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What was once a small rag-tag mining colony, Shadow 
Moon has grown to become the greatest trading hub of 
the outer sector. 

But beneath the thin veneer of legitimacy, lies a plague 
of desperate, corrupt, and highly motivated criminal 
syndicates. 

Here, success is for the sinful, and fortunes are won 
through daring heists and ruthless raids. Rub shoulders 
with the street thugs, corporate operatives, and two-
faced humanitarians as you build your syndicate from 
the underbelly of society, to establish your influence over 
Shadow Moon. 

In Shadow Moon Syndicates, 2-5 players take on 
the role of a syndicate crime boss. 

Over 3 rounds, players will utilize their hand 
of cards to nefariously influence sectors of the 
Shadow Moon, carry out high-stakes criminal 
operations, and assemble their specialists for 
the game’s finale. 

How players manage their cards will determine 
how successfully they can spread influence. 
This is the most effective way to gain lucrative 
Kredits, complete operations, and overcome 
their rivals for ascendancy.  
The player who accumulates the most kredits by 
the game’s end is deemed the winner. 

Will you be the one to rise above the rest, 
turning sin into success, to become the 
Sovereign of Shadow Moon?
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“B.O.B is my name and providing 
information is my game! The Syndicates 
of Shadow Moon are a sprawling web of 
secrets and criminal entanglements and 
I, like a spider, sit at the heart of this 
nefarious network. Rest assured, Kredits 
may be the currency, but information is 
the real influence in this deadly game of 
Syndicate dominance!
Its time for you to put my patented pro 
tips and sneaky simulations to work, so 
you can rise through the ranks to become 
the Sovereign of Shadow Moon! “

>

>surveillance cam. 234/
>lucky kittIE high-rollers/new agent acquired

03INTRODUCTION02 AIM OF THE GAME

>shadow moon  
>schematic 348330//8383

THE SHADOW MOON
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>B.O.B control nest//57393-45



05COMPONENTS “Kredits are not limited. If you run out, find a suitable replacement.”>04

1 GAME BOARD

1 ROUND MARKER

80 INFLUENCE TOKENS

5 PLAYER AIDS
2 TWO PLAYER 

REFERENCE  
CARDS

10 TRAIT CARDS 30 OBJECTIVE CARDS

100 AGENT CARDS

33 OPERATION 
 TOKENS

1 KINGPIN DIE

10 STATUS 
 TOKENS

1 DRAW BAG

1 FIRST PLAYER 
MARKER

5 MAJOR/MINOR  
SCORE TOKENS

60 KREDITS

1 APPENDIX

5 PETTY CRIME 
TOKENS



1. Place the Main Board in a central area on 
the table. 

2. Place the Round marker on the ‘1’ slot. 

3. Each Player takes all 16 Influence Tokens 
and the Petty Crime Operation Token in 
their chosen colour. Flip the Operation 
Token to its red and yellow active side. 

4. Each Player also takes 1 Player Aid.

5. Shuffle the Trait Cards and reveal the 
required number using the guide below:

 2-3 players: 5 Cards  
 4 players: 6 Cards 
 5 players: 7 Cards

 If desired, select which Syndicates will   
 be used, rather than revealing the required  
 number of Trait Cards randomly.

6. Return all Trait Cards and Agent Cards of 
unselected Syndicates to the box.

7. Take the 10 Agent Cards for each selected 
Syndicate and shuffle them all together 
to form a single Deck. Place this Deck 
facedown on the left slot of the Main Board. 

8. Reveal the top Agent Card from the Deck 
and place it on the right slot of the Main 
Board. This is the Burn Pile. The top Agent 
Card of this Pile is always faceup and 
referred to as the Burned Card (see page 
28).

9. Place 1 Agent Card faceup from the top of 
the Deck into each of the 5 slots along the 
bottom of the Main Board. These form the 
Card Row. 

10. Deal 6 Agent Cards from the top of the 
Deck to each player’s hand.

11. Shuffle the Objective Cards and deal 3 to 
each player’s hand. Players can always 
examine their own hands, but never the 
hands of their opponents.

12. Of the remaining Objective Cards, some 
may also need to be placed faceup into the 
slots along the top of the Main Board, using 
the guide below:

 2 players 3 Cards 
 3 players: 2 Cards 
 4 players: 1 Card 
 5 players: 0 Cards

13. Return any remaining Objective Cards and 
Trait Cards to the box. 

14. For each faceup Objective Card along the 
top of the Main Board, place 1 Minor Score 
Token (red side) over the name of the Sector 
on the Card. If there are 2 Cards matching a 
Sector, flip the token to its Major Score side 
(yellow), rather than adding a second Minor 
Score Token. 

15. Place the remaining Major/Minor Score 
Tokens, along with all Kredit Tokens and 
Status Tokens in a General Supply within 
reach of all players.

