You have been appointed leader of a spy agency to overcome a menance that could destroy the

world. Whether biological or technological, you must hunt down and use all your cunning to flush.
The threat she has a secret splinter group or another agency?

Stay alert and keep one step ahead of your opponents.
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To win the game, you must direct your secret game ends after 10 or sleeves when all
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objectives and pick up more Stage 1: Change in orbit. Players will move sum of the victory points he has on his player
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A round ends when all players have played once.

3 . At the beginning of a new round, the first pawn | player is given to the last
Beg I n n I n g Of a rO U n d player. The direction of play is clockwise.

With two players, the first player pawn is given to the player with the least

1- A equipment cards are placed on the empty places left at the turn of the
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In the example below, the blue player uses the In the example below, the blue player uses
power of the prisoner goal in his possesion or on equipment jetpack recover for his turn to swap
Spote theater to swap two agents. He thus goes two agents. He thus goes from 2 to 7 points of
from 2 to 7 points of attack potential. attack potential.
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The blue player SPOTS
the gun and lens. It has in
its reserves a boat.

at his agent is
ed, he used the gun

at gives it a +2 bonus to
apture the sentry

The blue player now has free rein
to try to capture the objective. He
succeeded after the roll of the

dice. It recovers the objective and
the bonus pawn.

Défausse

ATTACK : 0 +3 ’ +3+2 (RIFLE SENTINEL)) +3
TOTAL: O +3 +5

The equipment and played the super-satellite pawn are valid until end of turn. The
player's turn is over when:
- He has no opportunity to play and all the special cards are resolved spotees

E n d Of p I aye r tu rn - An attempt to capture ended in failure

All players vote by show of hands for or against peace. The

End of a Round : UNO

configuration of the TDO changes depending on the

g‘Futcome of the vote. If more than half of the players vote
For" the rulers of the TDO sensor is moved: the nearest
strip of the strip "space" becomes the most distant strip

and they are translated from one place to the space slider.

In case of equality of votes, one pulls a die: 1-3 is peace

(changing strips), 4-6 nothing happens.
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Each player has a super-satellite pawn. During his turn, the
player can use this super-satellite pawn on a column of the
space where it has at least one satellite. All satellites that has
this orbit can then target any of five cards of the column. player occupy the
Please note, it may not always target more cards he has same column

satellites. The super satellite pawn is discarded at the end of space, they can
the round. target any of the
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