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PROLOGUE

It’s late Saturday evening, and you’re looking over the city 

from the top of one of those San Francisco skyscrapers. You 

notice your drink rippling from the loud bass, and wonder 

why you attend this sort of event. It’s not like you can allow 

yourself to make any permanent social connections. Then 

again, Blight agents mustn’t attract attention, so going to 

parties from time to time is even encouraged. It’s been a few 

years since you joined, but you’re still a rookie in the agency’s 

eyes.

As you take another sip of water your phone vibrates, and 

simultaneously there is movement in your peripheral vision.

— “Hey there …”

It might have been the start of a fun night, or it might 

have been a bust. There’s no way to know. You pretend that 

you didn’t notice the approach, and take the call. An agent 

always takes the call.

As you bring the phone to your ear it triggers the retinal 

projector in your right eye; a close observer would see a 

small orange circle appear around your pupil. You pretend to 

listen as the real message appears in the form of a hologram. 

Blight sight allows for improved and secure communication, 

and every agent gets it when they join the project. The 

message reads:

Hello agent, I am Monica from Blight and I will be your 

Handler for this mission, codename ‘Cloudless Sky’.

Two hours ago we lost track of Dr Andrews, a well 

known chemist categorised as high risk because he has the 

knowledge to create dangerous chemical weapons. He is 

skilled enough to make a D4 class bomb.

Alongside the text briefi ng the hologram shows images of 

Dr Andrews, the high risk list, and a simulation of the effect 

of a D4 bomb. The dispersion radius is almost 500 km in 

diameter - capable of covering more than half of the state of 

California.

We’ve never noticed anything suspicious about the doctor, 

but that is a secondary issue when the potential threat is this 

serious. We need one of our agents to go to the area where he 

was last seen.

You take a sip of water as you look at the sunset skyline, 

then the view is blocked by a map and a satellite image of a 

pier.

Blight is aware that your skills are still under development, 

and we wouldn’t normally risk sending a junior agent on a 

mission like this, but we have no choice because you’re the 

only one close enough to the facility. You need to evaluate 

the potential danger and, if necessary, rescue Andrews. 

Remember agent, if you decide to accept the mission and you’re 

compromised, the government will disavow any knowledge of 

your actions and you will be on your own. What is your response 

agent?

You read the text a second time, feeling a combination of 

excitement and fear. But eventually you tap the asterisk key 

on your phone, the holographic projections disappear and 

you’re looking again at the sunset. After few seconds you get 

a new message.

Thank you. There will be a car waiting for you out front of the 

building. Contact us through the coded channels when you get 

there.

Your eye deactivates, and you take one last glance at the 

city before you move towards the exit ...

Read stage 1 introduction: Baby steps.

4

Stage 2A - Blend in

Starting visibility:

Special Setup
Before

• Place Angry Guard  in Slot 6.
• Discard all equipped tools.

Mission failure conditions: 

Objective (2 ): Discard 4  to leave the building.

• Suspicion of 50 or more (this condition lasts until the end of Stage 4B).
• Angry Guard  oversight ability is activated.

MISSION “Cloudless Sky”

1

Stage 1 - Get in

Starting visibility:

Special Setup
Before

• Place Guard House  in 1st Mark.

Mission failure conditions: 

Objective (1 ): Discard 6  to jump over the fence.

• Suspicion of 15 or more

MISSION “Cloudless Sky”

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1

1

Risky step

Metal sensor gate

Gain 1 suspicion to draw 1 card.

Eliminate: If there is a  in sight, 
gain 1 suspicion.

4

1

2

Taser

Taser drone

Discard this card from play 
to gain 1 .

Reveal: Discard 1 card at random.

6

51 Obstacle cards

2 Accomplishment tokens

1 Mission marker

1 Visibility token

Blight Chronicles: Agent Decker is a solitaire card game 
where you play the role of one of the Blight operatives, highly 
trained individuals who are sent on dangerous missions.