16. Mix all 33 Operation Tokens in the Draw 
Bag. Draw and place 5 of these onto the 
Main Board. Each Operation Token specifies 
2 Sectors on their inactive side. These 
indicate the Border where each Operation 
Token must be placed. Once placed 
correctly, these must all be turned faceup 
to their active side.

17. The player who most recently robbed an 
interstellar casino is given the 1st Player 
Marker. Whoever has this Marker will be 
the first player to act each Round. 

18. Draw 1 Operation Token per player from 
the Draw Bag, displaying them on their 
inactive side. From the first player and 
continuing clockwise, each player selects  
1 of these Operation Tokens. 

 After selecting a Token, players must  
 place 1 of their Influence into each of the  
 indicated Sectors of that Token, then  
 return the Operation Token to the Draw  
 Bag.

 If desired, players may place these   
 Operation Tokens in their relevant   
 positions on the Main Board to make it  
 clearer where the starting Influence  
 would go. 

19. If playing with 2 players, place the Kingpin 
Die and Reference Cards within easy reach 
of both players.

20. All Kredits and Status Tokens should be 
placed in a general supply available to all 
players.

07SETTING UP THE GAME “Want to choose Syndicates that suit your group? Each Syndicate has their own 
complexity and aggression ratings on the Trait Cards.”>06
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09

The Main Board consists of 15 named Sectors, divided up by Borders. Influence and Status 
Tokens are always in 1 Sector, and should always be placed fully within the Borders of that 
Sector. Sectors that share a Border are adjacent, irrespective of how small or big that Border is. 
Operation Tokens are always placed on the Border between 2 Sectors. In this way, Operation 
Tokens are considered to be present in both Sectors.

KEY CONCEPTS

Each player has 16 Influence Tokens in their colour. These are more often simply referred to 
as “Influence”. Influence can only ever be in Sectors of the Main Board or in players’ personal 
supplies. Players must keep their Influence in stacks to clearly show how much they have in each 
Sector.

Many effects can remove Influence from the Main Board. Whenever Influence is removed it is 
placed back into its owner’s Personal Supply.

Many effects allow players to place their own Influence in Sectors on the Main Board. This 
Influence comes from that player’s Personal Supply. If they have no Influence in their Personal 
Supply they instead move their Influence from any Sectors of their choice.

“When placing Influence or Tokens on the Main Board, leave the name of the  
Sector visible. This ensures you can familiarise yourselves with the Shadow Moon.”>

SECTORS, BORDERS AND TOKENS

INFLUENCE

Control is an important concept in Shadow Moon Syndicates. A player has control of a Sector if 
they have at least 2 Influence and strictly the most Influence in that Sector (ties don’t count!).  
It is possible for Sectors to not be under any player’s Control.

CONTROL
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1. SYNDICATE ICON 
The unique icon that identifies each 
Syndicate. In any given game, there will 
always be exactly 10 Agents from each  
of the chosen Syndicates.

2. ILLUSTRATION

3. ABOVE THE LINE  
This will have either 1 or 2 effects 
(sentences). Each sentence is a different, 
yet connected effect. Both effects are 
considered to be Above the Line.  
See page 27 for further clarification. 

4. BELOW THE LINE 
This will always have 1 effect. This may  
only be performed if players are eligible  
to perform the Below the Line effect.  
See page 14-15 for further clarification.

5. SYNDICATE NAME 
The unique name that identifies each 
Syndicate. 

6. CARD REFERENCE 
 The unique number that identifies 
each Agent Card. Players can look up 
clarifications for what each specific  
Card does in the Appendix.

The Shadow Moon is made up of many colourful and shady characters, each of which are aligned 
to a specific Syndicate. Agent Cards represent these characters. Most of the time Agent Cards 
will simply be referred to as Cards. 

These Cards are the driving force of the game, they fuel actions, act as a Round timer, and give 
focus for players as they plan for the final Round of the game. 

AGENT CARDS

2

1

3

4

5 6

>1: The spire - magenta and blue are both tied for influence in 
  the spire, so no one has control.

>2: bio division - though blue has the most influence here, they 
  do not have the minimum 2 influence to control this sector.

>3: neural network - magenta has control in this sector.

>4: corp sec - orange has control of this sector.

SIMULATION

4

2

3

1



Place 1 Card on the bottom of the 
Deck to draw 1 Card from the top of 

the Deck.

Faceup = Perform Above the Line 
and then slide to top of Agent 

Stack. Perform Below the Line if 
Agent Stack is empty, facedown, or 

matches played Syndicate.

11KEY CONCEPTS10

During most turns, Cards will be played and added to 
the Agent Stacks. Each player has their own personal 
Agent Stack. When Cards are added to Agent Stacks, 
they must be placed on top of all previously played 
Cards. 

