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WHO WILL CONTROL EARTH WHEN THE FINAL HAMMER FALLS?
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INTRODLCTION AIM OF THE GAME

For centuries Earth's Secret Societies have waged a hidden war vying The aim of Secret Societies is to gain the most Power by outbidding
for control of the world's territories. But now, a final truce has been and outsmarting your opponents to establish your institute as the one
agreed: one auction will decide it all. Don't be fooled, this is no friendly most deserving of total governance.

peace. Each society will do everything in their power to sway the

balance of the auction in their favour. Step into the role of a highly unique Secret Society, equipped with

various tools and abilities to help give you the edge over the competition.
Those who are successful will be able to harness the already existing

industry of their countries for their own enrichment or set the citizens Over 7 Rounds you will gain Income, Bid for Deeds, deploy Agents, start
to work on their own nefarious projects! Projects, make Investments, and seek to control the all-important

Conferences. Not all lands are created equal! It will be your task to
The time has come... Who will control the Earth when the final hammer utilise your unique skills and advantages to claim the Deeds that best
falls? suit your agenda.
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TUCK BOX ASSEMBLY

On the next page you will find all components for each Society. To aid
with set up and tear down, each Society can have all their components
stored within their own Tuck Box. Follow these steps to assemble each
Tuck Box:

Aid

('
INFLLIENCERS

Fold the side flaps
inwards

> INFLUENCERS
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Fold the top and
bottom flaps over
the sides and latch
together

SECRET
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PLAYER SCREEN ASSEMBLY

When playing the game, the Tuck Boxes are repurposed to act as Player
Screens. Follow these steps to assemble each Player Screen:

SEIEMN

Fold the top and
bottom flaps inwards
and latch together
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Stand up with this
side facing your
opponents




INFLUENCERS COMPONENTS

'BEFURE PLAYERS BID: ENDORSE ANY DEED,

AND CANCEL A DIFFERENT FACELF DEED. SETUP FINAL SCORING
ISLAND MAJORTTES
ENDORSE: MAY RAISEYOLR BD BY 1 AFTER B :
BIDS ARE REVEALED. WINNER BAINS BONLS. (f MINUNENTS
Y L INVESTHENTS
EANCEL: WINNER MLST PAY EXTRA 0 Y0IL SPECIAL RULES BB LTS

'BAIN INDLISTRY OF CANCELLED DEED

IFUNPURCHASED. IFROBQTS ARE IN PLAY, YDU CANNOT

PLACE ENDORSE R CANCEL TOKENS ON
THE ORONE' § DEED CARD

INFLUENCERS

il INCOME
o7 STARS
) TRADE RIUTES

INFLUENCERS

INFLUENCERS

1 Society Card
INFLUENCERS

1 Player Screen / Tuck Box

€.

G

1 Endorse Token
1 Cancel Token

3 Project
Tiles

2 Agents

7 Bid
Cards

With great fame comes great responsibility. As the most popular
humans on Earth, we must use our social power for the common good.
In @ world where many are misguided, we will humbly and selflessly
tell all people which causes are worthy and which should be avoided.

REPTILIANS COMPONENTS

(OFROSING BID CARDS SENT TO THE VAILT

CONE T0 YU INSTEAR YO EOLLECT ALL SETUP FINAL SCORING
LSLEIELL G AL A PLACE THE 3 DISGUISE TOAENS INTD YOUR ' ISLAND MAIDRITES
NAY USE DFPOSING BD LARIS FACELP oy £
WITH A BISGUISE DOUBLE OUTBID T3 INVESTHENTS
REWARDS LOSING WITH THEN,
OPPDSING B0 CARDS AFE RETLRNED DISGUISE TOKENS B HLET
T0THER OWNERS ONEE LSED, PLAGE THESE ON OPPOSING D CARDS 1 INGOME

WHEN USINS THEN TO MAKE YOURDWN P
1@+ REPTILIANS i ), TRADERDITES

REFTILIANS REFTILIANS
REPTILIANS
1 Player Screen / Tuck Box

Be "o

2 Agents

3 Project
Tiles

3 Disguise

ol Tokens

Cards

For too long have we lived underground in caves, waiting for our
moment to strike. Our plans to infiltrate the power structures
and organisations of these pesky earthlings have at last brought

fruit. The time is now to rise up and use their own strength
against them. They will bend to our will, without even knowing
they are doing so.

STONESMITHS COMPONENTS

YOU MAY PEEK AT THE FACEDOWN DEED
AT ANY TINE DURING THE BIDDING AND
RESOLLTION PHASES.

FINAL SCORING
o ISLAND MAJDRITES
& woNuwenTs
1 INVESTMENTE
T PRIJECTS
00, INCINE

o SRS

) TRADE ROUTES

STONESMITHS

GAIN1INDUSTRY OR | POPLILATION IF
UTBID N THE FACEDOWN DEED.
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STONESMITHS

1@+ mm

STONESMITHS
1 Society Card

STONESMITHS

1 Player Screen / Tuck Box

© &

3 Project
Tiles

7 Bid 2 Agents

Cards

Knowledge is power, and wisdom is knowing how to wield it. Our global
brotherhood has long pursued hidden knowledge, and now, finally,
we have attained it. The time to use this knowledge for its intended
purpose is here. Our brothers all over the world will rise up to take
that which is rightfully ours.

VAMPIRES COMPONENTS
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VAMPIRES VAMPIRES

1 Player Screen / Tuck Box
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2 Agents

4 Charm
Tokens

3 Project
Tiles

7 Bid
Cards

It has been obvious to countless generations that only the most
experienced should govern. And who has more experience than we
immortals who have lived for thousands of years. Our stealth and
charm are essential to unveil the plans of our enemies. Alas, we must
always coerce from the shadows... for practical reasons.



ROBOTS COMPONENTS

'YOU MAY COMBINE BIDS OR COMPETE

ABAINST THE DRDIE. SETUP FINAL SCORING
ISLAND MAJORITES

ORDNE STACKS | CINFOUTEID BY THES, N T 2

AND CLEARS ALL STACKED CIINS WHEN THEY SHFFLE THE ITHER 2 BARK INTO THE MINUNENTS

WIN WITH DR WITHOUT YOLR SUPFRT, D TRAN LLE 13 NVESTHENTS

ADD DRONES DEED T YOUR CACHE F THE R EEH LT

DRNE WIN WITHOUT YOLR SUFPORT. FACH ROUND T NEOME

o7 STARS

PLACE DRONE ALONESIDE THED DEED.
) TRADE RIUTES

2 Agents 3 Project

Tiles

7 Bid

Cards 1Drone

Biological life is weak and illogical. Synthetic minds are the only
intellects fit to rule the world efficiently. Our drones, with their
autonomous machine learning, will ensure that even if we do not
initially succeed, victory is inevitable. Our metal will prove too much
for the squishies.

|LLUMINATI COMPONENTS

'WHEN RESOLVINE EACH DEED WHERE YOU

HAVE AID, P TE 4 STAZKED EONS FRON FINAL SCORING
OPPDSING LS ARE ADDED TO YOUR % & ISUND NAIDRITES
SUPRLY.
B ) B vonens
T3 INVESTAENTS

‘THESE COINS ARE COLLECTED ONLY t%
AFTER A DEED HAS BEEN PAID FIR. ¥ T PHOJECTS

J0E INCOME

&

ILLUMINATI -

ILLUMINATI

1 Society Card

ILLUMINATI

@a ]
7 Bid 2 Agents 3 PrOJeCt
Tiles
Cards

We, the illuminated ones, oppose every superstition and abuse of
state power. Our secret control over powerful institutions allows us
to syphon the wealth of others to repurpose for our own designs.
And now the time has come to put an end to the machinations of the
purveyors of injustice, and bring about our benevolent rule. For the
good of all, we will install our new world order.

