aracter can gain from activities within the

represent AP that each ¢
game.

Increasing Action Points

While most characters start the game with a base of 8 AP, AP can be
increased by completing Scientific Discoveries.

Keeping Track of Action Points
There is an Action Point popout that comes with the game. Place the
popout over the number of AP that the character currently holds.

Do players have to use all their AP in their turn?
No, players may use as much or little AP as they choose per turn. AP
not used by the end of the turn is discarded.

SpF
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SCIENTIFIC DISCOVERY &
THE LABORATORY

Scientific Discovery Cards

special player abilities, triggering Brief Card effects, or by commencing Science Projects, players
may gain Science Markers. Once 4 Science Markers have been collected, players may trade them
in to activate the 'Make Scientific Discovery' tile. Refer to page 22 for more detail on the tile.

How Scientific Discovery Cards are Picked Up

There are 2 types of Scientific Discovery cards. One has a positive effect and gives clear in-game
advantages to players, and the other type has a negative effect that is unavoidable once drawn.

Negative Scientific Discovery cards activate immediately, and are marked with 'REJECT.". See the
examples on the right and below.

When players activate the ‘Make a Scientific Discovery’ tile, the following actions occur:

L. The player picks up the top two cards on the Scientific Discovery pile.

2. Ifthere are no ‘REJECT’ cards, players may choose one Scientific Discovery to keep. The
other card is removed from the game and put into the game box.

3. Ifthere are one or more ‘REJECT’ cards, they are activated immediately. Players may keep
the remaining Scientific Discovery cards.

What are Science Markers?

. .
SCleI 1CE IV[aIkeIS tlle blue or aIlge t()kells seen to the Ilght) can be uSed to make
/
SClentliiC DlSCOVe(rleS. SOIlle BeaCO] 1S alS() use SClence MaIkeIS as paymellt.

Throughout the game, players will be able to gain and use Science Markers. They are
held ir% players personal stash, near their character card.

'Gai i ' (where X is a number), it is
i mpted to 'Gain X Science Markers' (w . . .
th enﬁ p’g?f}:lrelilgrrgberr) on the Science Marker, not the physical qua}rlltlty (I)ff ?all;l;eerrs
fl?hg?ar%: also some markers that are orange 1\f(\lfilt)h t}‘;ﬁ n;n;i;re r2 é); II 2elr)llll.le Sc?e aye
i 'Gain 2 Science Markers', they' would be able
i\s/lj\tr)li;s (worth 1 each), or 1 orange Science Marker (worth 2).



ALLEGIANCE CARDS

SCAN TO LEARN ABOUT ALLEGIANCES IN
VIDEQ FORMAT




INFLUENCE

At the start of each turn, Samuel picks up 2
Finance, 2 Science & 2 War Influence Cards.

Sy [nfluence Card Actions only
Brief Card resolutions.

take effect in

payment throughout the game. Influence appears in 4 types: F inance, Spy, Science, and War, Each type
of Influence Card is represented by both a colour and symbol.

Influence cards are used to:
* Add influence to Letter Demands;
»  This can be done at any point during q players turn and at no cost;

the assassination) and [finishing with 2 Pyplic Opinion Influence Cards;
»  Players may only add Influence Cards 1o Brief Card votes once;
* Pay to activate certain board game tiles.

How to Pick U Influence Cards

Influence cards can be picked up in three ways:

L At the start of each player's turn,
bottom right of the Character Card. The number and type of Influence Cards depends on each
character's personality and play style.

2. Players can purchase Influence Cards with Ap on their turn,

3. Some Brief Cards allow players to pick up Influence Cards,

Generally, it is better to have a diverse range of Influence Cards amongst the play group in order to

combat the most difficult votes & demands,

How to Use Influence Cards
The number (1 to 5) & type (War, Spy, Science, Finance) of Influence on the top of each Influence Card



Brief Card/Assassination Vote Example

The Brief Card above requires Science & War
Influence. Therefore, if players add Finance and/or
Spy Influence to the pile, it will detract from the total
Influence tally.