Players should, however, place Cards in such a way that 
the Syndicate icons of all Cards within their Agent Stack 
can always be seen. Only the top Card (most recently 
added) of each Agent Stack can be interacted with by 
any players.

Operation Tokens have 2 sides, Active and Inactive.

1. VALUE - This is both how many Kredits this 
Operation Token is worth during Final Scoring 
(see page 21), and how much Influence is required 
to fulfill the Operation. (see pages 16-17)

2. CRIME TYPE - There are 6 Crime Types (excluding 
Petty Crime and Wild). These are later referenced 
for scoring (pages 18 & 21). 

3. HUSTLE EFFECT - The Operation Token may be 
flipped to its inactive side (exhausted) to perform 
this Effect. (See page 12)

4.  SECTOR - The 2 Sectors this Operation Token will 
be placed on the Border between. 

AGENT STACK

OPERATION TOKENS

PLAYING THE GAME

Each game of Shadow Moon Syndicates will be 
played over 3 Rounds. Each Round consists of 
players taking turns in clockwise order, starting 
with the player holding the 1st Player Marker, until 
each player has taken 6 turns.

Players take their entire turn before play passes to 
the next player. On each of their turns, they perform 
the following steps in order:

Once all players have taken 6 turns, proceed to the 
End of Round (page 18). If it is the end of the 3rd 
Round, skip the End of Round and proceed to Final 
Scoring (page 21) instead.

OPTIONAL1

OPTIONAL3

OPTIONAL4

MANDATORY

ROUND STRUCTURE

It is recommended for your first time 
playing Shadow Moon Syndicates with  
3 players or more, or if you want the  
game to flow faster between players’ 
turns, to use the No Card Row variant. 
When setting up the game, and each time 
you begin a New Round, skip the step  
that places out 5 Cards in the Card Row.  
There will be no Card Row this game.

On Step 4 of players’ Turns, Manipulate, 
only the latter option is available to them. 
Players may still place one card on the 
bottom of the Deck to Draw one.

This variant will reduce the amount of 
information available to all players, and 
will reduce the amount of reading required 
to understand what all the Cards do.

FIRST TIME PLAYING?

1

3

2

4

4

Exhaust 1 Operation Token to 
perform the specified effect.

HUSTLE

Spend all Influence in 1 Controlled 
Sector to fulfill an adjacent 

Operation. 

FULFILL OPERATION

Swap 1 Card in hand with 1 Card  
in the Card Row. 

MANIPULATE

Facedown = ADD 1 Anywhere.

TOP

ACTIVE INACTIVE

2 DEPLOY AGENT

OR

OR



13PLAYING THE GAME “It’s worthwhile to use at least 3 Operation Tokens by the start of Round 3. You 
get 3 refreshes for the final round. “>12

If the player has any active Operation Tokens (showing their red side), they may choose to exhaust 
1 to perform its effect. 

Resolve the printed effect of the Token and flip it facedown to its inactive side. A summary of the 
Operation Token effects can be found in the Appendix.  

Once they have resolved a single Operation Token or chosen not to, the player proceeds to  
Step 2 – Deploy Agent.

STEP 1 - HUSTLE

1

2

>1: In Step 1 of Their turn, Purple decides to exhaust their Illicit    
 Operation Token to perform an Interfere 1 effect. 

>2: They draw 1 Card from the Deck and choose to place one Card from   
 their hand to the top of their own Agent Stack. They then proceed to  
 Step 2 - Deploy Agent.

SIMULATION

The player must play 1 of the Cards from their hand onto the table in front of them.  
They must choose 1 of the following 2 options:

PLAY A CARD FACEDOWN

The player may choose to play their Card facedown to the top of their Agent Stack.  
If they do, they may Add 1 Influence to any Sector on the Main Board.  
Then they proceed to Step 3 - Fulfill Operation.  

Important: If the top Card of an Agent Stack is facedown, opponents can neither  
interact with nor target this Agent Stack.

PLAY A CARD FACEUP

A: RESOLVE ABOVE THE LINE

Playing a Card faceup forms a player’s Focus Pile for the turn - note that the Card does  
not go to their Agent Stack at this time. In most cases, players will only ever have a  
single Card enter their Focus Pile, but some effects can add more.

The player resolves all chosen Above the Line effects (see page 9 with Card anatomy) 
on the top Card of their Focus Pile - beginning with the first sentence, and if applicable, 
proceeding to the second sentence.

STEP 2 - DEPLOY AGENT

2
>1: During their Deploy Agent Step, Blue chooses  
 to play one card from their hand facedown  
 on top of their Agent Stack.  

>2: This allows them to Add 1 Anywhere.   
 Blue chooses to Add 1 Influence to   
 Supply Depot. 

>3: Blue now has enough Influence to fulfill  
 the  Operation located there during Step 3  
 of their turn.

