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You're a secret agent who's just left spy school and is
going to be learning on the field. This is your first
mission. Your goal is to locate and rescue a hostage, but
first you need to get gear and blend in.

COMPONENTS

« 1 Alarm Card

- 8 Starting Cards

» 22 Cards in the Obstacle Deck
« 23 Cards in the Mission Deck
Total: 54 cards

You'll have to provide two tokens to keep track of the
alarm. Small coins or buttons will do.

VIDEO TUTORIAL

| know learning from the rulebook can be hard, so |
made a five minute intro video to show you the setup
and how it plays!

You can see it at

TYPES OF CARDS

ALARM CARD
968 As you move around the complex

you'll raise suspicion. At first the
guards will think it's just their
imagination, but if it reaches the top
(50) they’ll go after you. Game over.

INITIAL CARDS
These cards give you resources -

Stealth and Fighting

L4
OBSTACLE CARDS

These cards have two parts. The bottom half represents
the obstacle and the top part is what you'll get if you
disarm it.

- which you can use to interact with
the obstacles.

: Obstacle Name

: Obstacle Type

: The required Resources to interact with this obstacle.

: How much the Alarm will go up if this card leaves
the line.

You can interact with any of the obstacles!

To do so, first you spend the cost that’s indicated on
the card. It can be Stealth , Fighting or any
combination of the two

No matter which resource you used, when you interact
you get to choose if you want to disarm or knock out
the obstacle:

- Disarm: Take the obstacle card out of the line and add
it to your play area. It's a good way to get some gear or
better moves.

- Knock Out: Turn the card face down and leave it where it
was in the line. The good thing about knocking cards out is
that they won't raise the alarm during the Line Scroll, which
will give you additional time to complete the mission.
When a card is knocked out, ignore its Type and Effect.

Some Obstacle cards have effects that activate throughout
the turn. They can cause themselves (or other cards) cards
to slide, which forces other cards in the line to adapt to
that change.

Example: Patrolling Guard moves faster than the other
cards, which means that in the Line Scroll it swaps places
with the card to its right.

ITEM CARD

They look just like regular Obstacle
cards, but there’s a difference, the

icon on the top.

When you disarm an obstacle that
has an item, instead of going to the
Play Area you can equip it. This means you place it on
the Equip Area.

Some items give you bonuses that work every turn,
others can be discarded for an effect. They're not gone,
though! You can equip them when you draw them again.

MISSION CARD
There are two kinds of Mission Cards.
Mission Goals, which set your goal for
the current missions and Mission
Obstacles, which work just like
regular Obstacles.

Mission Goals also have a reward on their top half,
which you can get when you complete that mission.

THE LINE

The line represents what you see as you walk through
the enemy complex. They see you too, so you need to
deal with them before they leave and raise the alarm.

: Obstacles Deck
:The Line
: Obstacles Discard

At the end of the turn you take a step forward, which
lets you see more of the complex.

Think of it as a conveyor belt. Cards will leave the line
through the right side and new ones will refill it from
the left.

Some Obstacle cards have effects which can change the

layout of the line or the behavior of other cards, so be
sure to read them as they appear.
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1- Use Cards

2 - Mission Check

3 - Line Scroll
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4 - Card Refresh

1 - Reward

2 - Move forward

3 - New Line

4 - Reset the Alarm

5 - Shuffle

6 - Draw
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