In the live example on the right, 7 positive influence
(Science & War) has been added to the Vote Pile for
the Brief Card.

However, either by a player, or Public Opinion,

4 Negative influence (Finance) was also added,
bringing the total Influence count to 3. Oh no! In this
scenario, a riot is incited.

Additionally, an Influence Card with an action was
played - this takes effect as soon as possible (in this
case, straight away).

Influence Type Added Power

Effect Tally

4 S
I Science +4 to the Brief
nfluence 4
total Influence
+2 to the Brief
total
2 War
Influence Action: A]]
: 6 Infl
players gain e
I random
Influence Card
1 Science
Iflaans +1to the Brief
total 7 Influence
4 Finance
4t i 3
e o the Brief 3 Influence g

Total



COINS & THE

TiLE CONCEPTS

TREASURY

1 READ 22

Coins are placed from the outside of the board into the Treasury ) I
hased from the 'bank’. In the example on the left, 17 coins have been gained (2x 5

base taxes, or purc
value coins & 7x 1 value coins).

Coins are shared by all players and always placed directly int
are pooled amongst the group, only the current player gets to

What can coins be used for?

Gaining coins provides players the means to:
« Launch Beacons

. Some Brief Cards require coins

LETTERS «  Some Letter Demands require coins

At the start of each of the 5 days (rounds), a letter from the assassin is read by the first player.
Each letter contains a demand to all players, as seen in the example below. These demands
become increasingly difficult as each round passes.

Letters often contain different requests, like Influence, Coins from the Treasury, and drain
game resources. If adding Influence to the Letter Demand, ensure it is added face down.

Important!
« Players may add Influence or coins to the Letter at any point during their turn and

may tell players what they are putting in if they choose to.
« Unlike Brief Cards, adding the incorrect Influence into a Letter Demand does not

reduce the tally of Influence for Letters.

Securing Coins into Letters

Some Letters allow players to secure coins into Letters. This means players are
able to transfer as many coins from the Treasury into the Letter as desired at a
cost of 4AP per transaction. Coins transferred into the Letter are not impacted
by any 'lose coins' events (for example: discard 2 coins from the Treasury) and

when they are gained through either

o the Treasury when gained. While coins
decide how to spend the coins.

SCAN TO LEARN
IN VIDEO FOR!

"HE TREASURY TILES
AGE 22)

cannot be removed once secured. d as D
"Per player, add the following influence to the demand” IAfter y 5 Urin
nflye, O Wers €s

When demands request that Influence is added to Letters 'per player’, Pile g, 5 Cardy éi Placeq th

it requires players to add the amount of Influence requested multiplied the py, bl; Nflyey, e oWn ing, eI

by the number of players. For example, if the Letter asked for 3 Science dowy, ang OPImOH Bne£ 2¢q he Vote

Influence per player, and there were 4 players, 12 Science Influence would Shuffle are a4 f;fom
ace

be required.
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Beacons are surveillance projects that are conducted in the Surveillance Centre. While they may not be the most
ethical projects, most of the time they add bonuses that players can gain in exchange for AP. Most beacons act as
an extra activation tile that can be used throughout the game. Note that each active beacon can only be used once

per round.

Launching Beacons
The board starts with 4 face up Beacons. While these Beacons are face up, they are not launched. They can be
Jaunched by playing the ‘Launch a Beacon tile on the board, or through specific in-game events (like Brief Cards

or Scientific Discovery Cards).

When a Beacon is launched, the player places a coin on the top left of the Beacon card in the Launched' circle on
the Beacon of the players choosing. Now the Beacon is Launched and acts as an extra game tile.

Using Beacons
Important! In the 3-6 player game, if Defense Space 2 (or Defense Space 4 in a 1-2 player game) is occupied by a
rioter, no Beacons may be used until the rioter is executed.