1

3

SIMULATION



“Whenever placing Cards on top of your Agent Stack, make sure to leave the Icons 
on all previous cards visible.”

2
3

1

15PLAYING THE GAME >14

C: RESOLVE BELOW THE LINE

The player may resolve the Below the Line effect on the Card that just slid from their Focus Pile 
to their Agent Stack. Below the Line effects are performed in the same way as Above the Line 
effects. After performing this effect, if there are any remaining Cards in the Focus Pile return to 
B), otherwise the player proceeds to Step 3 - Fulfill Operation.

Some game effects may cause players to resolve more than 1 Card per turn. Find more 
clarification of these effects in the w.

Note: When resolving a Below the Line effect on a Card that interacts with Agent Stacks, 
choosing to target their own Agent Stack will therefore target that same Card.

B: MOVE CARD TO AGENT STACK

The player slides the top Card of their Focus Pile to the top of their Agent Stack,  
and checks for the following:

 If the Agent Stack was previously empty (there is only 1 Card there now)  
 they proceed to C to resolve this Card’s Below the Line effects.

 If the previous top Card of the Agent Stack is facedown, they proceed to  
 C to resolve this Card’s Below the Line effects.

 If the top 2 Cards of the Agent Stack are from the same Syndicate, they proceed to  
 C to resolve this Card’s Below the Line effects.

 If the top 2 Cards of the Agent Stack are not from the same Syndicate,  
 they do not resolve Below the Line effects. If there are any remaining Cards  
 in the Focus Pile they return to B), otherwise they proceed to Step 3 - Fulfill Operation. 

ABOVE THE LINE:  
>1: The BLUE player plays a Court of Saffron Card. Resolving Above the Line, they first add 2 Influence to  
 Avante for a total of 6 Influence there. 

 >2: They then may push 1 of their Influence to AN adjacent Sector. They chose TO PUSH 1 to bazaar. AT THIS  
 POINT THEY WOULD HAVE 5 IN AVANTE AND 2 IN BAZAAR. 

BELOW THE LINE:   
>3: They are eligible to perform Below the Line effects because the previous top Card of their Agent Stack  
 IS FROM THE SAME SYNDICATE. BLUE DECIDES TO ADD 1 MORE INFLUENCE TO BAZAAR. THEY NOW HaVE 3 IN BAZAAR.

      SIMULATION

“Whenever placing Cards on top of your Agent Stack, make sure to leave the Icons 
on all previous cards visible.”



17PLAYING THE GAME “There should always be 5 Operation Tokens on the Board. If you notice that there 
are fewer than 5 available, draw Tokens in the same way until 5 ARE available.” >16

During this Step of their turn, the player may claim a single Operation Token if the following 
conditions are both true:

• They have Influence equal to or higher than the value of the Operation Token in 1 of the 2 
Sectors where the Operation Token is present.

• They have Control of the Sector above. In other words, they have more Influence than each 
other player in this Sector (see page 8 for Control). 

Although Operation Tokens are present in 2 Sectors, all Influence spent must come from  
just 1 of those 2 Sectors.

An Opponent controlling the other Sector does not prevent the player from being eligible  
to claim the Operation Token.

In Rounds 1 and 2 only, the Manipulate step allows players to optionally alter the Agent Cards  
in their hands. Players must skip this step if they have no Agent Cards in hand.  
This step is removed entirely in Round 3 of the game.

Players may do 1 of 2 things

• Swap a Card from their hand with 1 in the faceup Card Row.

• Place a Card from their hand to the bottom of the Deck to draw the top Card of the Deck to 
hand.

• Play then passes to the player on their left. If all Players have no Agent Cards in hand instead 
proceed to End of Round.

STEP 4 - MANIPULATE

STEP 3 - FULFILL OPERATION To claim an Operation Token, a player must perform the following:

1.    Remove all of their Influence, along with any Status Token they owned from the chosen 
Sector. 

2. Gain 1K from the General Supply for each surplus Influence that was removed but not 
required for the Operation (e.g if 4 Influence is required but 5 is removed then  
1K would be earned).

3. Remove the Operation Token from the Main Board and add it to their play area,  
leaving it on its active side.

4. Draw a replacement Operation Token from the Draw Bag and place it on the Main Board on 
the Border of the 2 named Sectors on its inactive side. Then, flip it to its active side. In the 
rare case where there are no more Operation Tokens in the Draw Bag, skip this step.

Players may only claim up to 1 Operation Token per turn. It is also possible that they may not 
claim any. In Rounds 1 and 2, they then proceed to Step 4 - Manipulate.

In Round 3, play now passes to the player on their left. If all Players have no Agent Cards  
in hand instead proceed to End of Round.

“After each Manipulate step there should be 5 faceup Cards 
in the Card Row, and the number of Cards in YOUR hand 
should be unchanged.”

