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PROSPECTION

corner of z‘7ye Block could be dqﬁ‘ned by ifs secrets: /yzdden a’oars, zzssorz‘ed ab]ects, or guantum nmmfesz‘az‘zomrt
%eyare subjected to systematic erasure by the Administration. Such secrets could indeed reveal truths and great knowledge z‘bat
wou/d upset the balance of the new world order. Sz‘udymg t/yem is t/yergrore a major objectwe for ary caba/
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SETUP

Place 3 Secret markers (30 mm base) on one of the Block’s midlines : one Secret in the center, and one on each side
6" from it. Then place 2 Secrets on one of the Block’s diagonals, 6” from the central Secret.
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SPECIAL RULES

A free cog in contact with a Secret may, if it has no allied study token on it, target it to use the following ability :

D Study { - .: Make a Stat Roll of X If successful, place an allied study token on the studied Secret.

VICTORY POINTS
Each player scores X victory points whenever they place an allied study token on a Secret, where X is the number of
successes rolled on the corresponding }, stat roll. X cannot be higher than 2.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.
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QUANTUM ANOMALY

-

SETUP
Place 1 Anomaly marker (30 mm base) in the center of the Block.

DEPLOYMENT LINE
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SPECIAL RULES
A free cog in contact with the Anomaly may target it to use the following ability :

D Study U . : Make astat roll of x If successful, your opponent may place the Anomaly within 4”.

VICTORY POINTS

Each player scores X victory points whenever they study the Anomaly, where X is the number of successes rolled on
the corresponding $X. stat roll.

X cannot be higher than 3.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.
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VISITS

C areas are iu&jecz‘ to frequent Visits from creatures that emerged from the Arz‘zﬁzct

Hofdzng ])osmvn there is a fundamenm/ tactical ob]ecz‘we for undersz‘andmg z‘/Je ée/.)amor and intentions af the z‘/ymgs t/yaz‘ came
_from e/sefwbere - -

et

SPECIAL RULES

This agenda is played using the starter Artefact deck Rogue (the one that contains the Rogues).
During Artefact setup, you must select the 3 Rogue cards and place them on top of the deck.

DEPLOYMENT LINE
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VICTORY POINTS

At the end of each cycle, each player scores 1 victory point for each quarter of the Block they control

The quarters are defined by the midlines. A quarter of the Block is controlled by the player whose total 0\/ stat values
of cogs entirely within that quarter is strictly higher than their opponent’s.

Each player scores X victory points whenever an enemy cog is taken out of action.
X is the rank value of the cog taken out of action.
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THE LOSTHYPOGEUM

-

> rediscovery of a. a‘f[osz‘ bypageum—an undergrouna’ complex daz‘zng back 1o the orzgm of the Blocks—is a ma]or event fap_\ e
: Z)als of z‘be secret war. C’ontro/[mg one of its access pomz‘s means securmg your hold over the trut/.)s it contains..

SETUP

Place 3 Door markers (30 mm base) on one of the Block’s diagonals : one Door in the center and one on each side 6” fromiit.
The center Door is numbered 2. One of the others is numbered 3, and the last is numbered 4.

A Door is active when the current phase number matches its number.

DEPLOYMENT LINE
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SPECIAL RULES
A free cog in contact with an active Door, with no allied open token on it, may target it to use the following ability :

= Open I+ . : Make a x stat roll. If successful, place an allied open token on the Door and place the cog in
contact with another Door*.

At the end of each cycle, remove any open tokens placed on each Door.

VICTORY POINTS

Each player scores X victory points whenever they place an allied open token on a Door, where X is the number of
successes rolled on the corresponding & stat roll. X cannot be higher than 3.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.

* Rules Reminder :
When a game effect instructs you to place a marker, a
cog, or any other game element, players must place it
as close as possible to the intended location, without
having to move other game elements on the Block.
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QUANTAR BATTERIES

O jm‘ar pzles 10 fbe Blocks critical hubs has always been a pem’ous underta,ézng——xucb cargo is far too wzlualz/e Ome pﬂm‘ the
?BZaf,és deﬁmiw line, you might think the piles are safe They are not.
A ﬁogreﬁ convoy has just learned this the hard way. In the panic af an interception that was ulz‘zmalely thwarted, pretzaus piles were

acczdem‘ally lost. Word spread quickly, and that is all it takes for two cabals to rush fo gat/]er them and secure them. But beware: t})e pzles are
actzfve, and t/)ezr quantum conwulszom could catch more than one person 017 guard =
=

SETUP

After resolving the start-of-first-cycle Mechanism, each player, starting with the player who has priority, places one allied
Pile marker (30 mm base) more than 4” from the edges of the Block.