When a Beacon is Launched, players may use them by placing their character on the 'Use Beacon' tile and paying
the cost outlined on the Beacon Card. Each Launched Beacon may be used once Pet round. Once a Beacon has
been used, move the coin from the Taunched' space t0 the 'Used’ space. Per ‘Round Actions', the coin moves back
from 'Used' to "Launched' at the start of the next round, ready to be used again.

Reprogramming Beacons

Sometimes, there aré Beacons that are orange in colour. These Beacons are defective and take up space on
Beacon tile spaces. Other times, there may be a valid Beacon that is face up and ready to purchase, however it is
not useful for the game. In these scenarios, players may activate the Reprogram Beacon' tile ata cost of 3 AP to
replace any unwanted Beacon. Players may complete any, OT all of the two actions below:

1. Players may I€ lace any number of unlaunched Beacons with Beacons from the draw pile. On replacement,
reprogramme Beacons must be discarded back into the box.
5. Players may also replace any number of launched Beacons. 1f players discard an already launched Beacon,
the Beacon gets discarded back into the box, and the coin returns to the coin pile on the outside edge of the
game board, near the Treasury:



A
SSASSINATIONS

i

Either by activating the ‘call an assassination yote’ tile,as a resultof 2 Brief Card, or Beacon activation Jayers may callan

. o1 . . 4 .
assassination vOte against a_notber player. Unless part of a character abiht{,‘ an assassination vote will alway$ trigger an
Influence vote. 1f an assassination vote 18 passed, @ player 1s executed and has limited abilities for the rest of the game-
Assassination Votes

When an assassination vote is called, it acts the same way as Brief Card voting, where Sé)y and War Influence are positive (e.g will
contribute toward the assassmation), and Science and Finance are negative (e.% will reduce the chance of assassination). All'players may
yote, starting rom the player who called the vote and rotating ciockwme. The Influence r¢ Lired for avote is equal to the number O

t
layers multiplied bef the type of Yote: For example, if piag/ers wish to assassinate the President in a 3 player game the Influence tally must
resultin 12 0T more (3 players ‘multiplied by 4= 12 Spy an War).

What Happens When a Player is Assassinated?
1f a player 18 assassinated, they must reveal whether of not one of their allegiance cards was t0 Kill The President’.

If the gssassinated player s’ allegiance is sided to kill The  Ifthe assassinated players’ allegiance is sided to ‘Save The
President President’ of ‘Save the President — Secondary Mission’

The game ends if there i only one Kill the President’ Immediately increase Threat by 1.
Allegiance Card in the game: 1f there is more than 1 Kill the

President’ Allegiance Card currently in the game, reduce The assassinated player must:
Threat by 1 (unless you cannot)- . Revealat Jeast one of (heir allegiance cards
Discard half of their currently he d Influence Cards and

The assassinated player may continue piaying, but must: Science Markers, and all Scientific Discovery cards (roun
1. Revea their Allegiance Card/s down)-
,. Discard half of their currently held Influence Cards and
Science Markers, and all Scientific Discovery cards (round The assassinated player may choose anew character t0

down) enter the game again (the player does not need to wait

for their turn tO Jo this) and play as per normal. The
assassinated player does not pick up any additional
allegiance cards when choosing a new character t0 enter the
game.

The assassinated player has 0 AP and may only play 2 face

up influence cards into briefs. The assassinated player may

still pick up cards, vote 11 briefs and other scenarios which
may require yoting (face up)-

What happens if a player is assassinated and more allegiance cards are dealt out?

1f more allegiance cards are dealt out, the assassinated player is dealtan allegiance card and is forbidden to look at it. Place the Allegiance
Card face down underneath the Character Card of the player.

What happens if players have more than one allegiance card? _ _ ’ _
The same rules still apply: AR assassinated player with 2+ Allegiance Cards must immediateiy reveal all “Kill the President Allegiance

Cards they hold. If there 18 more than1 assassin 1 the game, it1S not necessary © reveal the second allegiance
card that the player holds.