>

>1: During Step 3 of Magenta’s turn, they decide to Fulfill  
 an Operation. They have 5 Influence and Control at 
 Arcano Complex, and have the choice  between 2  
 different Operation Tokens to claim there.  

>2: Magenta chooses to claim the Espionage Operation.  
 They remove all 5 of their Influence from Arcano  
 Complex, as well as the Lockdown Token they owned.  
 They gain 1 Kredit, as only 4 Influence was required  
 to claim this Operation Token. They move the  
 Operation Token to their play area where they can use  
 it to perform Step 1, Hustle, on a future turn.  
  
>3 Finally they draw a new Operation Token from the  
 Draw Bag, place it between the relevant 2 sectors,  
 and flip it to its active side.

1

2

3

2

SIMULATION



19PLAYING THE GAME “In Rounds 1 and 2 you will play 2 of your 3 Objective Cards from hand. If unsure 
which Card to play, try to keep 1 in hand that you will benefit from later.”>18

BANK AGENT CARDS

Each player takes their entire Agent Stack into hand. It is possible that players have more than  
6 Cards. If they have less than 6 Agent Cards, they must draw from the top of the Deck until 
they have a total of 6. Secretly and simultaneously, players select 3 of these Agent Cards to place 
facedown nearby. These are their Banked Cards. All other Agent Cards (those still in hand) must 
now be placed facedown on top of the Deck.

At the end of Round 1 each player will have 3 Banked Cards. At the end of Round 2 they will have 
6 Banked Cards in total. Players may examine their own Banked Cards at any time, but they 
cannot change them. Players may never examine their opponents’ Banked Cards.

At the start of Round 3 players will draw all 6 of their Banked Cards to hand. This will form their 
hand of Agent Cards for the final Round of play.

REMOVE STATUS TOKENS

Remove all Status Tokens from the Main Board, placing them back into 
the General Supply. 

ADVANCE ROUND TRACKER

Advance the Round Tracker down 1 step and proceed to the next New Round 
(on the following page).

END OF ROUND

>1: Teal plays the SHOWN Objective Card at  
 the end of the Round. It scores 1K for   
 each of their Violence Operations, for  
 a total of 2K from the 1 Wild and 1 
 Violence Operations they have fulfilled. 

>2: They are tied with Purple for most   
 Influence at The Maze, so they do not   
 Control that Sector. They miss out on  
 3K and instead gain 1 refresh.  
 They choose to refresh their Smuggling  
 Operation Token. 

SIMULATION

11 2

2Once all players have played all their Cards the Round is nearly over.   
In Round 3, proceed straight to Final Scoring (page 21).  
In Rounds 1 and 2, conduct the following in order: 

CHANGE FIRST PLAYER

Give the 1st Player Marker to the player who has the most Operation Tokens. In the case of a tie, 
give the 1st Player Marker to the tied player who is currently the latest in turn order.  
It is possible that the 1st Player Marker remains with the same player.

SCORE CONTROL 

The player who Controls The Spire gains 3K. For each other Sector players Control they gain 1K.

RESOLVE OBJECTIVE CARD

Each player reveals 1 chosen Objective Card from their hand to resolve.  
Objective Cards have 2 conditions, each with 2 possible effects:

• Objective: They gain 1K per Operation Token they own of the indicated Crime Type.  
Wild Operation Tokens always count as the Crime Type of the played Objective Card. 
If they have none of that Crime Type (including Wilds), they may instead refresh 1 inactive 
Operation Token of any Crime Type.  
Both active and inactive Operation Tokens count when gaining Kredits. 

• Control:  They gain 3K if they control the indicated Sector. If they do not have Control,  
they may instead refresh 1 inactive Operation Token of any Crime Type.

Once fully resolved, return these Objective Cards to the box.

For the first game, players may choose to resolve their chosen Objective Cards in turn order to 
see how they all work.

“see the next page for a handy fulfill operation simulation.”>



21PLAYING THE GAME “Scoring is similar to End of Round scoring in many ways, but some steps are 
skipped and some steps are added.”>20

FORM NEW DECK

Return all 5 Agent Cards from the Card Row to the Deck. Shuffle all Cards to form a new Deck.

IN ROUND 2

Deal 6 Agent Cards from the top of the Deck to each player’s hand, and place 5 Agent Cards 
faceup to form a new Card Row (just like the steps performed during Setup).

Play proceeds in clockwise order beginning with the holder of the 1st Player Marker.

IN ROUND 3

Each player may refresh up to 3 Operation Tokens. Each player draws their 6 Banked Cards.

Do not place any Cards in the Card Row. It is not used, and therefore players must skip  
Step 4 - Manipulate, for each of their turns this Round. However, players may still interact with  
the Deck via various effects.

Each player places the last remaining Objective Card from their hand faceup into any 1 of the 
available slots along the top of the Main Board.