ALIENS COMPONENTS

‘THE PLANET IS OFFERED WITH EACH

WINNING BID LNTL 1 1S PURCHASED. IF SETUP FINAL SCORING
UNPLRCHASED, BAN THE PLANET IR FREE SHUFRLE AL PLANETS INTU AFACEDONN o ISUNI NARRITES
PLANET' COST < HGHEST TTAL B, e & vovuars
DXCLUDING STACYED CONS. 1 INESTMENTS
PPONENTS PAYYOLL YOU PAY THEBANK. EACH ROUND BN LS

REVEAL THE TOF FLANET FRON THE
DRAW PILE, PLATING IT FACEUF NEAREY

T INCINE

PLANET ARE PLACED TOGETHRWTHDEDS. |
| o ses

). TRADE ROUTES

ALIENS ) ALIENS

1 Player Screen / Tuck Box

¥ =

3 Project
Tiles

2 Agents

7 Bid
Cards

Earth is the planet we envy most in the Galaxy, and
as the superior species, we surely will obtain it. We
must be careful as there are many strange forces at
work. So, we will play their little game... We will play
until all submit to our unavoidable reign.

9 Planets

TECH BROS COMPONENTS

GAIN1 COIN WHEN PLACING A BID WHERE
ONLY OPFOSING BIDS ARE FRESENT.

FINAL SCORING
' ISLAND MAJORITIES
B vonuwes
I INVESTMENTS
[T PRRIECTS
00, INCINE
o SRS

). TRADE ROUTES

TECH BROS

MAY DISTRIBLITE 2 COINS FROM YOUR
‘SUPPLY AMONGST OPPONENTS TD BAIN
FAGELIP DEEDS THAT NO PLAYERS
PURTHASE.

TECH BROS

TECH BROS
1 Society Card

.

7 Bid
Cards

TECH BROS

1 Player Screen / Tuck Box

® .

2 Agents

3 Pro Ject
Tiles

There are many who fear that technology has gone too far. They forget
that it was technology that built our civilisation. They fail to understand
that technology is the glory of humanity - the ultimate realisation of
our potential. We must advance to a better way of living.
We must evolve.




SETLP

Follow these steps to set up Secret Societies:

1.

2.

10.

1.

12.

13.

Place the Main Board in the middle of the table.

Sort the Agenda Cards into their correct numerical order, placing
them as a Pile on the right half of the Main Board.

Separate the Project Tiles by their type, and randomly place 3 of
each type faceup on the dedicated spaces at either side of the Main
Board. Also place additional faceup Project Tiles on the spaces
marked as 4+, and 5 if playing with that number of players.

Shuffle the Conference Tiles and place 1faceup on each side of the
Main Board. Return the rest to the box.

Place 1 Grey Monument per player nearby the Main Board. For all
other colours, place the required Monuments along the bottom
edge of the Main Board. Only place Monuments on the spaces
marked as 3+, 4+, and 5 if playing with that number of players.

Sort the Trade Routes by their type (1-3 / 4-5 / 6-7). Place all 1-3
Trade Routes faceup in a Pile by the Main Board. Place the 4-5, and
6-7 Trade Routes in separate facedown Piles nearby.

Shuffle all Deeds into a facedown Draw Pile, placing it nearby the
Main Board. Each Round a number of Deeds will be revealed on the
table. Allow plenty of space for these.

Place all Coins, Land, Industry, and Population into a Main Supply.

Each player takes 1 Player Board, Satellite, Treasury, and 6 Stars.

Deal 1 random HQ Board to each player, and also give them the
matching HQ Card.

Each player selects a Society to play (or is assigned 1 randomly, if
preferred), and collects its Tuck Box with all components inside.

Each player sets up their play area as pictured on the next page,
remembering to follow any specific steps listed on their Society's
Player Aid.

After all players have finished setting up their play
areas, give the Gavel to the player whose Society has the ‘

lowest number (found at the top of Player Screens once
assembled). They will be the first player in Round 1.

If playing with just 2 players, also give each player 1 set
of 8 Dummy Bid Cards. See the back of this Rulebook for
additional rules for 2 player games.
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Setup example for 3 players

Society-specific Setup steps can be found
here on the insides of Player Screens.

FINAL SCORING
& ISLAND MAJTRITIES
B VININENTS
I3 INVESTMENTS
% PROJECTS
00 INCOME

7 STARS

€. TRADE ROUTES

INFLUENCERS % INFLUENCERS

SETUP

PLACE THE ENDORSE AND CANCEL TOKENS
INTD YOUR SUPPLY

SPECIAL RULES

IF ROBITS ARE IN PLAY, YOI CANNET
PLAE ENDORSE IR CANCEL TOKENS ON
THE DRONE' DEED EARD

INFLUENCERS



Place your HQ Card above or
below your Player Board into
the matching coloured region,
and gain the indicated Industry
(above) or Population (below)
from the Main Supply.

EL SALVADOR

Allow for plenty of space to
place Cards above and below
your Player Board throughout
the game.

Assemble your Player Screen, and follow

Place the Satellite on Place the Treasury on the left-most Set aside your “0" and “2+H" Bid Cards, and
the left-most space space of the Treasury Track (note both Agents. These are not available yet, but
of the Satellite Track. that it may advance shortly). can be unlocked via specific Projects.
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'BEFIIRE PLAYERS BID: ENDORSE ANY OEED,
AND CANCEL A DIFFERENT FACELIP DEED.

IENDDORSE: MAY RAISE YOUR BID BY 1 AFTER
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Place the 6 Stars on their

:J:E?:::;ITE"TIHE;IMIS[THHIIIM n I D FLP THECACEL TOEN 4 | | ::;;ﬁmf&lénﬂmsmmt 5 | |
spaces along the bottom

Place your 3 Project Tiles on their matching sized spaces on your of your HQ Board.
Player Board.

Place your Society Card onto your HQ

SETUR FINAL SCORING

any additional Setup steps for your Society. T e Board, and gain the indicated Coins
_ Lol e iy from both your Society Card and HQ
Influencers collect their Endorse and Cancel e o o Board. Also advance your Treasury

Tokens as instructed on their Player Screen.

&D iy

). TRADE ROUTES

1 or more spaces if indicated on your
INFLUENCERS INFLUENCERS Society Card.

INFLUENCERS Influencers start with 9 Coins and no
advancements on their Treasury Track.

Players keep their Coins hidden from opponents UVVUU
behind their Player Screens. No other components
should be hidden here. UUUU B, Demencemacra 0] LD 4

[ AP ENDORSE TOKEN
JIEE) FLACE ENDORSE TOKEN ON ST TURN INSTEAD ﬁ @ r@\

Influencers placed their HQ
Card below their Player Board, [
gaining 1 Population. ELSAVADRY |

Take your Bid Cards into hand. Note that the
“0" and “2+H" should have already been set
aside. Players cannot examine Bid Cards held
in hand by their opponents.




GAMEPLAY OVERVIEW

Secret Societies is a game of auctioning, resource management, and
economic growth. Each Round will begin with a new Agenda being
revealed. This is a 2-Card spread showing the Phases that all players
will need to follow for the Round. At the end of the 7 Rounds, the player
with the most Power will be declared the winner.