SPECIAL RULES
A free cog in contact with an enemy Battery may target it to use the following ability :

D Pick Up J+. Make a & If successful, remove the Battery from the Block and assign it to the cog.

If a cog carrying a Battery comes into contact with its deployment line, remove the Battery marker from the cog.
If a cog carrying a Battery is taken out of action, the Battery is lost.

VICTORY POINTS
Each player scores X victory omts whenever they assign a Battery to an allied cog, where X is the number of successes
rolled on the corresponding ¢\ $ stat roll. X cannot be higher than 3.

Each player scores 3 victory points whenever an allied cog carrying a Battery comes into contact with its deployment line.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.
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SABOTAGE

Xe re,xunﬁrtunaz‘ely, are legzon fwzz‘lym the Blocks 77_7(3)/ al/ow z‘/_)eAdmmzstmz‘zon—or any falml 5 begemanyﬁ-tr =
estabzlzzed ina bngly 1mpafg‘ul and effective way. ' , ; : e

SETUP

Player 1 is the saboteur; Player 2 is the defender.

When setting up terrain, one terrain feature must be placed in contact with the center of the Block, and two other terrain
features must be placed within 4” of the center of the Block. These 3 terrain features are objective terrain features.

SPECIAL RULES
A free saboteur cog in contact with an objective terrain feature that does not already have 3 bomb tokens may target it
to use the following ability :

9 Sabotage I+ . : Make a x stat roll. If successful, place up to X bomb tokens on the targeted objective terrain
feature, where X is the number of successes rolled on the corresponding stat roll. X cannot be higher than 3. An objec-
tive terrain feature can have a maximum of 3 bomb tokens.

A free defender cog in contact with an objective terrain feature that has at least 1 bomb token may target it to use the
following ability :

D Secure U 3 . : Make a x stat roll. If successful, remove up to X bomb tokens from the targeted objective terrain
feature.

At the end of each cycle, each objective terrain feature that has 3 bomb tokens explodes. For each of these terrain
features :

¢ All cogs within 2” suffer 1D3 wounds that ignore Protection and gain the Stunned status.

¢ Then remove the terrain feature from the Block.

VICTORY POINTS

The saboteur scores 3 victory points whenever an objective terrain feature explodes.

The defender scores 1 victory point at the end of each cycle for each objective terrain feature that has no bomb tokens.
Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.
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THE GARGOY LE

From z‘iye depz‘iys of z‘/ye Arz‘cﬁzcz‘ creatures as mysterious as they are s/mdowy sometimes emerge. The Gargoyle is one of the most
impressive, and it oﬁen prowls near the Blocks. Capturing it seems impossible—its power far exceeds that of ordinary mortals.”
Still, managing to seize some of its feathers is a worthy compromzse, richly negoz‘zaz‘ed between dirty hands. Word has spread since
-yesterday: the Gargoyle has made its lair near Olomoc. It is an opportunity to seize if you want to fund your cabal in peace.

iy

SETUP

Place one hostile cog, the Gargoyle (50 mm base), in the center of the Block.

Number from 1 to 6 the 4 corners of the Block and the two edges of the Block located on the central midline, as shown
in the diagram opposite.

During the ministry assignment step, except for the Axis, replace all ministry cards with the Gargoyle’s 7 activation
cards. These are treated as ministry cards for the purposes of game effects and abilities. In particular, they block cog
activations.
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DEPLOYMENT LINE
SPECIAL RULES

Cogs that are engaging the Gargoyle may target it to use the following ability :
O Pluck |+ @ L :Makea X stat roll. If successful, place a feather token on this cog.

When a Gargoyle activation card is revealed, apply its effects according to its name :
o Screech : Assign a Darkness token to all cogs engaged by the Gargoyle.

e Prowl : Activate the Gargoyle following the hostile phase procedure. (See page 35 of the rulebook).

At the end of each cycle, after resolving the hostile phase, roll a D6, then place the Gargoyle as close as possible to the
corner or edge of the Block whose number matches the die result. If the die result indicates a corner where the Gargoyle
is already located, place it in the center of the Block.

NB : The Gargoyle is a hostile cog and acts according to its profile card. Like all hostile cogs, it activates when the Axis
ministry card is revealed, as well as at the end of each cycle during the hostile phase.

VICTORY POINTS

Each player scores Y victory points whenever they assign a feather token to an allied cog, where Y is the number of
successes rolled on the corresponding 0\’ stat roll.