For each newly revealed Objective Card, place 1 Minor Score Token (red side) over the name of 
the Sector on the Card. 

If there are 2 Cards matching a Sector (including any previously revealed Cards from Setup),  
flip the token to its Major Score side (yellow), rather than adding a second Minor Score Token.

Minor Score Sectors are worth an additional 3K, and Major Score Sectors are worth an additional 
6K if Controlled during Final Scoring.

Play proceeds in clockwise order beginning with the holder of the 1st Player Marker.

NEW ROUND

Proceed straight to Final Scoring at the end of the 3rd Round 
(do not perform End of Round steps). Players gain Kredits for the following:

SECTOR CONTROL

If a player Controls The Spire, they gain 3K.All players gain 1K for each other Sector they Control. 

MAJOR/MINOR SCORE SECTORS

Each player gains an additional 3K for every Minor Score Sector (red) they Control,  
and an additional 6K for every Major Score Sector (yellow) they Control.

BONUS KREDITS FOR OPERATION TOKENS

Each player gains 1K per Operation Token they own for each matching Crime Type across all 
faceup Objective Cards. If the same Crime Type is featured multiple times, those Operation 
Tokens also qualify multiple times for gaining Kredits. Wild Operation Tokens may only count  
as a single chosen Crime Type.

FINAL SCORE

Players refresh all Operation Tokens to their active sides, showing their values. Each player’s final 
score is the sum of the values of all their Operation Tokens and collected Kredits from throughout 
the game. The player with the most Kredits is the winner! 

TIE BREAKS

If tied, the tied player with the most Influence in The Spire is the winner. 

If still tied, the tied players may agree to share the victory.

If the tied players cannot agree to share the victory, then the player/s with the next highest 
quantity of Kredits win instead. If there are 0 players excluded from the initial tie then nobody 
wins.

FINAL SCORING

“After a contentious play for supremacy, A handshake or fist 
bump should seal the deal to share the spoils of victory!”>

>surveillance cam. 374
>COURT/of/saffron 
>new agent identified



23PLAYING THE GAME22 2 PLAYER GAME

When playing with only 2 players, a third non-player-character is added to the game,  
the Kingpin. 

During Setup, place the Kingpin Die and 2 Player Reference Cards within reach of both players. 
Place all Influence of an unused colour into the General Supply. This is the Kingpin’s Influence. 
The Kingpin does not start the game with any Influence on the Main Board, nor do they require a 
Petty Crime Token.

IN ROUNDS 1 AND 2

After each player’s turn, the Kingpin takes a turn. The player who most recently took their turn 
will perform the following steps on behalf of the Kingpin:

STEP 1 - ROLL KINGPIN DIE AND MOVE AGENT CARD

The player rolls the Kingpin Die and moves the relevant Card from the Card Row or the top of the 
Deck to the Kingpin’s Agent Stack.

As a lot of Cards will be added to the Kingpin’s Agent Stack, players may prefer to display their 
Agent Stack from left to right. The Kingpin then proceeds to Step 2 - Resolve Above the Line.

FINAL SCORING EXAMPLE

Major/Minor Score Sectors:

>1: The Works - Blue would gain 6K for controlling 
the Major Score Sector.

>2: AVANTE - Magenta and GREEN are tied HERE, so 
no one would score any kredits for that Minor 
Score Sector.

>3:   Neural Network - Magenta has 1 Influence HERE. 
Even though they have the most there they do 
not have the minimum 2 Influence required to 
control, so that Minor Score Sector will not be 
scored. 

>4:  BIO DIVISION - GREEN has control HERE, so would 
score 3K for that Minor Score Sector.

SIMULATION

1
2

3

4

Bonus Kredits for Operation Tokens: Each player’s 
Fraud Operation token score 2K AS THERE ARE 2 FRAUD 
OPERATION CARDS. Violence, Heist, AND SMUGGLING all 
score 1K. Wild tokens can only be treated as 1 type 
of crime, so in this case, players’ Wild Operation 
Tokens would be best treated as Fraud.

>1: THE OPERATION TOKENS SHOWN HERE HAVE ALL BEEN  
EARNED BY THE ORANGE PLAYER. They gain a bonus 
6K from the 2 Fraud and 1 Wild Operation Tokens 
they have fulfilled (treating the Wild as Fraud).  

>2:  They score a bonus 1K from the Heist, and a bonus 
1K from the Violence Operation Tokens. The 
Illicit and Espionage Operation Tokens do not 
gain any bonus.

SIMULATION
2 21

BOB FACE = A CARD FROM THE 
TOP OF THE Agenda DECK.

1-5 = that number slot in the 
card row from left to right.

1 2 3 4 5
SIMULATION



STEP 2 - RESOLVE ABOVE THE LINE

The player then resolves the Above the Line effects on behalf of the Kingpin in much the same 
way as on their own turns (see page 13). They must obey the following rules:.