Game Overview

A full game of Blight Chronicles: Agent Decker represents a 
single mission. Each mission is divided into 7 stages each of 
which is played out as a mini-game. During a Stage, you will 
play cards from your hand to target Obstacle cards, either 
to knock them out or to eliminate them and adding them to 
your Agent discard pile. Each time your deck is empty, you 
reshuffle your discard pile to create a new deck  and carry 
on playing, thus cards that you eliminate become part of 
your deck allowing you to play better cards as the game 
progresses.
The stages of a mission make up a non-linear storyline, 
giving you choices along the way of which stage to do next. 
For example, after Stage 1, you get the choice to go to stage 
2A or 2B. You do not have to play all 7 stages of a mission in 
one sitting; you can ‘save the game’ between stages.

Components

1

2
Expandable Baton

Security guard
Eliminate: Increase visibilty by 1.

4

Game board

11 Agent cards

5 Stage cards

2 Blight tokens

1 Threat marker

1 Suspicion token

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1

1

Stage 1 - Get in

Starting visibility:

Special Setup
Before

• Place Guard House  in 1st Mark.

Mission failure conditions: 

Objective (1 ): Discard 6  to jump over the fence.

• Suspicion of 15 or more

MISSION “Cloudless Sky”

This components list didn't include all full 
game components:

The rule book was prepared for a demo copy for 
reviewers and everyone else who will want to print a 
PnP version of our demo copy to give it a try before 
deciding to pledge.
For full component description please check 
Kickstarter page for Blight Chronicles.
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PROLOGUE

It’s late Saturday evening, and you’re looking over the city 

from the top of one of those San Francisco skyscrapers. You 

notice your drink rippling from the loud bass, and wonder 

why you attend this sort of event. It’s not like you can allow 

yourself to make any permanent social connections. Then 

again, Blight agents mustn’t attract attention, so going to 

parties from time to time is even encouraged. It’s been a few 

years since you joined, but you’re still a rookie in the agency’s 

eyes.

As you take another sip of water your phone vibrates, and 

simultaneously there is movement in your peripheral vision.

— “Hey there …”

It might have been the start of a fun night, or it might 

have been a bust. There’s no way to know. You pretend that 

you didn’t notice the approach, and take the call. An agent 

always takes the call.

As you bring the phone to your ear it triggers the retinal 

projector in your right eye; a close observer would see a 

small orange circle appear around your pupil. You pretend to 

listen as the real message appears in the form of a hologram. 

Blight sight allows for improved and secure communication, 

and every agent gets it when they join the project. The 

message reads:

Hello agent, I am Monica from Blight and I will be your 

Handler for this mission, codename ‘Cloudless Sky’.

Two hours ago we lost track of Dr Andrews, a well 

known chemist categorised as high risk because he has the 

knowledge to create dangerous chemical weapons. He is 

skilled enough to make a D4 class bomb.

Alongside the text briefi ng the hologram shows images of 

Dr Andrews, the high risk list, and a simulation of the effect 

of a D4 bomb. The dispersion radius is almost 500 km in 

diameter - capable of covering more than half of the state of 

California.

We’ve never noticed anything suspicious about the doctor, 

but that is a secondary issue when the potential threat is this 

serious. We need one of our agents to go to the area where he 

was last seen.

You take a sip of water as you look at the sunset skyline, 

then the view is blocked by a map and a satellite image of a 

pier.

Blight is aware that your skills are still under development, 

and we wouldn’t normally risk sending a junior agent on a 

mission like this, but we have no choice because you’re the 

only one close enough to the facility. You need to evaluate 

the potential danger and, if necessary, rescue Andrews. 

Remember agent, if you decide to accept the mission and you’re 

compromised, the government will disavow any knowledge of 

your actions and you will be on your own. What is your response 

agent?

You read the text a second time, feeling a combination of 

excitement and fear. But eventually you tap the asterisk key 

on your phone, the holographic projections disappear and 

you’re looking again at the sunset. After few seconds you get 

a new message.

Thank you. There will be a car waiting for you out front of the 

building. Contact us through the coded channels when you get 

there.

Your eye deactivates, and you take one last glance at the 

city before you move towards the exit ...

Read stage 1 introduction: Baby steps.

Mission Setup

1  Place the board on the table
2  Choose a mission and take the corresponding Mission 

card. Place the Mission marker and place it on the top 
space of the Mission card.