TROOPS, RIOTS &
THE WAR ROOM

What are Riot cards?

Riots occur when civil unrest reaches 6 (represented by a rioter symbol) or by SNCERFINRUINS
in-game event.

If a riot occurs, immediately follow the below steps:

L Move the Civil Unrest tracker back to 0, and pick up a Riot Card from the pile.
2. Place the Riot Card on the first available 'Riot Card Placement tile, to the right of the
'Vote Pile'. These cards will hang off the edge of the board.
3. Upon drawing and each round (within Round Actions), resolve the Riot Card by rolling
a D4 to determine which Defense Space within each location to deploy the rioter/s.
i Until such time all Defense Spaces in a location (for example, The Treasury) are filled with
rioters, D4 numbers directly correlate to Defense Spaces. If a z is rolled, then a rioter is deployed
to Defense Space 2.
ii.  If there are multiple locations where rioters are required to be deployed (for example The
Treasury & Laboratory), start at the leftmost location and rotate clockwise.
iii.  Only I rioter may occupy 1 Defense Space. In the instance there is already a rioter in a Defense
Space, no rioter is deployed.
4. Per Riot Card, the first time a rioter is placed on the board increase the Threat Level by 1
5. Ifthere are no more Defense Spaces to deploy a rioter, place a rioter on defense space’s
and immediately increase the Threat level by 1.
6. Until ariot ends, riot's retrigger at the start of each round.

Note: Tiles that contain rioters are unusable until the rioters are executed.
Note 2: If 2 or more riot cards are to be picked up (commenced) at the same
time, commence the riot on 'Riot Card IElacement #1' before commencing the
second Riot Card. If rioters are deployed from both cards, Threat only increases
once. Both riots end simulataneously 'when all rioters are executed.

Defending Defense Spaces

Troops may defend the board by being placed on Defense Spaces. When a rioter
attempts to deploy on a space that contains a troop, no rioter is deployed.
Instead, the troop is removed. Great work, troop!

Ending or preventing riots

Riots are prevented or ended in two possible scenarios:

L Ariot card was drawn, but troops prevented deployment of all rioters on
the board.

2. Ariotis ended if all rioters are executed. If there are multiple riots, all
rioters must be executed to end all riots.

Executing Rioters

Karmonia welcomes (and pardons) Patriotic citizens who wish to execute rioters!
Players may execute rioters by activating the 'Execute a Rioter tile in the War
<., Room. This act costs AP, however players may also spend Influence Cards to
SAF reroll, if their result was undesirable.%"his is considered the most direct approach
to ending riots.
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Allegiance Card: Pages 5, 14. Cards defining loyalty of
characters, Allegiance come in 3 formats:

President.

Save the President! Secondary Mission: EPlayer must prevent the
assassination of The President and complete a secret mission,

Action Points (AP): Pg_qe 12. AP defines how many actions each layer
may use in each round, shown by the circles on the left hand side of the
character card. Each board tile costs AP.

Beacons:. Page 19. Found in the Surveillance Centre, Beacons are tiles
that add in game bonuses. Beacons must be purchased and can only be
used once per round,

Reprogram Beacon: Actile on the Surveillance Centre to change
€acons currently in play.

Brief Cards: Page 18. Brief Cards are mission briefs that are drawn from
the left of the meetin room after a player announces that they have
finished theijr turn. TEere are 3 formats:

Choice Brief: Players are imposed with a mora] choice.

Inﬂulence Brief: ’Fhe group must use Influence cards to vote toward

a goal.

Super Brief Cards: Extremely hard Brief Cards (Choice or Influence)

that are added in throughout the game.

Pass a Brief: Signiﬁes.pl?iyers achieved higher than the bottom

rief: Failing a Brief signifies players did not surpass the
bottom row of Influence on a brief carcﬁl

Characters: Page 12, 24 - 26. There are 14 characters in the game with
unique strengtlis, weaknesses and Influence Cards.
Once per game ability: Once per game abiljties may be used at any
point during the ame, regardléss of player turn. The cannot
reverse rolls, car effects, or things that have already appened.