-
START OF ROUND 3 EVENT

-
= PASS GAVEL AND BAIN INCOME @——@ " ALLPLAYERS HAY PERFIRM | TRADE
= MAY RETRIEVE BID CARDS [ ( ']
= REVEAL FACELIP DEED CARDS: == @ »

#=3|3=4|4-5|5- @==@ SB - 2

= LACE | FACEDOWN DEED CARD

- 2-0H
BIDDING -0

n-

= 2 TURNS EACH PLACING BIDS =-0
« MAX{FACEDOWNEBIDPERPLAVER @=—@ GROWTH

@==0 = FLAVERS SIMULTANEDUSLY MAKE
RESOLLTION @——@  NVESTMENTS AND START PROUECTS
« RETRIEVE UNUSED BID CARDS
= RESOLVE AGENTS IN TURN ORDER ::: GLOBAL TRADE COUNCIL
= RESOLVE DEED CARDS IN ORDER
« PLAYERS THAT GAINND DEEDS GAN: @@ @~ 11O TRADE ROUTES

[ﬂl @I I'1x3 @==e PROCEED TO ROLND 4...
B *=-0 7

-

Most steps on the Agenda are consistent from Round to Round.
There are some steps, however, that only occur in certain Rounds, or
that have slight adjustments made. These varying steps are always
presented with red text. Once players know the game better, they'll
often only need to keep an eye out for the red text as reminders.

Phases must be carried out in order, working from top down on the left
Agenda Card, then top down on the right Agenda Card.

The Round 3 Agenda shown above gives a good indication of what to
expect in most Rounds.

These Phases appear in all Rounds:
Start of Round

These Phases appear only
in certain Rounds:

Bidding Event
Resolution Robotic Uprising
Growth Global Trade Council

START OF ROUND

Step 1: Pass Gavel and Gain Income (skipped in Round 1)
Pass the Gavel to the next player in clockwise direction around the
table. They will be the first player this Round.

All players gain the indicated Coins from the Main Supply equal to the
number below their Treasury, adding them behind their Player Screen.

0 2] N 0 N N
Wi H O O e © o o o0
O |
This player would gain 1 Coin.

(1] [+ TR © TR ¢ R v |
i T} e O o 6 o o 00

This player would gain 6 Coins. They would still gain 6 Coins even if
their Treasury was 1 space further to the right.

Step 2: May Retrieve Bid Cards (skipped in Round 1)

Players may spend the indicated 1-3 Coins back to the Main g
Supply to take all their Bid Cards in the Vault (those used in the &‘
previous Round) back into their hand.

Step 3: Reveal Faceup Deed Cards

Based on the number of players in the game, place the indicated
number of Deeds from the top of the Draw Pile faceup in the middle
of the table. These must be placed out in the order that they were
revealed into 1 or more rows on the table. Their order is important for
the Resolution Phase. Allow space around each Deed for Bid Cards to
be placed.

If Robots are in play, make sure their Drone is set above the third Deed.

Step 4: Place 1 Facedown Deed Card

At the end of the row/s of Faceup Deeds, place 1 Facedown Deed from
the top of the Draw Pile without revealing it. This will always be the last
Deed to be resolved during the Resolution Phase.
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Round 3 row of Deeds example for 3 players




BIDDING

Starting with the player holding the Gavel and continuing clockwise
around the table, each player will take 1turn to place a Bid on a chosen
Deed. After this, each player will take a second turn in the same
manner to place a second Bid Card.

Of their 2 Bids, each player may place 1 of them facedown. This could
be their first Bid, second Bid, or neither.

Placing a Bid

When placing a Bid, players take 1 Bid Card from their hand, and place
it alongside a chosen Deed on the table. It does not matter if that player
or other players have already placed Bids alongside that Deed.

After placing their Bid Card, which could be faceup or facedown, they
may stack Coins from behind their Player Screen onto the Bid Card to
increase its value. This is a good way to outbid players, but once placed,
those Coins are effectively spent. Even if a player loses a Bid with
stacked Coins, they will not get those Coins back. How many Coins they
may stack is determined by the Bid Card being used. This is usually up
to 3 Coins if the Bid Card is faceup, and up to 2 Coins if it is facedown.

Bid Value ===l
Coin Stack Limit ==

Win/Loss Effect sl

Facedown
Bid Card

Faceup
Bid Card

Placing Agents
Agents are a special Token that players may unlock via
a Project on their Player Board. If players have Agents,
they must place them both on their first turn during each
Bidding Phase.

Each Agent must be placed alongside a different Deed. This can be
for faceup or facedown Deeds. During the Resolution Phase players
will have the opportunity to move 1 of their Bid Cards, along with any
stacked Coins to a different Deed where they have an Agent.

’ UNITED KINGDOM

IRL

v a ’
a7
ﬂﬂﬂak’

Above is an example of a highly contested auction for the United
Kingdom.

Influencers have Bid 2 with stacked 3 Coins for a total value of 5.

Stonesmiths have placed 2 Bid Cards. We know they have a faceup
value of 1, but that facedown Bid Card is a mystery.

Meanwhile, Robots also have a facedown Bid Card with 1 stacked Coin.
Could that be a facedown 5, making for a total of é to beat Influencers?

And to make it even more interesting, Influencers also have T of their
Agents here, meaning that they could bring in another Bid Card. Or will
they abandon this auction entirely, and move their Bid and its 3 stacked
Coins to wherever their other Agent is?




RESOLLTION

Once the Bidding Phase has been completed, it's time to resolve all the
auctions.

Step 1: Retrieve Unused Bid Cards (skipped in Round 1) s
Players take all their Bid Cards in the Vault back into their Hand. &‘

Step 2: Resolve Agents in Turn Order (skipped in Round 1)
Starting with the player holding the Gavel, and continuing
clockwise around the table, any players with Agents may
move 1 of their Bid Cards, along with any stacked Coin on
that Card to a different Deed where they have an Agent.

This does not count as placing a new Bid, and therefore does not
trigger any Bidding related effects or abilities. Regardless of whether
or not they chose to move a Bid Card, that player then returns both
their Agents to their Supply for use in the next Round.

In the example below, Tech Bros have Agents by Fiji and by the
facedown Deed. They have clearly lost the auction for Canada, and
decide to move that Bid Card and its stacked Coin to a different Deed.
They could move it to Fiji, adding to their existing Bid, but there’s a
chance they might already be winning that auction. They don't know
what the facedown Deed is, but since they know they can win it, they
move their Bid there instead.

SECRET
SOCIETIES
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Step 3: Resolve Deed Cards in Order

Players now resolve the auction for each Deed in order. This is why it
is important that they are placed out in 1 or more rows to determine
the resolution order.

When it is time to resolve an auction, first reveal any facedown Bid
Cards. The player with the highest total Bid value (printed values +
stacked Coins) wins the auction. They now have the choice to buy the
Deed. If they do not wish to buy the Deed, it is then offered to the player
with the next highest Bid value. If no players buy it, return the Deed to
the box.

If there is ever a tie for the the highest Bid, the player seated
earlier in turn order for the Round wins the Bid. ‘
The winner of the auction must pay the total printed value of all

their Bid Cards placed alongside the Deed. See all steps outlined
on the next page for winning an auction.

’. All players who had at least 1 Bid Card present (including those

that may have declined to buy the Deed) return any stacked
Coins on their Bid Cards to the Main Supply, They then resolve any
“loss” effects on the Bid Cards they had played for the Deed, and return
all their Bid Cards from alongside the Deed to their hand.

Once an auction has been fully resolved, resolve the next Deed on
the row. When reaching the final facedown Deed, turn it faceup before
resolving it.