3  Take the Stage 1 card for that mission, placing it face up 
to the bottom right of the board.

4  Place a token on the zero space of the suspicion track
5  Place a token on the visibility track according to what is 

shown on the Stage card.
6  Place the accomplishment tokens, blight tokens, and the 

threat token to one side.
7  Look at the Obstacle icons in the top left of the Stage 

card and take all of the Obstacle cards with a matching 
icon. Put the rest of the Obstacle cards back in the box, 
they are not needed for this Stage. Put the others back in 
the box, they will not be needed for this Stage.

8  Check the “Special Setup” section on the Stage card 
and follow any “Before” rules. This sometimes includes 
finding specific cards from the Obstacles and doing 
something with them.

9  Shuffle the rest of the Obstacle cards for this Stage and 
place them face down as the Obstacle deck to the top left 
of the board.

10  Take the 8 Agent cards that are marked as “Starting 
cards”, shuffle them, and place them face down on the 
Agent deck space of the board.

11  Draw a number of cards from the Agent deck into your 
according to your starting Hand Size as indicated on the 
Mission card.

12  Deal cards from the top of the Obstacle deck one by 
one into the slots, starting with Slot 1. When a card is 
placed in a slot, if it has Reveal ability, resolve that ability 
immediately and then continue dealing cards until all slots 
are filled. If a Reveal ability tells you to place the card 
somewhere else, draw a new card to fill the vacant slot.

13  Follow any “After” Special Setup rules as indicated on the 
Stage card.

14  Read the prologue in the Mission book. 

MISSION ‘Cloudless Sky’

1st Stage

2nd Stage

3rd Stage

4th Stage

5th Stage

6th Stage

7th Stage

Stages progression

Your starting hand size is 4.

Level up - choose 1 Level 2 card.

+1 to your hand size.

// Access denied //

// Access denied //

// Access denied //

// Access denied //2

Taser

Taser drone

Discard this card from play 
to gain 1 .

Reveal: Discard 1 card at random.

6
1

Risky step

Metal sensor gate

Gain 1 suspicion to draw 1 card.

Eliminate: If there is a  in sight, 
gain 1 suspicion.

4

1

1

1
Shortcut

Staff entrance

Gain 1 suspicion to sidestep a card

3
1

2
Expandable Baton

Security guard
Eliminate: Increase visibilty by 1.

4

2

Clear path

Surveillance camera
Reveal: If there is another Surveillance 
Camera  in sight, increase visibility by 1.

4

2

0

Night vision binoculars

Guard house

Gain 1  each round.

Eliminate: Gain 1 .

8

2

1
Rethinking

Nervous guard

Prepare 1 card.

3

David Decker - Starting

Silent movement

Discard Tension to lose

2 suspicion.1

David Decker - Starting

Tension
Gain 2 suspicion to draw 1 card.1

David Decker - Starting

Nip-up
Prepare 1 card.

2

David Decker - Starting

Elbow strike

2
1

Stage 1 - Get in

Starting visibility:

Special Setup
Before

• Place Guard House  in 1st Mark.

Mission failure conditions: 

Objective (1 ): Discard 6  to jump over the fence.

• Suspicion of 15 or more

MISSION “Cloudless Sky”

2

3

4

5

1

6

7

8

9

10

11
14

13

12 12 12 12

12

8

12
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Types of Card 

Before explaining how to play the game, it is important to 
understand the different types of card in the game and what 
they do.

Stage card

1

Stage 1 - Get in

Starting visibility:

Special Setup
Before

• Place Guard House  in 1st Mark.

Mission failure conditions: 

Objective (1 ): Discard 6  to jump over the fence.

• Suspicion of 15 or more

MISSION “Cloudless Sky”

1

2
3

4

5

7

6

1  Stage number and name
2  Icons to show which 

Obstacle cards will be 
used in this Stage.

3  Starting visibility
4  Special Setup rules

5  The Objective shows 
how you complete this 
Stage.

6  Conditions for failing the 
mission.

7  Another way to gain 
accomplishment tokens. 

Agent cards

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1 1

2 3

4

1  Name of the ability
2  Icon and number to show  

the type and amount of 
power of the card. 

