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THE SHADOW MOON

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.

>5i.lHUEILLHI'II:E CAM. 234/ -
/ >LUCKY KITTIE HIGH-ROLLERS/NEW]K§

AIM OF THE GAME

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?

'

"B.0.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 HERRT OF THIS
NEFARIOUS NETWORK. REST ASSURED, KREDITS
MAY BE THE CURRENCY, BUT INFORMATION IS
THE REAL INFLUENCE IN THIS DERDLY GAME OF
SYNDICATE DOMINANCE!

ITS TIME FOR YOU TO PUT MY PATENTED PRO
TIPS AND SNERKY SIMULATIONS TO WORK, 50
YOU CAN RISE THROUGH THE RANKS TO BECOME
THE SOVEREIGN OF SHADOW Maoon! "

>SECURITY FEED//
>B.0.B CONTROL NEST//57393-45
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5 PETTY CRIME

TOKEN
10 STATUS

1 ROUND MARKER

33 OPERATION
TOKENS

1 DRAW BAG

e ) "KREDITS ARE NOT LIMITED. IF YOU RUN OUT, FIND A SUITABLE REPLACEMENT."

100 AGENT CARDS

2 5 MAJOR/MINOR
SCORE TOKENS

' r\ 1 FIRST PLAYER
MARKER

1 KINGPIN DIE

2 TWO PLAYER
REFERENCE
CARDS
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Place the Main Board in a central area on
the table.

Place the Round marker on the ‘1’ slot.

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.

Each Player also takes 1 Player Aid.

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.

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

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.

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).

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.

12.

13.

14.
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Deal 6 Agent Cards from the top of the
Deck to each player's hand.

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.

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: O Cards

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

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.

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

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 st 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.

"WANT TO CHOOSE SYNDICATES THAT SUIT YOUR GROUP? EACH SYNDICATE HAS THEIR owWN

COMPLERITY AND AGGRESSION RATINGS ON THE TRAIT CARDS."

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.
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-] KEY CONCEPTS

e ) "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 MoOON."

|
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SECTORS. BORDERS AND TOKENS AGENT CARDS
The Main Board consists of 15 named Sectors, divided up by Borders. Influence and Status The Shadow Moon is made up of many colourful and shady characters, each of which are aligned
Tokens are always in 1 Sector, and should always be placed fully within the Borders of that to a specific Syndicate. Agent Cards represent these characters. Most of the time Agent Cards
Sector. Sectors that share a Border are adjacent, irrespective of how small or big that Border is. will simply be referred to as Cards.
_(r)peratlon Tokeps are always placea on el Sl Ll 2 i el ERR RO A el These Cards are the driving force of the game, they fuel actions, act as a Round timer, and give
okens are considered to be present in both Sectors. ;
focus for players as they plan for the final Round of the game.
INFLUENCE
Each player has 16 Influence Tokens in their colour. These are more often simply referred to I SYNDI,CATE_ ICON . .
as “Influence”. Influence can only ever be in Sectors of the Main Board or in players' personal The o th?t identifies each .
supplies. Players must keep their Influence in stacks to clearly show how much they have in each Syndicate. In any given game, there will
eyt always be exactly 10 Agents from each
of the chosen Syndicates.
Many effects can remove Influence from the Main Board. Whenever Influence is removed it is
placed back into its owner’'s Personal Supply. 2. ILLUSTRATION
Many effects allow players to place their own Influence in Sectors on the Main Board. This 3 AB,OV_E THE LINE
Influence comes from that player’'s Personal Supply. If they have no Influence in their Personal This will have either 1 or 2 ef‘fects‘
Supply they instead move their Influence from any Sectors of their choice. (sentences). Each sentence is a different,
yet connected effect. Both effects are
CONTROL considered to be Above the Line.
See page 27 for further clarification.
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!). 4. BE_LOW THE LINE .
It is possible for Sectors to not be under any player’s Control. This will always have 1 effect. This may
only be performed if players are eligible
M.I“'- to perform the Below the Line effect. ADOO 1 CASIND.
See page 14-15 for further clarification. A0 1 FOJACENT TO CRSIND.

AN

W
LOCKDOWN DR DISPLACE CASIND.