Bid Card Win/Loss Effects:

- Win: Return this Bid Card to your hand, rather than
@ placing it into the Vault.

L2 Win: Advance your Satellite 1T space.
{2 |ose: Gain 1 Coin.

Lose: Gain the indicated Coin,
Industry, Population, or Land.

The Vault is a dedicated area near the Main Board that you must
place your Bid Cards when winning auctions with them. Note
that your “2" Bid Card is never sent to the Vault. You can spend
Coins to retrieve Bid Cards from the Vault at the start of each
Round, or retrieve them for free at the start of the Resolution
Phase. Bid Cards in the Vault are faceup for all players to see.




Steps for Winning an Auction:

Pay the Coin values ===l 2

indicated on all your Bid

After placing the new Deed, gain any Land indicated on the Deed, along with
the Industry if placed above or Population if placed below. Then resolve all the
following effects that apply in any order you wish:

Cards used to win this
Deed Card.

Return any stacked Coins
from your Bid Cards to the
Main Supply.

If the Deed was an Island, resolve any effects you have relating to gaining
’T Islands. This is from HQ Boards, and any unlocked Star abilities for Islands.

Example: Madagascar and New Zealand are both Islands.

Resolve any “win” effects
from your Bid Cards, then
return all your Bids that
still remain alongside the
Deed to the Vault (placed
nearby the Main Board).

Advance your Satellite 1 space for each Border your new Deed Card
shares with your previously acquired Deeds. Gain the rewards of each
space your Satellite moves into.

Example: Illuminati has just acquired the United States Deed. As
indicated by the flags and initials, this shared a border with both Canada

and Mexico, which they already have. They will therefore advance their

Place the Deed above or
below your Player Board

Satellite 2 spaces, gaining them 1 Coin and 1 Star from the Satellite Track.

into the matching coloured
region.

@m sl

CANADA
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If this Deed was the fourth Card added to a row above
or below your Player Board, gain a Trade Route from
the faceup Pile, placing it as the fifth Card in that row.
Also gain any Industry or Population from that Card
as normal. You can complete multiple rows above and
below your Player Board.

Example: If llluminati places the United States Deed
above their Player Board, they'll only be lacking a Card
from the Blue Region for their second row above. To
complete the row, they'll take a Trade Route, and place
it above their Player Board in the Blue Region.
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AUSTRALIA

Gain any Monuments that you qualify for from having
a certain number of Cards in a particular Region. Each
player may only have a single Monument of each colour.

Example: Gaining United States has given Illuminati
the third Card in the Black Region to gain that
Monument, which they'll place next to the Purple and
Blue Monuments they already have, gaining 1 Coin
immediately.

There are also a variety of other effects and
abilities that could trigger, such as from
gaining Stars, Project Tiles, Society Cards,
etc.




RESOLUTION (CONTINUED)...

When placing new Cards, lay them so that Cards being covered still
show their coloured bar, flags and initials. This is important for knowing
the number of Cards in a Region, and for identifying connecting borders
between Deeds.

There are plenty of effects that can chain into other effects. Some HQ
Boards give immediate Monuments, Islands, and Trade Routes. Society
abilities, and Project Tiles may affect various aspects of an auction’s
resolution as well. If there are any uncertainties around timing, keep in
mind these key steps to abide by:

Always resolve costs before resolving effects and benefits.

If you gain an ability that triggers when gaining something, but it
was the gaining of that thing that gave you the new ability, that
ability does not trigger retroactively.

Resolve all effects as they occur, to be sure they are carried out
correctly.

If multiple effects occur at once, you may resolve them in any
chosen order.

Important: All steps for winning an auction must be completed before
the auction for the next Deed is resolved. In some cases, however,
players can continue if the winning player only has decisions remaining
that won't be impacted by the resolution of the next Deed.

Step 4: Consolation

Any players that gained no Deeds during the Resolution Phase gain the
indicated consolation on the Agenda Card. This will be to gain a certain
amount of Land, Population, or Industry in any combination.

(& BAINING SATELLITE ADVANCEMENTS

There are a number of ways that your Satellite can advance
along its Track. For every space it moves into, gain the indicated
reward. Should it reach the end of the Track, gain 1 Coin for
every additional space it would advance instead.

Rewards include gaining Stars, Coins, Land, Population, Industry,
and advancing your Treasury along its Track.

r  GAINING STARS

When gaining a Star, take the left-most Star from along the
bottom of your HQ Board, and place it onto any 1 of the spaces
in the top half of your HQ Board that does not already contain
a Star.

Some effects are immediate, indicated by the lightning bolt icon
within the Star space. Spaces without this icon are ongoing
abilities which become active when a Star is placed there.

There are 4 effects that are common across all 5 HQ Boards,
and the other 2 are unique to each Board. These effects can all
be found on page 18.

BEFORE PLAYERS BID: ENDORSE ANY DEED,
AND CANCEL A DIFFERENT FAGELIP DEED.

ENDORSE: MAY RAISE YOUR BID BY | AFTER
BIDS ARE REVEALED. WINNER BAINS BONLIS. (

CANCEL: WINNER MUST PAY EXTRA TO YOU.
GAIN INDUSTRY OF CANCELLED DEED
IF LINPLIRCHASED.

N EL SALVADOR

w @

Influencers have just gained another Star. They have 4 options
to choose from when placing it in the top half of their HQ Board.



EVENTS

There are Events in Rounds 1, 3, 4, 5, and 6.

The Round 1 Event allows all players to gain 1 Land or 2 Coins.
The Round 3 Event allows players to perform 1 Trade as indicated
on the Agenda Card.

The Round 5 Event allows players to exchange up to 2 Resources
(Land, Industry, Population, Coins), and potentially gain benefits
based on how many Cards they have above and below their Player
Board. Players with 10 or more Cards gain no benefits other than
the 2 optional Resource exchanges.

In Rounds 4 and 6 there are Conferences.

Round 4 Conference

The player or players that have accomplished the most of the indicated
goal on the left Conference Tile gain 1T Grey Monument, which they
immediately place onto their Player Board, gaining the covered
rewards.

All other players gain the indicated consolation 'ﬁ'
on the left Conference Tile.

In this example the player or players with the " R0
Satellite that has advanced the furthest would
gain a Grey Monument, while all other players w [

would gain 1 Population and 1 Coin.

Round 6 Conference

The player or players that have accomplished the most of the indicated
goal on the right Conference Tile gain either 1 coloured Monument that
they don't already have (taking a Monument of the highest value from
that colour), 1 Grey Monument (if they don't already have 1), or advance
their Satellite 1 space. If they take a Monument, they must immediately
place it onto their Player Board, gaining the covered rewards.

All other players gain the indicated consolation
on the right Conference Tile.

Ll | P ‘

In this example the player or players with the
most Projects started that require 2 Land gain
the main reward, while all other players would w B/ ©

gain 1Land and T Population.

ROBOTIC UPRISING

This Phase occurs at the end of Round 4, and is only relevant if Robots
are in the game. It is simply a reminder to turn their Drone to its
opposite side.

GLOBAL TRADE COUNCIL

When this Phase occurs, turn the current Pile of Trade Routes facedown,
and turn the next Pile faceup. The numbers of the fronts and backs of
Trade Routes indicate the Rounds that they are used in.

ET
TIES TRADE ROUTES aC

At the end of Round 3, the 1-3 Pile has just been turned facedown,
and the 4-5 Pile has been turned faceup.