Coins: Page 17. Coins assist in fulﬁlling Letter Demands and
purchasing Beacons, Added through tiles in The Treasury.

Days 1 - 5: Page 17. Each day represents 1 game round.

Defense Space: Page 21. Most tiles are marked with a circular disc that
can be occupied by rioters or defended by troops.

efense Space 5: If occupied by 3 rioter, immediately increase
Threat by 1. Cl)annot be defended gy Troops, but will only deploy rioters
if all other Defense Spaces are occupied in each tile,

De}pltgfing Troops: Page 27 Deployed through the War Room, troops
defend spaces from rioters.

Executini Rioters: Page 21. Rioters, d%ployed through
e

_Tiots, can be executed via Brief Cards, Beacons and the War Room tile.
)5

GLOSSARY

Game Tiles, Tiles: Pages 8, 22. Each game board section contains tiles for
players to complete actions,

Influence, Influence Cards: Page 15 - 16. Cards picked up at the start of the
game & each players turn. Usedq for in-game voting and payment.

Public Opinion: Page 17. Found o the right of the Meeting Room. A ran-
d(l)lm ldcecl? of 5 of eacgh Influence Card type made to represent the opinion of
the public. 2 of these cards are added to each Brief Card vote,

Letters: Page 17. Located in the centre of the game board, Letters are sent by
the assassin to the President as death threats. ‘ _
Letter Consequences: Consequences trigger if Letter demands fail to be met.
Letter Demand: Demands by the assassin that must be met by round end.

Location: A location refers to an area on the game board. For example The
Treasury and War Room are both locations.

Meeting Room: Found below the Letters. Signifies starting positions of each
player.

Research Laborato : Page 13. Contains game tiles based on Scientific Dis-
covery. Top right of Rie board.
Rioter: Page 21. Rioters occupy Defense Spaces during riots.

Science Markers: Page 13. Used to complete Scientific Discoveries. Gained
through Beacons, Brief Cards and Research Laboratory tiles.

Scientific Discovery: Page 13. 6 Science Markers can be traded in to com-
plete a Scientific Discovery.

Surveillance Centre: Page 19. Contains game tiles based on Beacons and
assassinations. Top left of the board.

Taxes (or Base Taxes): Page 11. Taxes provide passive income into the Trea-
sury each round.

The President: Page 24. One of the players within the game.

Trackers: Page 11. Found on the outside of the Letter.pile, game
trackers marﬂ the progress of each of the three functions:
Threat level: The health tracker of The President.
Civil Unrest: The riot tracker for the game board.
Base Taxes: Round by round passive income tracker.

Treasury: Page 17. Contains game tiles based on finances. Bottom left of the
board.

Troop: Pages 21. Troops defend Defense Spaces against riots.

Vote Pile: Page 20. Vote piles are used for players to place Influence Cards
face down during votes that require Influence,

War Room: Page 21. Contains game tiles based on War and defense of Kar-
monia. Bottom right of the board.
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President Viktor Markov
Difficulty: Medium ~ Type: Finance/War ~ Play style: Stamina

Strengths: Most AP of any player.

Weaknesses: Must drive the group to pass Letter
Demands each round, or AP will be lost.

Big Heart Clarification: Viktor may not use this
ability is when Letter Demand results are being
counted.

Democratic Clarification: While Viktor cannot call
an assassination vote, he may vote in assassination
votes called by other players.

President Donovan Maelstrom
Play style: Game Changer.

Type: Finance/Spy  ~

Strengths: Strong once-per-game abilities.

Weaknesses: Continuous monitoring of Civil Unrest required.

Donovan has no passive abilities.

Delegate Talks Clarification: Donovan must announce that the
riot will be prevented before the riot card is read to the group.

What character should I choose?