• Each effect must be fully performed, if possible.  
Example: Add 2. Normally the player can add up to 2 but the Kingpin will always Add 2 
Influence.

• If not possible, the effect must be done as much as can possibly be done. 
For example: Push 2 Neural Network and only 1 Influence in Neural Network. Still Push 1. 

• If there are any decisions to be made, the player who is acting on behalf of the Kingpin gets 
to make all relevant choices. This cannot be a choice to ignore the 2 rules mentioned above!

• For example: Push 2 Neural Network. The player decides firstly whose Influence to push,  
and secondly where this Influence gets pushed to. They do not decide whether or not  
they will push at all. 

The Kingpin never resolves Below the Line effects.  
They then proceed to Step 3 - Fulfill Operation.

STEP 3 - FULFILL OPERATION

If the Kingpin is eligible to Fulfill Operation (see page 16) they must do so. If there are multiple 
options, the player decides which Operation Token to claim. Perform the same steps as a player 
would, but skip gaining Kredits for surplus Influence. The Kingpin never gains Kredits. 

The Kingpin now proceeds to Step 4 - Refill Card Row.

STEP 4 - REFILL CARD ROW

Refill each empty slot in the Card Row with a Card from the Top of the Deck.

Proceed to the next player’s turn. If both players have no Agent Cards in hand,  
instead proceed to End of Round.

252 PLAYER GAME  Players acting on behalf of the Kingpin, often have to make decisions that benefit 
them or hinder their opponent. They should do itas This is an intended feature.”>24

IN ROUND 3

At the beginning of Round 3 move 3 Kingpin Influence to each Minor Score Sector.  
Move 5 Kingpin Influence to each Major Score Sector. Place all remaining Kingpin Influence in 
The Spire. The Kingpin no longer takes any turns and does not have an Agent Stack.  
Players may still interact with the Kingpin’s Influence. 

The Kingpin’s Influence is simply there to make Controlling the Major/Minor Score Sectors more 
like a standard multiplayer game during Final Scoring.

KINGPIN CLARIFICATIONS

The Kingpin has their own Influence in their colour. Any effects that target any player’s Influence 
may also target the Kingpin’s Influence.

In Rounds 1 and 2 their Agent Stack is a valid target for abilities that interact with other players’ 
Agent Stacks. The Kingpin will never play Agent Cards facedown. 

If ever the Kingpin runs out of Influence and needs to place more on the Main Board, perform 
the following steps: 

A. Remove 1 Influence from each Sector where they have exactly 1 Influence.If there were 
no relevant Sectors, then remove 1 Influence from each Sector where they have exactly 
2 Influence. Repeating this process until they have enough Influence in their supply to 
complete the effect they were performing.

B. Continue with whatever effect they were performing when they had no Influence.

The Kingpin may never take an action that would give them more than 5 Influence in a Sector. 
If a different choice is possible, the player acting on behalf of the Kingpin must choose another 
option. Players may ignore this rule on their own turns (not the Kingpin’s turns).

Status Tokens work like normal for the Kingpin, with the player acting on behalf of the Kingpin 
making any relevant decisions where necessary. 

The Kingpin does not have a Hand of Agent Cards so the following effects are modified for  
their turns:

INTERFERE: Draw X Cards from the top of the Deck and place them on any Agent Stacks.

REANIMATE: ADD 1 to any Sector on the Burned Card. Move the Burned Card to any Agent 
Stack.

SACRIFICE: Draw a Card from the top of the Deck and place it on the Burn Pile.  
ADD 1 to any Sector on the Burned Card. 



27FURTHER CLARIFICATIONS “Got a question about an ability?  
Check the Appendix for further clarification and information!”>26

Most effects are considered to be independent. However, there are circumstances where the 
second effect Above the Line is dependent on the first effect. In these cases, if the first effect is 
skipped, then the second effect must be skipped also.

1

Played Cards allow players to perform various effects on their turns.  
All of these effects are optional. Each effect must be resolved in order, from top to bottom.

If a player elects to perform an effect, they must perform it in its entirety,  
inasmuch as the definition allows. The definition of many effects do, however, 
incorporate an optional component to them.

MANDATORY & OPTIONAL EFFECTS

“YOU SHOULD ALWAYS 
END YOUR TURN WITH 
1 less CARD THAN YOU 
STARTED WITH.”

2

>1: ‘‘ADD 2’ allows players to 
place up to 2 Influence in 
a specified Region, meaning 
that they may place 0,1 or 2 
Influence, essentially making 
this effect optional by 
definition.

>2: ‘‘INTERFERE 1’ allows players 
to Draw exactly 1 card and 
place 1 card faceup on an 
Agent Stack. A player can’t 
Draw the card and then choose 
to skip the second half of the 
effect. The INTERFERE action 
may be skipped altogether or 
else it must be performed in 
its entirety.