* GAINING PROJECT TILES

You can gain Project Tiles from 1 specific Star space, and when
gaining your first Monument. To resolve this effect, take 1 of the
Project Tiles available on the Main Board, and place it into its
designated space of your Player Board. The top space is for an
Immediate effect Project Tile, and the other space is for an end
game scoring Project Tile. You may only have 1 of each type.

For both types, gaining the Project Tile is only half of the process.
In order to benefit from these Tiles, you must still start that
Project by spending the required Land and Population during the
Growth Phase. You can however, do this process in any order.

a o0 |

This player has gained an immediate Project Tile, but they'll
need to place 3 Land and spend 3 Population before resolving
the immediate effect of the Tile.

If multiple players were to gain a Project Tile within the same
Growth Phase or Event Phase, those seated earlier in turn order
have priority for selecting Project Tiles.




GROWTH

During this Phase all players simultaneously use their Land, Industry,
and Population to make Investments and start Projects. It is also
possible that players may gain more Trade Routes, Monuments,
Stars, and other similar effects. In most cases these can be resolved
simultaneously. If there is ever a conflict of timing between players,
see the notes in orange boxes on pages 13 and 16. If there are any other
timing debates, players seated earlier in turn order have priority to act
first.

Only once all players have completed their Growth Phase, continue to
the next Phase on the Agenda.

Using Land

Making Investments and starting Projects both require Land to be
permanently placed onto your Player Board. How much Land needs
to be placed is indicated by the physical size of the Investment or
Project space. This is always 1-3 Land. If there are any additional Land,
Industry or Population costs indicated in the space being filled by Land,
these must be paid back to the Main Supply before placing the Land.

Region Investments require 2 Land to fill. They also cost 1
additional Land to be spent per existing Region Investment,
and 1 Industry per Card in the Region being invested into
(above and below).
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Projects require 1-3 Land to fill. They
also cost the indicated amount of
Population to be spent.

Treasury Investments require 1-3 Land to
fill. They also cost the indicated amount of
Industry to be spent, if any.

Region Investments
Region Investments use Land and Industry, and reward 2 Power at the
game’s end for each Card in the specified Region.
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2 Region Investments have already been made. The Yellow Region
has 3 Cards, which will provide a total of é Power at the game'’s
end, while the single Card in Red will currently provide 2 Power.

Making an Investment into the Black Region would require 2 Land
to be placed, and also cost an additional 2 Land (2 existing Region
Investments), and 3 Industry (3 Cards in Black).

Making an Investment into Purple or Blue instead would still require
the same amount of Land as Black, but would not cost any Industry due
to there being no Cards there.



Treasury Investments

These Investments use Land and Industry to advance the Treasury
along its Track. You may fill Treasury Investments in any order you
wish.

nl = PEREXISTING REGION
INVESTENT

Y: | = PEREARD INREGION

When making a Treasury Investment, immediately advance
your Treasury 1 space along its Track. If it moves onto a
space showing a Coin, gain 1 Coin from the Main Supply.

Advancing along the Treasury Track not only rewards some Coins
along the way, and earns Power at the game’s end, but it also increases
how many Coins you gain as income at the start of each Round.

When filling both Treasury Investments that link to a reward above,
gain that reward immediately (2 Population or 1 additional Treasury
Advancement). Note that both do not need to be done at the same time,
or even during the same Round.

Filling this space will advance your Treasury 1 space, plus 1 additional
space for the link reward above. Also note that the left space is costing
1 Power at the game’s end, while the right space is gaining 2 Power.
game’s end. As with all Treasury

Investments, either space would

also advance your Treasury 1 | 3
Space, and in this case, reward 1
Coin immediately. — —

Filling the left space here would
cost 1 Industry and immediately
reward 2 Population, whereas
the right space would cost 3
Industry and earn 5 Power at the

Start Projects

All Projects use Land and Population to gain various effects and
abilities. There are a variety of different Projects to start, including 3
Projects unique to your chosen Society. Some Projects have immediate
effects, others have ongoing effects, and some have both. Once a
Project is started (filled with Land), its ability remains active for the
rest of the game.

There is also a Population discount when starting Projects that are
directly adjacent within each row.
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This will cost 4 Population instead of 5 due to the filled Project on the
left. Note that despite the left Project being filled, the right Project
would not have any discount currently.
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This will cost 5 Population
instead of 6 due to the filled
Project in the middle.

This will cost 4 Population
instead of 5 due to the filled
Project in the middle.
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This will cost 2 Population instead of 4 due to the filled Projects
on the left and right.

See page 19 for all Project effects and abilities.




ROUND 7 GROWTH

During the Growth Phase of Round 7, players

have some additional Trades available to _g ' ERONIH
them, as outlined on the Agenda Card. e 7l

=@ = PLAYERS NAY DO THE FOLLOWING

. : e NE
Each player may spend’ 5 Coins to ga|n_1 o 0-0N
Monument that they don't already have. This  _g . piuyes ey pereaki iy umeer
can be a Grey or coloured Monument (taking -e T”|FMTE';_EF"U”W'"“T“‘”ES-M“LT'PLE
a highest value from that colour). : @_, )
: - @@~

They may also spend 2 Coins any number of  _g @8
times to gain either 1 Land, 1 Industry, or 1 —¢
Population. -® PROCEED TO FINAL SCORING...

=9
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[ GAINING MONUMENTS

Monuments are primarily gained by having a certain number of
Cards within a Region. You may never have more than 1 of each
coloured Monument (including grey). If multiple players were to
gain the lowest valued Monument of a Region within the same
Growth Phase, they each still collect a Monument, even if some
must take 1 of a higher printed value.

END OF ROLND

Once all Phases on the Agenda have been completed, continue to the
next Round by revealing the next Agenda. Do so by turning over the
Agenda Card on the right, and placing onto the left side.

If this was the end of Round 7, proceed to the End of Game steps below.

After Round 7 has been completed, perform final scoring to calculate
your Power using the categories listed on in the inside of your Player
Screen. To aid with scoring turn the Main Board over to its opposite
side, and use your Agents to mark scores.

FINAL SCORING

Calculate each player’s score as outlined below. The player with the
highest Power is the winner! In the case of a tie, the tied player with
the most Bid Cards still in hand (not those in the Vault) is the winner. If
still tied, all tied players share the victory.

Island Majorities

All players add up how many Islands they have. The player with
the most Islands gains 12 Power, second-most gains 8 Power, and
third-most gains 4 Power. There is a reminder of these numbers
in the top-right corner of HQ Boards.

=2

Players must have at least 1 Island to qualify.

If multiple players are tied for Islands, divide the Power as evenly
as possible. For example, if 2 players are tied for first place, add
the 12 and 8 Power together and divide by 2 for 10 Power each.
Third place would still gain 4 Power. Likewise, if 3 players are tied
for second place, add the 8 and 4 Power together and divide by 3 to
gain 4 Power each. There would be no third place in this example.
In games with only 2 players, second-most gains 4 Power instead
of 8.

Monuments
Gain the Power indicated below your right-most Monument on @
your Player Board. =

Investments n Y '
Gain 2 Power per Card in Regions where you have Region A SQ

Investments. Gain or lose Power for any filled Treasury
Investments, including where links have been made. u
Income

Gain the right-most indicated Power that your Treasury has @
reached or passed above the Treasury Track.

Projects
Gain the indicated Power for each filled Project.

Stars
Gain the Power indicated below your right-most removed Star @
along the bottom of your HQ Board. =

Trade Routes
Gain the indicated Power from each of your Trade Routes.

&)

e



SCORING EXAMPLE

Influencer’s 4 Islands (including 1 from their Star) was enough to
earn them 12 Power from having the most Islands. This combined
with everything else noted below gave them a total Power of 73.