 = Physical,  = Evasion
3  The ability of the card when 

you play it
4  When this card is available to 

you.

Obstacle card anatomy

2

Clear path

Surveillance camera
Reveal: If there is another Surveillance 
Camera  in sight, increase visibility by 1.

4

2

1

2

3

4

5

6

7

1  Name of the obstacle
2  Icon to indicate which set of 

cards this is from
3  Type of the obstacle 

(location, people,  
electronic devices, doors)

4  Abilities of that obstacle
5  Cost to target that obstacle
6  Suspicion value
7  Name, power, and ability of 

the card when played from 
your hand.

Sequence of Play

Each Stage is played over a series of rounds, and each round 
is divided into 5 phases which are carried out in order:

1  Engage: You play cards from your hand.
2  Reorganise: Draw back up to your Hand Size.
3  Avoid: One of the Obstacle cards is avoided. 
4  Move: The Obstacle cards move closer
5  Look around: Reveal new Obstacle cards

This sequence is repeated until you either complete the 
Stage successfully or fail the Mission.
To succeed at the Stage, you must perform the Objective as 
printed on the Stage card. Before you can do this however, 
you must fill each Accomplishment space (circles with stars 
in) with an Accomplishment token. How these tokens are 
gained depends on the Stage.
Once you have a certain number of Accomplishment tokens 
(shown in brackets next to the word “Objective”), you can 
then resolve that Objective during the Engage Phase to 
complete the Stage.

For example, the first Stage requires you to have 1 
Accomplishment token, and to get that token, you need to 
eliminate the Guards house. Once you have done that, you 
can discard 6 combined Power to jump over the fence and 
escape - this completes the Stage.

Also shown on the Stage card is the conditions for failing the 
Mission. Try to avoid this happening!

Phase 1: Engage

During this Phase, you may play any number of cards 
from your hand into the play area of the board. When 
you play a card, you may resolve any ability printed at 
the top of the card immediately. Cards are played one 
at a time, and their abilities are resolved (if you want to) 
immediately after they have been played.

Example: You play PUNCH. 
This has no ability on it, so 
nothing happens. Then you 
play SILENT MOVEMENT 
which allows you to discard 
TENSION from your hand 
to lose 2 suspicion, which 
you do immediately, before 
playing any other cards.

David Decker - Starting

Punch
1

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1

You do not have to play all of your cards; you may choose to 
keep some (or all) of them in your hand for the next round. 
Some cards have printed abilities on them, such as 
prepare and sidestep. These abilities are described on 
the back page of this rulebook and on the board. Unless 
otherwise specified, any ability that uses the word discard 
means you must discard from your hand. For example 
“Discard from play” means it can only be discarded when 
it is already in play.
After you have played the cards you want to, you may 
then use the value printed on them (in the top left) to 
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target one card In Sight (in any of the 6 slots, and on the 
Marked spaces).
The cost to target a card is shown in the bottom right of it 
(left of the blue number). There are 3 types of cost:

Physical: You must have a total Physical power 
of at least this amount to target this card.

Evasion: You must have a total Evasion power 
of at least this amount to target this card.

Combined: You must have a total power in any 
combination of Physical and Evasion to target 
this card. This power could be all of one and 
none of the other.

Note: Cards in Slots 3-6 (above the board) are at a 
distance. If you want to target a card in one of these 
slots, you must first pay either 1 or 2 Evasion (as 
depicted on the board). This additional cost is separate 
from the cost of targeting the card and therefore cards 
which give you additional power against a specific type 
of card  cannot be used to pay for this cost.

You can play cards even if they will have no effect. For 
example, playing a card with no ability when you already 
have enough power available to target your chosen card.
When you target a card, you can either choose to knock it 
out or eliminate it. 

Important: To eliminate a card, you must have at least 
1 Physical power; you cannot eliminate with Evasion 
power alone.

Cards in Mark spaces can not be knocked out, only 
eliminated.
If you choose to knock out a card, flip it face down.
If you choose to eliminate a card, move the card to your 
Agent discard pile. This does not count as the card being 
discarded for the purposes of card effects that trigger 
when a card is discarded. The card is now a part of your 
Agent deck and for the rest of the Mission, only the top 
part of the card is used. The rest of the card is considered 
blank and none of the icons or text on it have any further 
impact on the game.