SIMULATION

>1: The second effect’s Sector is dependent upon where the player chose to ELIMINATE in the first 
effect. If the player did not Eliminate 1 Influence they cannot perform the second effect.

>2:   The second effect is dependent upon where and whether the player performed the first effect. 
The player cannot perform a STRENGTHEN effect if they do not PUSH any Influence from Corp Sec. 

1 2

SIMULATION

>surveillance cam. 974/tracking Feral agent

>



FURTHER CLARIFICATIONS 29FURTHER CLARIFICATIONS “for clarifications on each Card and how they interact with the Burn Pile,  
see the Appendix“

>28

An Agent Card is placed on the Burn Pile during Setup. The Burn Pile is a faceup stack of Cards, 
but only the Card on the top of this pile can be seen and interacted with. This card is called the 
Burned Card. Throughout, Cards may be added to the Burn Pile via BURN and SACRIFICE effects. 
No matter what state the Card was in, whenever it enters the Burn Stack it is always turned 
faceup and placed on the top of this pile. In this way, whenever 1 of these effects occurs the 
current Burned Card will change.

BURN PILE

>1:  Blue plays the Legion Card to ‘Add 1 to all Sectors of Burned Card’. 

>2:  The Burned Card can currently target The Spire, and 1 Sector adjacent to The Spire. Though there are 
many Sectors adjacent to The Spire, this effect can only ever be used to target 1 of them. 

>3: Blue chooses to Add 1 Influence to The Spire and 1 to The Works with this effect. 

SIMULATION

>1: Teal plays the MFB Card to Add 1 to all Sectors of Burned Card. This allows them to Add 1 to all 
Sectors with Lockdown.  all of those Sectors are legally targetable with the Burned Card  
(not just one of them), and the played Card enables Teal to target all of them.  

1

Most Cards that enter the Burn Pile don’t come back into the Deck or players’ Hands.  
The only exception to this is via the REANIMATE effect (when BioFed are in the game).  
If the Burn Pile has no Cards in it, there is still a Burn Pile but there is no Burned Card,  
and any effects that reference the Burned Card do nothing. In these circumstances,  
BURN and SACRIFICE will bring a new Burned Card into existence like normal. 

3 3

1 2 2

SIMULATION



31FURTHER CLARIFICATIONS “In the rare case that there are no available Status Tokens in the General 
Supply, use a suitable replacement. “>30

Different effects will bring Status Tokens into play in specific Sectors. Each Status Token on 
the map will be owned by a player and this is marked by placing one of their Influence into the 
Status Token and then stacking any additional/future Influence on top of that. Only 1 Status 
Token may be in a Sector at any time. When an effect would allow a player to place a Status 
Token in a Sector, but there is already one present, the player does not place a Status Token,  
but instead removes the one that is already present - this could even be their own token!  

Status Tokens come from the General Supply and are simply flipped to their relevant side  
when being placed. They are returned to the General Supply when they are removed.

If the player controlling a Status Token loses all their influence in a Sector, the Status Token  
is removed. All StatusTokens are also removed at the end of each Round. 

Each Status Token has its own unique game effects below.

The owner of this Status Token has protected their own 
Influence. Other players cannot interact with (Eliminate, 
Push, Pull, Replace, etc.) the owner’s Influence in this 
Sector. 

STATUS TOKENS

LOCKDOWN

The owner of this Status Token may PUSH Influence 
(belonging to any player) that enters this Sector to an 
adjacent Sector. As a result of this effect, Influence may 
be pushed to a different Sector with Displace, and the 
same rules would apply in this new Sector. In the rare 
case where this happens and Influence gets pushed 
back to where it previously came from, the cycle then 
ends. Influence cannot not be pushed using a Displace 
effect a second time from the same Sector.  

Existing Influence in a Sector is unaffected when a 
Displace Token is placed.

DISPLACE

Magenta is the owner of this Status Token (Lockdown)  
and has 5 Influence in this Sector.

SIMULATION

Blue performs the Above the Line effects of this Court of Saffron Card:
>1: THEY ADD 1 Influence to The Spire.

>2: they make use of the Displace Status to Push this new Influence into 
Corp Sec. 

They now have 3 Influence in Corp Sec, and GREEN has 4. 

>3: Then, Blue chooses to Pull 2 Influence into The Spire. They pull 1 of 
their own influence from Bio Division into The Spire, and via Displace, 
push it into Corp Sec. 

>4: They secondly pull 1 of Teal’s Influence from Corp Sec into The Spire, 
and via Displace, push it into Bazaar. 

Blue now has 4 Influence in Corp Sec to GREEN’s 3 Influence, netting them 
Control and the ability to fulfill the Operation there.

SIMULATION

1 2

3

4

4
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