@- <@ 1Power from this
Trade Route
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14 Power from Region
Investments.

6 Power from
Monuments.

2 Power from

=814
Income.

-0 CETT e
PER CARD IN REGION ' Q - Tll\ﬂ %
m

BEFIIRE PLAYERS BID: ENDORSE ANY DEED, % 1
AND CANCEL A DIFFERENT FACELIP DEED.

ENDORSE: MAY RAISE YOUR BID BY 1 AFTER

=g

CANCEL: WINNER MUST PAY EXTRA T0 YOLL

n n
IST TURN: PLACE BOTH ABENTS AN 248D GARD

13 Power @ B peeewnoeionue B LR ‘ Mmoo ) E1 _ +Y 4| 5] |
from Treasury n BAIN INDUSTRY OF CANCELLED DEED

i ) GANZCONS IF UNPURCHASED.
Investments. . D EAN'D"BIDCARD ﬁ @ I ERIWTH: EXCHANGE LP 0 3 RESTURCES ll @ @ i
) ISTTURN: FLACE | EXTRA FACEUP BID EDNE ERHER MR ND TURN: MAY NOVE | BID
FACEDONN

( FLIR ENDIRSE TKEN PAY 2 FEWER LINS FIR THE
| FLP THE CANCEL TOKEN 2 |
I D PLACE ENDORSE TOKEN DN ST TURN NSTEAD A - 5 0 | a8 8 B esn e

19 Power from —
Projects.

TRADE ROUTES -Iﬂ-

|sn LBY snu
€3

3 Power from Stars.
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HQ BOARDS AND STARS CONFERENCE TILES

All HQ Boards have some common Star abilities and effects: All players that qualify for the condition on the top half of a Conference
Tile gain the reward indicated below the Tile on the Main Board. All
4i§ o @ - @ When gaining an Island, optionally spend 1 Coin other players gain the consolation indicated on the bottom half of the

to advance your Satellite 1space along its Track. Conference Tile.
n Gain 2 Land. . )
, m Have the most Projects that require 2 Land.
@I 2 CalizRopyiaygaion 2 ndis iy *Hls l Gain 1 Land and 1 Population.
@“ Gain 2 Coins, and gain 1 Project Tile from the Main Board. _
] E& Have the most Projects that require 3 Land.
They also have their own unique abilities and effects: |
% *H Gain 2 Land.
El Salvador . 2
- Inherent ability: Gain 1 Coin when gaining an Island. H Have the most Deeds in a single Region
Star ability: When gaining an Island, optionally spend 1 Coin to '
advance your Treasury 1 space along its Track. » M Gain 1 Population and 1 Industry.

Star effect: Gain 1Land and 1Island (treated as if you just gained a
Deed with an Island).

@ Have the most Cards below your Player Board.
Qatar . . .
- Inherent ability: Gain 1 Industry when gaining an Island. e Gain 2 Population:
Star ability: When your Treasury reaches spaces that increase
your Income scoring, gain 1 Population or 1 Land. t Have the most Cards above your Player Board.
Star effect: Advance your Treasury 1space along its track and gain
2 Coins. ;o2 | Gain 2 Industry.
Lesotho
H th t Islands.
Inherent ability: Gain 1 Land when gaining an Island. e : g A
Star ability: When gaining Trade Routes, gain 1 Population and 1 o0 Gain 1Industry and 1 Coin.
Industry. = =
Star effect: Gain a Trade Route from the 6-7 Pile.
i Have the most advanced Treasury.
Nauru " i :
- Inherent ability: Return your Bid Cards to your hand, rather than = K Q, . g ancehioulicstRions st g dlitedicac
placing them into the Vault when gaining an Island.
Star ability: After making a Region Investment, gain 1 Land and 1 Have the most advanced Satellite.
Industry.
Star effect: Gain 1Population and 1Coin for every Region Investment *R0 | Gain 1Population and 1 Coin.
you have made. ) -
San Marino (&) . Have the most Trade Routes.
Inherent ability: Gain 1 Population when gaining an Island. 'l | [@) Gain 1Land and 1 Coin.
Star ability: Gain 2 Coins when gaining Monuments. A
Star effect: Gain the highest valued Monument of a colour you do
not already have. [ x| Y Have the most Region Investments.

Ll | [ Gain 1Land and 1 Industry.




PLAYER BOARD PROJECTS

B IST TURN: PLACE BOTH AGENTS
HIIJ OF BIIJI]II!& MAY MOVE { BID TD AN ABHH

e

Gain your Agents. They must be placed on your first turn in each
Bidding Phase (see page 9).

GAIN “0" BID CARD

Gain your “0" Bid Card. This can be placed like any other Bid Card. While

Coins can still be stacked on this Bid Card, players can also win a Bid
with a value of 0, paying no Coins.

=

You may place 1 extra faceup Bid on your first turn in each Bidding
Phase.

IST TURN: PLACE | EXTRA FACELIP BID

- BAIN “2+H" BID CARD
) h= mnussr umsmn BID CARD

Gain your “2+H" Bid Card This does not have a “facedown” side, and is
therefore always placed faceup. Its value is 2 + the value of the single
highest opposing Bid Card (excluding stacked Coins) in the same
auction, when that auction is resolved. If there are no opposing Bids
Cards, the H value is 0. If the highest opposing Bid Card is also a 2+H
Bid Card, the H value is 2.

BAIN 2 COINS

GROWTH: EXCHANGE LIP T0 3 RESOURCES
Gain 2 Coins. During each Growth Phase you may exchange up to
3 Resources for 3 different Resources. This includes Coins, Land,
Industry, and Population.

pry, BIDDINE: | FACEUP BID MAY INSTEAD BE
FACEDOWN n

==

When placing Bids, 1 of your faceup Bid Cards may instead be placed
facedown (increasing your maximum facedown from 1to 2).
ZND TURN: MAY MOVE | BID

= o

On your second turn during each Bidding Phase you may move 1 of your
previously placed Bid Cards to a different Deed, along with any stacked
Coins. This does not count as placing a new Bid, and therefore does not
trigger any Bidding related effects or abilities.

PROJECT TILES

@.

[+ )W)

| Gain the highest valued Monument of a
| colour you do not already have.

Advance your Satellite 2 spaces along its
| Track.

| |

Gain 1 Trade Route from the faceup Pile.

Gain 3 Coins.
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Gain 4 Industry.

N
|

' Gain 4 Land.

Advance your Treasury 2 spaces along its
| Track.

||

| Gain 4 Population.

Gain 2 Power per Trade Route.

Gain 1 Power per Card in a single Region.
| Gain 1 Power per Island.

| Gain 1 Power per 2 Projects.

Gain 1 Power per Monument.

| Gain 1 Power per Star gained.

i |

Gain 1 Power per Income scoring space
| your Treasury has reached on its Track.

Gain 2 Power per Region Investment.

|
| <
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INFLUENCERS RULES

Setup
Take the Endorse and Cancel Tokens into your Supply, placing them on
their A Sides.

@"l &Ll | @“l nd-ﬁwj |
Endorse Endorse Cancel Cancel
Side A Side B Side A Side B

Bidding Phase

At the start of each Bidding Phase, you must place your Endorse and
Cancel Tokens above 2 different Deeds. You may Endorse any Deed, but
may not Cancel the facedown Deed. If Robots are in the game, you may
not place either Token on the Deed where the Drone is.