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

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

>1: THE SPIRE - MAGENTA AND BLUE ARE BAOTH TIED FOR INFLUENCE IN
THE SPIRE, 50 N0 ONE HAS CONTROL.

>2: BIO DIVISION - THOUGH BLUE HAS THE MOST INFLUENCE HERE, THEY
D0 NOT HAVE THE MINIMUM 2 INFLUENCE TO CONTROL THIS SECTOR.

>3: NEURAL NETWORK - MAGENTA HAS CONTROL IN THIS SECTOR.

>4: CORP SEC - DORANGE HAS CONTROL OF THIS SECTOR.




E KEY CONCEPTS

AGENT STACK

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

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.

i
s/ ©

ACTIVE INACTIVE

)

LI@ION
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ADD 1 EMBASSY.
PUSH 1 FROM EMBRSSY.

N

R

LOCKOOWN EMBASSY DR ADJACENT.

PLAYING THE GAME

ROUND STRUCTURE

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.

FIRST TIME PLAYING?

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.

III HUSTLE OPTIONAL

Exhaust 1 Operation Token to
perform the specified effect.

MANDATORY

(2] DEPLOY AGENT

Facedown = ADD 1 Anywhere.

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.

OPTIONAL

FULFILL OPERATION

Spend all Influence in 1 Controlled
Sector to fulfill an adjacent
Operation.

OPTIONAL

MANIPULATE

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

Place 1 Card on the bottom of the
Deck to draw 1 Card from the top of
the Deck.
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STEP 1 - HUSTLE

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

RAOD 1 NEURAL NETWORK.
ADD 1 ROJACENT TO NEURAL NETWORK.

ADD 2 THE MAZE.

PUSH 1 FROM THE MAZE.

e
A

>1: IN STEP 10F THEIR TURN, PURPLE DECIDES TO ERHAUST THEIR ILLICIT
OPERATION TOKEN TO PERFORM AN INTERFERE 1 EFFECT.

>g@: 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.

GET 3 REFRESHES FOR THE FINAL ROUND. "

e ) "IT'S WORTHWHILE TO USE AT LEAST 3 OPERATION TOKENS BY THE START OF ROUND 3. YOU

STEP 2 - DEPLOY AGENT

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.

SIMULATION | B 1] ]

>1: DURING THEIR DEPLOY AGENT STEP, BLUE CHOOSES
TO PLAY ONE CARD FROM THEIR HAND FACEDOWN
ON TOP OF THEIR AGENT STACK.

>g2: THIS ALLOWS THEM TO ADD 1 ANYWHERE.
BLUE CHOOSES TO ADD 1INFLUENCE TO
SUPPLY DEPOT.

>3: BLUE NOW HAS ENOUGH INFLUENCE TO FULFILL
THE OPERATION LOCATED THERE DURING STEP 3
OF THEIR TURN.

-

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.



P

g PLAYING THE GAME

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.

X L L 4

ROO 1 CASIND.

DARW AND PLAY TOP CRAD OF THE DECK. RACTIVATE TOP OF BURNED CRARD. TRANSFER 1.
<X BUAN 1. REANIMATE.

P £

A00 1 CASIND. 2 T
ACTIVATE BOTTOM OF BURNED CARD. AOD 1 CORP SEC.

0N ALL PREVIOUS CARDS VISIBLE.”

e ) "WHENEVER PLACING CARDS ON TOP OF YOUR AGENT STACK, MAKE SURE TO LEAVE THE ICONS

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.

SIMULATION | B | ] | | )
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.

>g2: THEY THEN MAY PUSH 10F THEIR INFLUENCE TO AN ADJACENT SECTOR. THEY CHOSE TO PUSH 1TO BAZAAR. AT THIS
POINT THEY WOULD HAVE 5 IN AUANTE AND 2 IN BAZAAR.

BELOW THE LINE:
>3: THEY ARE ELIGIBLE TO PERFORIM 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.

ADD 2 AVANTE.
PUSH 1 FROM RAUANTE.

vy
R

ADD 1 ROJACENT TO AUVANTE.

% COURT OF SAFFADN - 001
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STEP 3 - FULFILL OPERATION
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.