Try to work out in this example which cards you can 
target and why. The answers are below.

Things you can target
Slot 1: Security Guard: This card requires 4 Combined 
power, which you have!
Slot 3: Motion activated camera: The card itself requires 
2 Physical power, and you must also pay 1 Evasion to 
target it because it is in Slot 3. You got this!
Slot 5: Staff entrance: It requires 3 Combined power and 
you must also pay 2 Evasion to target it because it is in 
slot 5. Once you pay the 2 Evasion, you’re only left with 2 
Physical power, but the ability of your Small crowbar card 
gives you 1 additional Physical power when you target a 
card with the door icon on it. Gotta love the crowbar!

Things you cannot target
Slot 2: Surveillance operator: This card requires 6 
Combined power, too much for you this turn. 
Slot 4: Metal sensor gate: The card itself requires 4 
Combined power, which you have, but you need 1 extra 
Evasion to target it because it is in Slot 4. Dang it!
Slots 6: Locked ambulance: This card requires 5 
Physical power and you must also pay 2 Evasion to 
target it. No chance.
1st Mark: Guards house: Requires 8 Combined power. 
Yeah, right. We’ll get to this later!

1

1
Shortcut

Staff entrance

Gain 1 suspicion to sidestep a card.

3
1

Risky step

Metal sensor gate

Gain 1 suspicion to draw 1 card.

Eliminate: If there is a  in sight, 
gain 1 suspicion.

4

1

2

Don’t move

Motion activated camera

Discard 1 card to lose 1 suspicion.

Eliminate: If this card is nearby, 
gain 2 suspicion.

1

2

3

Deep breath

Surveillance operator

Draw 1 card.

Threat: When another  is avoided,
increase visibility by 1.

5

1

0

Night vision binoculars

Guard house

Gain 1  each round.

Eliminate: Gain 1 .

8

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1

David Decker - Starting

Silent movement
Discard Tension to lose
2 suspicion.

1

1

2
Small crowbar

Car thief

Gain 1  to use against .

5

1

2
Expandable Baton

Security guard
Eliminate: Increase visibilty by 1.

4

2

Chloroform tissue

Locked ambulance

Discard 1 card and this card from
play to knock out 1 nearby .

Eliminate: Sidestep a card.

5
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If you eliminate a card with an eliminate effect, resolve 
that effect immediately after placing the card in your 
discard pile.
This Phase ends when you cannot or do not want to play 
any other cards or perform any other actions. At that 
point, move all your cards from your played area to your 
discard pile. Any cards in your hand are kept.

Note: You may look through the cards in your discard 
pile at any time. The order of cards in your discard pile 
does not matter.

Threat / Near

Some Obstacle cards have threat or near abilities. 
These abilities affect the game itself and not just the 
card itself. 

Threat abilities are active when the card 
is face up and in sight (in any of the Slots 
or on a Mark space). If there is an active 
Threat, place the Threat marker on top of the 
Obstacle deck to remind you.

Near abilities are active only when the card 
is Nearby (in slots 1-2 or a 1st to 3rd Mark). 

In addition to targeting cards, you can also complete an 
Objective or Event which can be found on Obstacles or 
the Stage card. 

Note: Some cards or abilities can be eliminated or knocked 
out by means other than targeting them and using power. 
Doing this does not count as targeting that card.

Example: If you have the 
Chloroform tissue, you can 
discard it and 1 other card 
from your hand to knock 
out nearby (person icon) 
Obstacle. This can be done 
in addition to any other 
card you target normally 
during the turn. 2

Chloroform tissue

Locked ambulance

Discard 1 card and this card from
play to knock out 1 nearby .

Eliminate: Sidestep a card.