Resolution Phase: Endorse

When the Endorsed Deed's auction is resolved, first reveal all
facedown Bid Cards. Then you may optionally spend 1Coin to increase
your Bid value by 1if you have at least 1Bid Card there. Whoever wins
the Endorsed Deed, also gains the indicated rewards on the Endorse
Token (1 Population or Industry). If the Endorse Token has been flipped
over, it also rewards 1 Land.

Resolution Phase: Cancel

If an opponent wins an auction for the Cancelled Deed, they must pay
you 1 Coin before paying for the Deed. If the Cancel Token has been
flipped over, they must instead pay you 2 Coins. If no players purchase
the Cancelled Deed, you gain the printed amount of Industry from that
Deed Card. This is true even if Tech Bros gained the unpurchased Deed.

Project Tiles

1. Flip the Endorse Token to its B Side. You now place the Endorse
Token on your first turn instead of at the start of each Bidding
Phase.

2. Flip the Cancel Token to its B Side.

3. You pay 2 fewer Coins than your Bid value when purchasing the
Endorsed Deed.

STONESMITHS RULES

Bidding Phase
You may always peek at the facedown Deed during the Bidding and
Resolution Phases. Be sure not to let any opponents see it.

Resolution Phase
You gain 1Industry or 1 Population if outbid on the facedown Deed.

Project Tiles

1. You pay 1fewer Coin when purchasing the facedown Deed. You gain
1 Coin if outbid by an opponent for the facedown Deed.

2. Rather than placing a random facedown Deed at the start of each
Round, draw 3 Deeds from the top of the Draw Pile, and select 1
to be the facedown Deed. Return the other 2 to the bottom of the
Draw Pile unseen.

3. You pay 1 fewer Coin when purchasing the facedown Deed, or you
gain it for free if unpurchased. You cannot gain the facedown Deed
for free if you placed at least 1Bid Card there.




ROBOTS RULES

Setup

Draw 3 Deeds from the top of the Draw Pile, and
place 1 of the Deeds featuring the lowest amount
of Land into your Cache. Shuffle the other 2 Deeds
back into the Draw Pile. Place your Drone on its “1"
side nearby your Player Board.

Cache
Your Cache is a Supply of faceup Deed Cards that should be kept nearby
your Player Board.

Start of Round
Place your Drone alongside the third Deed each Round.

Resolution Phase
The Drone will compete to win the auction for the third Deed. Much like
a Bid Card, it has a printed value, and can have Coins stacked on it as
well to increase its value.
The Drone wins ties against all players, including Robots.
You may use your Bid Cards to outbid the Drone in order to collect
the Deed as normal.
You may instead choose to combine your Bid Cards with the Drone’s
Bid (paying the total value of your Bid Cards and the Drone’s value
excluding Coins). After this, return stacked Coins from the Drone
to the Main Supply, and collect the Deed as normal. The decision
to combine only needs to be made after all facedown Bid Cards
have been revealed. When chosing to combine, the drone no longer
always wins tied (normal tie-break rules apply instead).
If an opponent wins the auction for the third Deed, place 1 Coin
from the Main Supply onto the Drone, increasing its value by 1 for
the next Round. The Drone may have multiple Coins stacked on it.
If the Drone wins the auction without your support (you do not
combine your Bid with theirs), return stacked Coins from the
Drone to the Main Supply, and place the Deed Card into your Cache.

Project Tiles

1. Draw 3 Deeds from the top of the Draw Pile, and place any 1 into
your Cache. Return the other 2 Deeds to the bottom of the Draw
Pile unseen. You may now always discard Cached Deeds (removing
them from the game) to gain 2 Coins.

2. Place 1 Cached Deed above or below your Player Board, resolving
all its effects as normal.

3. Place 1 Cached Deed above or below your Player Board, resolving
all its effects as normal. Also gain any Coins stacked on the Drone
when it wins the auction for the third Deed, with or without your
support.

ALIENS RULES

Setup
Shuffle all Planets into a facedown Draw Pile.

Planets

Planets are a new type of Card that functions much
like a Deed Card. Each Round 1 Planet will be offered
for auction. Most Planets provide some combination of
Land, and Industry or Population. Some Planets also
allow players to advance their Satellite 1 space along
its Track.

Start of Round
Draw the top Card from the Planet Draw Pile, placing it faceup nearby
the Deed Cards in the middle of the table.

Resolution Phase

When resolving the first auction of the Round, the winner of that
auction may pay the printed value of all their Bid Cards a second time
to purchase the faceup Planet. Opponents must pay this cost to you,
whereas you must pay it to the Main Supply.

Any discounts that opponents have for buying Deeds do not discount
the cost of a Planet (its value cannot be lowered by opponent abilities).
If Influencers or Robots use their Endorse Token or Drone to increase
the value of their Bid, this increased value also increases the cost of
the Planet for them.

If a player cannot, or does not wish to purchase the Planet, it is then
offered to the winner of the next auction. If that player also declines,
it is offered to the winner of the next auction, and so on. If no players
purchase the Planet, you gain it for free after all auctions have been
resolved. If Tech Bros gain an unpurchased Deed while the Planet is
available, they cannot purchase the Planet alongside the Deed.

When gaining a Planet with a Deed, players must place both Cards
into the same Region, and on the same side (above or below) of their
Player Board.

Project Tiles

1. If an opponent wants to buy a Planet, you decide if they must pay
you the value of the winning Bid Cards, or the value of stacked
Coins on those Bid Cards.

2. You pay 2 fewer Coins when buying Planets.

3. Drawthe top Card from the Planet Draw Pile, and place it into

any Region above or below your Player Board, resolving all
its effects as normal.




REPTILIANS RULES

Setup
Place the 3 Disguise Tokens into your Supply.

Disguise Tokens

You may use these with opponents’ Bid Cards to place Bids using their
Cards. Your Disguise Tokens are always available to you for the start
of each Bidding Phase.

Start of Round
If players pay to retrieve their Bid Cards, those Coins get paid to you.

Bidding Phase

If you have an opposing Bid Card in your Supply, you may use it to place
a Bid instead of using your own Bid Cards. To do so, place the Bid Card
faceup (it can never be facedown), and place 1 of your Disguise Tokens
on top of it, indicating to other players that it is your Bid.

Resolution Phase
Before resolving any auctions, opposing Bid Cards still in your Supply
are returned to their owners.

Resolve Bid Cards with your Disguise Tokens as if they were your own
Bid Cards. If outbid, you gain any loss benefits from the Bid Card twice
(such as gaining 2 Industry instead of 1). Regardless of whether you
won or lost using an opponent’s Bid Card, return the Card to its owner’s
Supply once that auction has been resolved. Exception: If your HQ is
Nauru, and you win an auction for an Island, retrieve the Disguised Bid
Cards back into your Supply.

When opponents win Bids, any Bid Cards that would be sent to the
Vault are instead placed faceup into your Supply, ready for you to use
next Round. When you win Bids, your Bid Cards are still sent to the
Vault as normal.

Project Tiles
1. Retrieving Bids is free for you. During the Start of Round, return
any of your Bid Cards in the Vault back to your hand without paying

the usual Coin cost.

2. Gain 2 Coins. You may now always stack up to 2 more Coins beyond
each Bid Card's indicated stack limit.

3. Pay1fewer Coin when winning auctions with Disguised Bids.
End of Game

Opposing Bid Cards in your Supply are considered to be in
your hand in the case of a tie.

VAMPIRES RULES

Setup

Set aside 1 Charm Token, and place the other 3 into your
Supply in their refreshed state (red side faceup). If playing
with 2-3 players, return 1 of these 3 to the box.