SIMULATION |} B ] )]

>1: DURING STEP 3 OF MAGENTA'S TURN, THEY DECIDE TO FULFILL
AN OPERATION. THEY HAVE 5 INFLUENCE AND CONTROL AT
ARCAND COMPLEX, AND HAVE THE CHOICE BETWEEN 2
DIFFERENT OPERATION TOKENS TO CLAIM THERE.

>@: MAGENTA CHOOSES TO CLAIM THE ESPIONAGE OPERATION.
THEY REMOVE ALL 5 OF THEIR INFLUENCE FROM ARCAND
COMPLER, 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.

e )“THEHE 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."

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.

STEP 4 - MANIPULATE

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 1in 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.

"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."
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END OF ROUND

Once 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.

e« 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.

e ) "SEE THE NEXT PAGE FOR A HANDY FULFILL OPERATION SIMULATION.”

) "IN ROUNDS 1AND 2 YOU WILL PLAY 2 OF YOUR 3 OBJECTIVE CARDS FROM HAND. IF UNSURE
WHICH CARD TO PLAY, TRY TO KEEP 1IN HAND THAT YOU WILL BENEFIT FROM LATER."

SIMULATION | B ] | |

>1: TEAL PLAYS THE SHOWN OBJECTIVE CARD AT
THE END OF THE ROUND. IT SCORES 1 FOR
EACH OF THEIR VIOLENCE OPERATIONS, FOR
A TOTAL OF 2K FROM THE 1 WILD AND 1
VIOLENCE OPERATIONS THEY HAVE FULFILLED.

>g2: THEY ARE TIED WITH PURPLE FOR MOST
INFLUENCE AT THE MAZE, S0 THEY DO NOT
CONTROL THAT SECTOR. THEY MISS OUT ON

3K AND INSTEAD GAIN 1 REFRESH. ' ...ﬁ;..
THEY CHOOSE TO REFRESH THEIR SMUGGLING

OPERATION TOKEN.

G
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

A @8

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).
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NEW ROUND

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.

>SURVEILLANCE CAM. 374
>COURT/OF/SAFFRON
>NEW AGENT IDENTIFIED

SKIPPED AND SOME STEPS ARE ADDED."”

e ) "SCORING IS SIMILAR TO END OF ROUND SCORING IN MANY WAYS, BUT SOME STEPS ARE

FINAL SCORING

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.
MAIJOR/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 O players excluded from the initial tie then nobody
wins.

BUMP SHOULD SEAL THE DEAL TO SHARE THE SPOILS OF VICTORY!"

e ) "AFTER A CONTENTIOUS PLAY FOR SUPREMACY, A HANDSHAKE OR FIST
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FINAL SCORING EXAMPLE

SIMULATION | | ] ] | |

MRAJOR/MINOR SCORE SECTORS:

>1: THE WORKS - BLUE WOULD GAIN 6K FOR CONTROLLING
THE MAJOR SCORE SECTOR.

>2: AUANTE - MAGENTA AND GREEN ARE TIED HERE, 50
N0 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, S0 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 | B ] ] | |

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, S0 IN THIS CASE, PLAYERS' WILD OPERATION
TOKENS WOULD BE BEST TREATED RS 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
16 FROM THE VIOLENCE OPERATION TOKENS. THE
ILLICIT AND ESPIONAGE OPERATION TOKENS DO NOT
GAIN ANY BONUS.

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.

SIMULATION

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

1-5 = THAT NUMBER SLOT IN THE
CARD ROW FROM LEFT TO RIGHT.

\_
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@ 2 PLAYER GAME

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.

THEM OR HINDER THEIR OPPONENT. THEY SHOULD DO ITAS THIS IS AN INTENDED FEATURE."

e ) PLAYERS ACTING ON BEHALF OF THE KINGPIN, OFTEN HAVE TO MAKE DECISIONS THAT BENEFIT

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 1and 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 1to any Sector on the Burned Card.



) "GOT A QUESTION ABOUT AN ABILITY?
CHECK THE APPENDIK FOR FURTHER CLARIFICATION AND INFORMATION!"