5

Equipment

Some cards are marked as a tool  or an outfit . 
Collectively, these cards are equipment.
When you eliminate a tool, you may choose to 
immediately equip it by placing it face up in one of the 
tool slots at the bottom of the board. If both of your slots 
are full, you may discard one of your existing tools to your 
discard pile to equip the new one. 
Alternatively, you may choose to place the new tool in 
your discard pile.
If you have a tool in your hand, you can play it in the 
Engage Phase by placing it face up in one of the tool 
slots, discarding an existing tool if both slots are full. This 
indicates the tool is equipped and the ability on it can 

now be used. You cannot play a tool from your hand for 
the ability alone; it must be equipped.
When you eliminate a uniform, you may choose to 
immediately equip it by placing it face up in the outfit slot 
at the bottom of the board, or Drop it (removing the card 
from the mission). Whenever you equip a uniform, your 
visibility drops by 2. If you choose to equip it and already 
have a uniform, you must Drop that one.

Phase 2 - Reorganise

If you have fewer cards in hand than your current Hand 
Size, draw cards from your Agent deck so that you now 
have a number of cards in hand equal to your Hand Size.
If you have more cards in hand than your Hand Size, do 
not draw any new cards.

Empty Agent Deck

Whenever you need to draw a card from your Agent 
deck and there are not enough cards remaining, 
draw as many as you can, shuffle the Agent discard 
pile, place the shuffled cards back on the Agent 
deck space.
Also, any time you are resolve an effect which 
refers to the top card of your deck and your deck 
is empty, create a new deck from your discard pile 
and then resolve that effect.
Each time you shuffle your discard pile to make a 
new Agent deck, you must increase your visibility 
by 1. 

Visibility

During the game, your visibility will increase and/
or decrease. If your visibility is at 1 and you are 
instructed to decrease it further, leave the token on 
1. However, if your visibility is at 4 and you have to 
increase it, gain 1 suspicion instead and leave the 
Visibility token on 4.
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Phase 3 - Avoid

If both Slot 1 and Slot 2 are empty, skip this Phase. 
Otherwise, you must avoid one card. There are a number 
of possibilities:

 If there are cards in both slots, the card in Slot 1 is 
avoided.

 If one card is face up and the other is face down, you 
can choose which one is avoided.

 If there is only one card (face up or face down) and 
the other Slot is empty, that card is avoided.

When a card is avoided, if it was already face down, just 
place it on top of the Avoided Obstacles pile (still face 
down). If it was face up however, you must increase your 
suspicion by the suspicion value of the Obstacle and then 
resolve any oversight ability on the card. Then, flip the card 
face down and place it on the Avoided Obstacles pile.

Eliminate or Knock Out

Choosing to eliminate a card or Knock it out can 
sometimes be a tricky one. 
If you eliminate a card, it becomes part of your Agent 
deck, so you will need to do this to get better cards. 
However, be careful! If you eliminate a card from Slot 
1 or 2 and leave a face-up card in the other Slot, your 
suspicion will increase when that card is avoided.
If you Knock Out a card, you do not add it to your 
own deck, but the knocked-out card will not increase 
your suspicion when it is avoided. This allows you to 
effectively delay whilst you get closer to the other cards 
and build your hand up with more powerful cards.

Phase 4 - Move

In this Phase, you move each Obstacle card closer 
towards you, refilling any gaps. I.e. cards move from Slot 
6 towards Slot 1.

For example: In this 
example, the card in 
Slot 2 was knocked out 
and therefore moved to 
the discard pile during 
Phase 3. So, the card in 
Slot 1 remains in place, 
and all other cards are 
moved down one slot.

1

1
Shortcut

Staff entrance

Gain 1 suspicion to sidestep a card.

3
1

Risky step

Metal sensor gate

Gain 1 suspicion to draw 1 card.

Eliminate: If there is a  in sight, 
gain 1 suspicion.

4

1

2

Don’t move

Motion activated camera

Discard 1 card to lose 1 suspicion.

Eliminate: If this card is nearby, 
gain 2 suspicion.

1

2

1

2
Expandable Baton

Security guard
Eliminate: Increase visibilty by 1.

4

2

Chloroform tissue

Locked ambulance

Discard 1 card and this card from
play to knock out 1 nearby .

Eliminate: Sidestep a card.

5

At the end of the Move Phase, activate all  chain 
abilities on cards in Slots 1-6, starting with Slot 1.