Characters in Patriot vary greatly. Each character is amazing in
their own right, and all Xaracters have unique strengths and
weaknesses. When choosing characters, firstly have a look at
whether or not their play style would suit you. For example,
some characters have reduced AP but have dramatic in-game
abilities. Some characters have more AP, but have card restric-
tions.

Secondly, see what characters your team mates are choosing
and try ensure that you pick characters that cover all Influence
Card types. For example, Marion Mochi (left) picks up no Sci-
ence InHuence, so if tEis character is chosen, it is a good idea to
pick a character that has Science Influence.

It's also totally fine to pick a character because they look cool
and have a cool back story.

It's my first playthrough of the game, can you recommend
some characters?

The character guide over the next 3 pages has a difficulty rating
underneath the name. Here are some suggestions for a 4 player
game:

President Viktor Markov - a good mixture of Influence.

Chief of Science Zam Che - Great with science.

Secretary of Finance Hilbert Holschtein - Great with Finance.
The Bodyguard Wilfred Duvon - Counterbalances Hilberty,
and Zam, and has game saving abilities. ”J’f



The First Lady - Maury Sweeney
Difficulty: Medium ~ Type: All-rounder ~ Play style: Influencer

Strengths: Good all-rounder abilities.

Weaknesses: Continuous monitoring of Influence
Cards required.

Give or Take Clarification: Maury may only choose
»ne of the two options in Give or Take. Maury or the
target may pick up any Influence Card type.

The President’'s Daughter - Diva "M"

Difficulty: Easy ~ Type: Spy/War ~ Play style: Saboteur

Strengths: Diva is great at sabotaging Brief Card
votes.

Weaknesses: Continuous monitoring of Influence
Cards required.

Tantrum Clarification: "M" must ensure that the
targets once per game ability is not already in effect,
and must not reverse any actions caused

Chief Justice of the Supreme Court - Samuel Ledger

Difficulty: Hard ~ Type: All-rounder  ~ Play style: Controller

Strengths: Sam's strengths can change the game.
Weaknesses: The President must be an ally.

I Am The Law Clarification: Samuel must clearly
state whether he is raising or lowering the before
the assassination vote commences.

Secretary of Defense - Gustavo Moreno
Difficulty: Medium ~ Type: War  ~ Play style: Tank

Strengths: Gustavo may stockpile Influence to gain

more AP.

Weaknesses: Continuous monitoring of Troops
required. .

Rule Maker Clarification: Gustavo may decide to use
Rule Maker after the Brief Card has been revealed,
but not after Influence Cards have been added.

Media Mogul - Frank Ford

Difficulty: Medium ~ Type: Spy ~ Play style: Silver Lining

Strengths: Frank excels in tough games.

Weaknesses: Frank is disadvantaged in easier games.
Fake News Clarification: If Civil Unrest rises and
Frank holds no Influence Cards, nothing happens to
Frank.



Director of the NSA - M.W.
Difficulty: Very Hard ~ Type:Spy ~ Play style: Powerful

Strengths: Controls Beacons. ‘
Weaknesses: Numerous Allegiance cards increases

the untrustworthiness of M:W. g
Untrustworthy Clarification: Refer to page 15 to Iin
out how many Allegiance Cards are to be added into

the game.

Secretary of Finance - Hilbert Holschtein
Difficulty: Easy ~ Type: Finance ~ Play style: Passive Banker

Strengths: Passive income from base taxes.
Weaknesses: Strategic planning of AP required to
reduce Influence Card loss,

Rotund Clarification: Payment required for each
movement between the Treasury, Surveillance
Centre, Research Laboratory and War Room

The Party Donor - Petr Crumb
Difficulty: Hard ~ Type: Finance ~ Play style: Aggressive Banker

Strengths: Lots of Finance Influence & abilities.
Weaknesses: Low AP limits Petr's abilties per turn.
Weight Issues Clarification: Petr may only pay a
maximum of 2 Influence Cards. Petr may gain extra
AP throughout the game. AP may scale up to a base
of 8, meaning payment can be made up to10 AP.
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Chief of Science - Zam Che

Difficulty: Easy ~ Type: Science ~ Play style: Scientist

Strengths: Science focus - lots of Science Influence &

abilities. ‘ o
Weaknesses: Luck is important. AP is lost if dice rolls

are bad.
Thanks, Man Clarification: Zam's target must take the

Scientific Discovery given (even if bad).