PAN
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MANDATORY & OPTIONAL EFFECTS
Played Cards allow players to perform various effects on their turns. Most effects are considered to be independent. However, there are circumstances where the
All of these effects are optional. Each effect must be resolved in order, from top to bottom. second effect Above the Line is dependent on the first effect. In these cases, if the first effect is

If a player elects to perform an effect, they must perform it in its entirety, e, Tusn nersEEE e D = Slpl el e

inasmuch as the definition allows. The definition of many effects do, however,
incorporate an optional component to them.

>1: "ADD2' ALLOWS PLAYERS TO
PLACEUP TO 2 INFLUENCEIN
A SPECIFIED REGION, MEANING
THAT THEY MAY PLACE 0,10R 2
INFLUENCE, ESSENTIALLY MAKING
THIS EFFECT OPTIONAL BY
DEFINITION.

>g2: "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 =

AOD 2 CASIND. MAY BE SKIPPED ALTOGETHER OR ELIMINATE 1 ANVWHERE.
O ELSE IT MUST BE PERFORMED IN AOD 1 ADJACENT TO SAME SECTOR.

P

ADD 1 ADJACENT TO CASIND. ITS ENTIRETY. <

ADD 1 PRESIDIO.
a >1: THE SECOND EFFECT'S SECTOR IS DEPENDENT UPON WHERE THE PLAYER CHOSE TO ELIMINATE IN THE FIRST
"uouU SHOULD ALWAYS EFFECT. IF THE PLAYER DID NOT ELIMINATE 1 INFLUENCE THEY CANNOT PERFORM THE SECOND EFFECT.

PUSH 1 FROM CORP SEL.

STRENGTHEN 2 WHERE PUSHED.

e
o

ADD 1CORP SELC.

END YOUR TURN WITH >2: THE SECOND EFFECT IS DEPENDENT UPON WHERE AND WHETHER THE PLAYER PERFORMED THE FIRST EFFELT.

;.:_-::?_E:w_}r:ﬂ" You THE PLAYER CANNOT PERFORM A STRENGTHEN EFEECT IF THEY DO NOT PUSH ANY INFLUENCE FROM CORP SEC.

>SURVEILLANCE CAM. 974/ TRACKING FERAL AGENT



BURN PILE

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.

! SO0
ADD 170 ALL SECTORS OF BUANED CARD.
BURN 1.

>1: BLUE PLAYS THE LEGION CARD TO 'ADD 1 TO ALL SECTORS OF BURNED CARD'.

>g2: 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 1INFLUENCE TO THE SPIRE AND 1 TO THE WORKS WITH THIS EFFECT.

SEE THE APPENDIR"

e ) "FOR CLARIFICATIONS ON EACH CARD AND HOW THEY INTERACT WITH THE BURN PILE,

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.

SIMULATION

ARCAND
COMPLEX
.

e e p—

>1: TEAL PLAYS THE MFB CARD TO ADD 1 TO ALL SECTORS OF BURNED CARD. THIS ALLOWS THEM TO ADD 1TO 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.




STATUS TOKENS

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.

LOCKDOWN

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

DISPLACE @

&(

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.

) "IN THE RARE CASE THAT THERE ARE NO AVAILABLE STATUS TOKENS IN THE GENERAL
SUPPLY, USE A SUITRABLE REPLACEMENT. "

SIMULATION §} B ] )|

MRAGENTA IS THE OWNER OF THIS STATUS TOKEN (LOCKDOWN)
AND HAS 5 INFLUENCE IN THIS SECTOR.

\_

5IMULATION | B ] ] ] |

BLUE PERFORMS THE ABOVE THE LINE EFFECTS OF THIS COURT OF SAFFRON CARD:
>1: THEY ADD 1INFLUENCE TO THE SPIRE.

>g2: 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 10F
THEIR OWN INFLUENCE FROM BID DIVISION INTO THE SPIRE, AND VIA DISPLACE,
PUSH IT INTO CORP SEC.

>4: THEY SECONDLY PULL 10F 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

AOO 1 THE SPIRE.
PULL 2 THE SPIRE.

CONTROL AND THE ABILITY TO FULFILL THE OPERATION THERE.

)
e

BID
DIVISION




st Ve SR
& by i

sl e

b |
O mER - ¢ e

*eE