Phase 5 - Look around

Reveal new cards from the Obstacle deck to refill all empty 
Slots, starting with the lowest-numbered empty Slot.
Resolve any Reveal abilities as the cards are drawn, 
refilling any empty gaps if needed.
If the Obstacle deck is ever empty, reshuffle the Avoided 
Obstacles pile and make a new Obstacle deck and then 
keep on drawing.
If there are still not enough cards remaining to fill all 
Slots, you have failed your Mission.

End of the Stage

The Stage can end in one of two ways.
 Failure: If you meet the conditions of the Mission Failure 

on the Stage card, then the entire Mission is over. Also, 
your mission fails if during Phase 5, there are not enough 
Obstacle cards left to fill all Slots.

 Success: The Stage card shows the Objective ability which 
you must perform to complete this Stage of the Mission. 
Objective abilities are carried out during the Engage Phase.

The number in parenthesis after the word Objective shows 
how many Accomplishment tokens you need. Only then can 
you perform the ability printed after it.

For example: “Objective (1 ): Discard 6  to jump over the 
fence” means you must gain 1 Accomplishment token first. 
Then, you can jump over the fence to complete the Stage.

Accomplishment tokens

All Stages require Accomplishment tokens before the 
Objective ability can be carried out. These tokens are 
gained in a variety of different ways. In Stage 1 for 
example, Eliminating the Guards house is the only way to 
get a token. 
Other Stages have Event abilities printed on them. These 
are carried out during the Engage Phase and if you meet 
the requirements of the ability, place an Accomplishment 
token on the Stage card. Each Event ability can only be 
performed once during that Stage.
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Completing a stage

If you succeeded in the Stage, follow these steps:
1  Flip the Stage card and read the story. Some Stages then 

give you a choice in where to go next. Before deciding, 
follow the rest of the steps below.

2  Make a note of your current suspicion level, this does not 
reset between Stages.

3  Collect all remaining Obstacles from the Obstacle deck, 
Avoided Obstacles, slots, and marks. Sort them out by 
their set icon and put them back in box. Any Obstacle 
cards that are part of your deck stay in your deck and are 
not returned to the box. Any Obstacles that were dropped 
during the stage are NOT returned to their sets.

4  Collect all of your Agent cards from your Agent deck, 
discard pile, equipment, and hand.

5  Advance the Mission marker on the Mission card to the 
next slot and unlock any bonus indicated by the new 
position.

Save Game point

After completing a stage, you can save your game progress 
and continue at a later time. To do this, take all of your 
collected cards (the ones from your Agent deck, discard 
pile, equipment, and hand) and store them together in the 
box. Make sure they are kept separate from any other cards. 
Any dropped cards should be stored separately too. Make a 
written note of your suspicion, the stage you’re about to face 
and the position of your Mission marker. 
When you are ready to start playing again, continue playing 
by setting up the next stage.

Setting up for the next stage

Decide which Stage to do next based on the choices from 
the previous Stage. Take that Stage card and setup the next 
game as normal, but with the following changes

 You can customize your Agent deck ready for the next 
stage. Your deck must start with a minimum of 8 cards 
and a maximum of 21 cards. Any cards you remove from 
your deck are dropped (removed from the Mission).

 After you have customized your deck, if it contains a 
uniform, you must start with it in play but you do not adjust 
your visibility down by 2 for a uniform that you start with.

 If you have any Tools in your deck, you may choose to 
start with two of them in play in your Tool slots.

 Suspicion does not start at 0 for any future stages, it 
remains where it was at the end of the previous Stage.

Glossary

In Sight: An Obstacle card in Slots 1-6 or on Mark 1-3

Nearby: A card is Slots 1-2 and Mark 1-3

Near: An ability on a card which is only active if the 
card is Nearby

Drop: Remove the card from the Mission

Avoided: When a card is moved from Slot 1 to Slot 2 
during Phase 3

Prepare: Take any one card from the Agent discard pile 
and place it on top of the Agent deck.

Sidestep: Discard a card from either Slot 1 or Slot 2. 
All effects (including oversight and Threat) 
that are triggered when a card gets discarded 
are still activated but the suspicion value on 
the card itself is ignored. I.e. No suspicion is 
gained from the card itself but may be gained if 
other Threat effects are triggered.