Start of Round

If you have any exhausted (facedown) Charm Tokens, refresh 1 by
returning it to its red side. If you pay to retrieve your Bid Cards, also
retrieve all Charm Tokens held by your opponents.

Bidding Phase

You must place 1 of your facedown Bid Cards faceup instead. In Round
1, this means that both your Bids must be faceup. There is a Project
on your Player Board that will allow you to still place 1 faceup Bid
facedown (essentially cancelling the Vampire's negative effect).

You can use each of your Charm Tokens during the Bidding Phase in
either of these ways:

Exhaust (turn facedown) a Charm Token in your Supply to place 1
of your Bid Cards facedown. The Charm Token stays in your Supply
when doing this.

Place a faceup Charm Token onto an opposing facedown Bid Card
to peek at its opposite side. Once a Charm is placed like this, you
may always peek at that Bid Card for the Round.

Charmed Opponents

An opponent is Charmed if they hold a Charm Token, or if there is a
Charm Token on 1 of their Bid Cards. You cannot use Charm Tokens to
peek at facedown Bid Cards of opponents that are already Charmed.

Resolution Phase

Return any Charm Tokens from opponents’ Supplies to your Supply,
keeping them refreshed. When resolving auctions with Charm Tokens,
an opponent whose Bid Card was Charmed, places the Charm Token
into their Supply. You will be able to get it back during the Start of
Round or next Resolution Phase.

Project Tiles

1. Gain 2 different Resources (Coin, Population, Industry, or Land) any
time you pay to retrieve Bids.

2. You may exhaust a Charm Token to place or move an Agent. This is
a new way for you to use Agents without starting the usual Project
for Agents.

3. Add the Charm Token that was set aside during Setup into your
Supply (refreshed) for the rest of the game.



|LLUIMINATI RULES

Resolution Phase

When resolving auctions where you have at least 1 Bid Card present,
collect up to 4 stacked Coins from opposing Bid Cards, placing them
into your Supply. This is done only after the winner has paid for the
Deed. If there are more than 4 stacked Coins present, it does not
matter which Bid Cards they are taken from, as it has no impact on
the auction.

[lluminati cannot collect stacked Coins from the Drone.
Project Tiles

1. When losing auctions with 1 or more of your Bid Cards, return any
stacked Coins on your Bid Cards to your Supply.

2. When winning auctions, you collect the stacked Coins (still up to
4) from opposing Bid Cards before paying for the Deed. You can
therefore use these stacked Coins to help fund the cost of the
Deed.

3. On each of your turns in the Bidding Phase, you may pay 2 Coins
to place or move 1 of your Agents. This is a new way for you to use
Agents without starting the usual Project for Agents.

TECH BROS RULES

Bidding Phase

Gain 1 Coin any time you place a Bid for a Deed where only opposing
Bids are present. You may immediately stack this Coin on your Bid if
you wish.

Resolution Phase

Any time an auction is resolved for a faceup Deed where no players
win (the Deed is unpurchased), you may distribute 2 Coins from your
Supply amongst opponents to gain the Deed. This means paying 2
Coins from your Supply to 1 or more players. When gaining the Deed,
place it as normal, just like you would have if you had won the auction.

Important: You cannot gain an unpurchased Deed this way if you placed
at least 1 Bid Card there. In other words, you cannot opt to lose an
auction in order to gain it using this ability.

Project Tiles

1. Double the effect of all your outbid rewards. For example, if you
lose with the Bid Card that usually gives 1 Land, you instead gain
2 Land.

2. Gain1Coin when your opponents place Bids on auctions where you
have 1 or more Bid Cards present.

3. During the Resolution Phase, before any players resolve their
Agents, you may move 1 of your Bid Cards, along with any stacked
Coins to an auction where an opponent’'s Agent is present. Doing
so does not remove their Agent.




2 PLAYER RULES

If playing with only 2 players, both players
take 1 set of Dummy Bid Cards during Setup
(Observers or Black Hats). Each set consists
of 8 Cards numbered from 0 to 7 in value.
You can always look at your own Dummy Bid
Cards, but may not examine your opponent’s.

Bidding Phase

Before either player places any Bids each Round, both players must
place 1 Dummy Bid. The player holding the Gavel places a chosen
Dummy Bid Card facedown, followed by the other player placing 1
Dummy Bid Card faceup.

To place a Dummy Bid, place a chosen Bid Card from your set alongside
any Deed. You may still stack up to 2 Coins from your supply onto them
if you wish. Once both players have placed 1 Dummy Bid the Round
continues as normal, with both players taking 2 turns.

Resolution Phase

When resolving auctions, reveal any Dummy Bid Cards as you would
any other facedown Bid Cards. The Dummy Bids can win auctions, but
always lose ties (think of them as always being last in turn order). If a
Dummy Bid wins an auction, simply discard the Deed from play.

Regardless of whether or not a Dummy Bid wins an auction, remove
it from play. They are not sent to the Vault or ever returned to your
hand. You may want to have all used Dummy Bid Cards displayed
nearby to allow both players to deduce what Cards still remain in their
opponent’s hand.

Aliens: If a Dummy Bid wins an auction with a 0-4 Bid Card, and the
Planet is available for purchase, they will buy (discard) it. The Aliens
gain Coins from the Main Supply equal to the value of the Dummy Bid
Card (ignoring stacked Coins), rather than from a player.

Illuminati: May take stacked Coins from Bid Cards of both Dummy
players as if they were opponents.

Influencers: Place their Endorse and Cancel Tokens before Dummy
Bids. If a Dummy Bid wins the Cancelled Deed, gain Coins from the
Main Supply.

Tech Bros: Must pay both Coins to their opponent if claiming an
unpurchased Deed. They do not consider their own Dummy Bid Cards
as opposing for their Society Card ability.

Vampires: May Charm facedown Dummy Bids to look at them.
Doing so will give them immunity until their Charm Token is
retrieved.

AUTHOR'S NOTE

For as long as | can remember | have loved geography. In my youth
| spent hours studying maps, naming capital cities and memorising
flags. There is always more to learn about the people and places that
make up this wonderful world of ours! In my adult years, it has been
a delight to make games to share at the table. It was only a matter of
time before | decided to combine these two passions of mine into one
game. Secret Societies is that game. It brings out a lot of nostalgia for
me, and | hope it does for the people who play it too.

A project like this comes with many challenges. | wanted the cards to
be based on geographical facts for players to be able to enjoy learning
whilst playing. But ‘facts’ in this field can be contentious, disputed or
downright complicated. Some countries have territories on different
continents, others can be called by different names, others still have
disputed borders, and it's not unheard of to have multiple capital cities!

In making this game we had to take artistic license and simplify in a lot
of areas. We know that any given country’'s population, GDP and even
borders can change over time. Though the card information is based on
real data, in some places it could be considered contentious or heavily
simplified and may become outdated. Also, the values on the countries
are not on a linear scale, rather they have been grouped according to
thresholds that worked for the game’s balance. It is not our intention to
cause offence by any of these interpretations or omissions.

Finally, it will become very clear that not every country is included in
the game. Though this is unfortunate, it was done for several reasons:

1. It was impractical to have a deck of cards nearing 100, let alone
200. It becomes hard to shuffle and the variance between games
is too high.

2. Some countries would have far too many bordering countries for
players to keep track of.

3. Too many countries would have low values of resources relative
to high resources and the game’s economy would be thrown off.

We are sorry if your country has been excluded from the game. We
agonised over this, continuing to stretch the number of countries
included from 50 to 65 to eventually 80 before we needed to stop,
knowing it was impossible to include every one. What we are left with,
| hope, is a good range of countries from every corner of Earth.
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