The Bodypuard - wr
Difficulty: Medium - Type: Spy/v\/a}'\"llfred Duvon

~  Play style: Game Changer
Strengths: Can save the game,

Weaknesses: R
oS- Research Laboratopy 14
eXpensive for Wilfred. o tlesare more

Take the Bullet Clayi cation: Can reverse Threat fr,
0
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ANTHONY KIRKHAM
DEVELOPER

VERY SPECIAL BOY, AT LEAST THAT'S WHAT HIS
MUM TOLD HIM.

FAVOURITE BOARD GAME: ROOT BY LEDER
GAMES
STARTER COLOUR: BLUE

ANTHONY IS PASSIONATE ABOUT IMMERSION
AND STORYTELLING, AND WANTS TO COMBINE
ART FORMS AND STORYTELLING WITH
STRATEGIC AND UNIQUE BOARD GAMES.

ALI PHELPS
CHARACTER DESIGN & ART
http://aliphelps.com/

ALI WORKS FULL-TIME AS A FREELANCE
ILLUSTRATOR LIVING IN NORTHERN
CALIFORNIA. SHE SPECIALIZES IN
CHARACTER DESIGN, ILLUSTRATION, AND
VISUAL STORYTELLING.

JEFF BROWN

LANDSCAPE DESIGN & ART
https://www.jeffbrowngraphics.com/

IN THE WORLD OF BOARD GAMES, JEFF HAS
WORKED ON GAMES SUCH AS MONSTROUS,
GODBOUND, SETTLEFORGE, BELLY OF THE
BEAST, TO NAME A FEW. JEFF ALSO S
PECIALISES IN AMAZON BOOK COVERS.

OTHER ACCOMPLICES

ON MIETLING
INITIAL KS VIDEO: BHU]S ON MIETLING
3D ARTIST: AREKAR

TABLETOP SIMULATOR DEVELOPMENT:

WITH SPECIAL THANKS TO THE PEOPLE OF /R/PENMANSHIPPORN

G THE LETTERS:
FOR CREATIN U/THE, TERRIBLE_T, /U/DRAMATIC_WALRUS, My Mumy, U/

INFRALUGEL / @INFRALUGEL, JU/BEAVERSKEET, /U/SAIRWABOO,
BLANKET__THIEF

THIS GAME IS DEDICATED TO THE OG BOARD GAME CYLO;S: Guy
AND BEN. HOPE YOU FIND THE EASTER EGGS IN THE GAME.

THANK YOU TO OUR FAMILIES AND FRIENDS FOR KEEPING I‘J;“STQE\IE
THROUGH THIS PROCESS. THANK YOU TO MY WONDERFUL
TO-BE ALISHA FOR ALWAYS SUPPORTING ME.

Playerlair.ne

t: I i
Bradley Hunt vam Dido, B

> Katherine Me

JONATHAN EDWARDS
DEVELOPER

REGULARLY HITS HIS HEAD ON DOORWAYS
AND OTHER LOW HANGING OBJECTS, THE
RESULTING REDUCTION OF BRAIN CELLS
CAN BE ATTRIBUTED TO ANY POTENTIAL
MISTAKES IN THIS RULEBOOK.

FAVOURITE BOARD GAME: SALEM 1692 BY
FACADE GAMES
STARTER COLOUR: ORANGE

JON LOVES WHEN THINGS MAKE SENSE, AND
ENJOYS BOARD GAMES THAT ARE UNIQUE,
FUN, BUT ALSO 'JUST WORK'. HIS FOCUS
HAS BEEN PULLING THIS MANTRA INTO
PATRIOT.
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