Y cannot be higher than 2.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.
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THE PNEUMATIC NETWORK
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fressure applzed—tbe activation or deactivation of z‘/.?e Admmzsz‘mz‘zom entire opemz‘zonal arsenal c/ocks z‘ube launc/yers,:
Sorters, ventilators, canister rec/mrgmg stations.. = o)
~These accumulators are therefore eritical nodes for anyone seekmg to proz‘ect or desz‘abzlzze #he Administration. It is not uncommon
for them 0 become the focus of clashes between rival calmls

SETUP

Place 1 Accumulator marker (30 mm base) in the center of the board, numbered 2. In one half of the board, place 1
Accumulator marker on the midline, numbered 1. In the other half of the board, place 2 Accumulator markers, one on
each diagonal, numbered 3 and 4. The accumulators must be 6” from the central accumulator. An accumulator is consi-
dered operational when the current cycle number matches its number.
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SPECIAL RULES

A free cog in contact with an operational Accumulator that has no allied activated token on it may target it to use the
following ability:

9 Activate )+‘: Make a 4‘/ stat roll. If successful, place an allied activated token on the
Accumulator. Your opponent must then reveal to you, except for the Axis, one of their
ministry cards that is not in their planning row and has not been discarded, and resolve its ability.
If there are no eligible ministry cards left, they must resolve the Wayward Ministry ability.

VICTORY POINTS

Each player scores X victory points whenever they place an allied activated token on an Accumulator, where X is the
number of successes rolled on the corresponding }. stat roll.

X cannot be higher than 3.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.
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un wnwmzng him to c/mnge profectors.

THE CARTOGRAPHER

j7ae cZzﬁog%ap/jef Robert Kadlecs recent discoveries have been shaking up the wbhispered talk in the citys ca-
fés for weeks. He is said fo have finally deciphered the ceaseless movements of Olomocs underground networks.
Sez:urmg his services would be a clear prize for any cabal. Robert Kadlec has value—and he Fknows it
Under pressure, he fem’s for his life if he were fo fall into the wrong hands. Still, it is to the a’m‘y hands of the Nai Costa Un-_
‘derworld that he intends to Pledge bis services, in exchange for praz‘ectzon With the goa[ of reac/ymg their district, he has called on
a cabal to escort him there. That cabal hopes to prove its worth by carrying out this mission with honor—and perhaps even succeed
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SETUP

Player 1 is the escort and Player 2 is the attacker.

When building cabals, the escort must recruit— in addition to their three cogs—Robert Kadlec, the coveted carto-
grapher. The escort therefore has a cabal of 4 cogs.

Robert Kadlec cannot be equipped and does not allow another cog in his cabal to be equipped with equipment from the
Ministry of Construction.

When dealing propaganda and activation cards, do not deal a propaganda card to the escort. The escort does, however,
have 4 activation cards, including Robert Kadlec's.

SPECIAL RULES

After resolving the hostile phase of each cycle, Robert Kadlec may make a free Walk (if he is not Stunned).
During the 4th cycle, Robert Kadlec may use the following ability if he is free and in contact with the attacker’s
deployment line :

O Escape @ : Remove Robert Kadlec from the Block.

VICTORY POINTS

The escort scores 3 victory points when Robert Kadlec uses the Escape ability.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.

NB: Robert Kadlec therefore awards 3 victory points to the attacker if he is taken out of action.
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:iMeﬁzZeis”of fw,o cabals find themselves isolated after scouting decp in the heart of a highly corrupted en?m'ronmeni. Time is
‘running out before their respective reinforcements arrive, but they still must do-what they came for: study the many nearby secrets.

e

SETUP

Player 1 places 4 Secret markers (30 mm base) on the Block according to the diagram below. Then place 1 Bile zone under
each Secret marker so that the markers are fully inside those zones. Finally, starting with Player 2 and alternating, each
player chooses one of their opponent’s cogs and places it fully within a Bile zone that is not already occupied by a cog.
These cogs therefore start the game already deployed on the Block.

Each player therefore has only one cog that is not yet deployed, and it will enter the Block during the first cycle according
to the usual rules.

LIGNE DE DEPLOIEMENT
DL e

SPECIAL RULES
A free cog in contact with a Secret may, if it has no allied study token on it, target it to use the following ability :

O Observe | : Make a X stat roll. If successful, place an allied study token on the studied Secret.

VICTORY POINTS

Each player scores X victory points whenever they place an allied study token on a Secret, where X is the number of
successes rolled on the corresponding 0\’ stat roll.

X cannot be higher than 2.

Each player scores X victory points whenever an enemy cog is taken out of action, where X is the rank value of the cog
taken out of action.

GALL ZONE
Itis a zone-type terrain feature, tinted, the size of a game card.
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