Operation name:
=g o __RULEBOOK

w
e
INFILTRRAITORS

mission 0




Enemy spies have infiltrated The Organization!
It's up to you to work together to expose and eliminate all the traitors before
it is too late...
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- AIm OF THE GAmE

Infiltraitors is a mission-based, cooperative game. There are 20 different
missions in total, each with a special winning condition. Agents win or lose
together. Your goal as an Agent is to identify all the traitors before time runs
out, when the traitors will sabotage your organization completely!

A story links up all 20 missions. Therefore, we recommend you play all the
way through from the beginning to the end. But before you start, there are
three short Training Missions to get you started as a team of Agents.
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§ETUP OF THe GAme

Training Mission #1

(EXAMPLE OF A 3-PLAYER {ETUP)

Unless a mission specifies otherwise, turns proceed clockwise. Each Agent
takes a turn to perform an action until any end game condition is triggered.

On your Turn, you must choose one action from below:
1. [1AB A fusPecT

2. GIVE A (Lug

3. [nFORMATION EXCHANGE

4. Bipe Your Time

5. ELIMINATE A TRAITOR

1. [JAB A §usPecT

Draw a Suspect card from the center and secretly look at it, then place it into
your Wooden Card Stand, so that only you can see it.You may never have
more than one Suspect in front of you.

Then discard 1 card face down from the Headquarters without looking at it.

1. Give each Agent (player) a Wooden Card Stand

2. Shuffle together Cards of Number 2-13, whose colours are in Red )
Black ‘.. , Yellow

3. Deal each Agent a hand of 5 cards. [JoTe: Your hand limit is 7 cards.

4. Deal 2 cards face down af the center. These are the Suspeéts that you must
“identify!

5. Place the remaining cards face down to form the Headquarters (deck).

EL

6. Take out the insert from the box and place the cardboard Gun on it.

RANCE LEV

He

Place them at the center of table within easy reach of all Agents

7. Place 5 Bullet Tokens near the Headquarters.

Setup between missions is similar, except using cards 2-15 and some slight

Other Agents must deduce the suit and number of this Traitor using the clues
variations-as described in the Secret File at the end of this rulebook.

obtained in later turns.




2. GIVe A (Lue
Play a card from your hand face up next to your Suspect to help identify that
Suspect. Clues can be played either vertically or horizontally:

VerTicAL (Lugs - Clues played vertically have something to match the Suspect.
HorizonTAL (Lues - Clues played horizontally do NOT match the Suspect.

A card matches Suspects when

U
A

|T IS OF SAME SUIT AS THE §USPECT
OR
|T HAS THE SAME NUMBER A$ THE §USPECT
OR
|T$ NUMBER 15 A MULTIPLE OR A FACTOR OF THE §USPECTS NUMBER

v
/

Special cards
are used only
to indicate

a same suit.

Example:
The Suspect is 6,all card with this isamatch.
3isalso a match because 3 is a factor of 6.
12 is a match because 12 isa multiple of 6.
While 4 isnot a match.

All factors and multiples of the Suspect’s number are listed on the Suspect card.

EXAMBLE IF MATCHIMG CAROS

e TALL FALTORS
ANDO MLii.TIF'i.EE
of B B

3. [nFORMATION EX(HANGE

Play a card from your hand next to AnoTHeR AGenTs Suspect. Then that Agent
orients the card according to whether it matches that Suspect, after which
you may draw a card from the Headquarters.

4. Bipe YOUR Time
Discard the top card from the Headquarters face down, then draw up to 3
cards to your hand. You can draw less than 3 if you prefer \

ImPORTANT: An Agent can have
at most 7 cards in their hand.

5. ELIMINATE A TRAITOR

If you think you can identify one of the
other Agent’s Suspects, you may make
your guess. Discard 1 Bullet Token, take
the Gun from the center, point to the
Suspect you are going to guess, and say
BOTH its suit and number. That Agent
then tells whether it is correct or not.

|ImPoRTANT: Unless the Gun is taken,
any talk is not counted as a guess.

*  Ifyou guess correctly, shuffle that Suspect card into the
Headquarters and discard all its clues face-up. As a reward for
a correct guess, you may also refrieve a card, even a face-down
card, from the discard pile to your hand. Good job.

Put the Gun back to the center.

e Ifyou guess wrongly, the Suspect's owner keeps the card hidden.
You wasted a Bullet!:



(Lus BoArD

The Clue Board is designed as a helping tool.
You can place it in front of your Suspect. Every
time a Clue is played, use the marker to cross
out the suit and number that are eliminated
because of that Clue. This can make it easier to
keep track of previous deductions. You should

[ ? «
not use the Clue Board to write down sentences

or'words. However, it is fun to challenge 9 9 9 9 0 O 0
yourselves. When you and your teammates are Q @ ‘D @ @ @ @

ready to accept the challenge, just put these
Clue Boards away. On the other hand, players
can always refer to the Player Aid.

(NI ore TRAINING [()issiONs

Before you participate in the real mission, there are 2 more training missions
for you, so you will not mess up.

TRAIMING #2

‘2*5 ‘2*5 + ‘-.
9

SUSPE(CTS: BuLLeT Tokens: [JumBER OF §UITS USED:
Equal to number of
5 3(2-15)

number of  Agents + 3
Agents

\¥/

(ommunI(ATlon AND OPEN INFORMATION
Agents can discuss with each other, so long as that information is already
disclosed. You cannot disclose your own hand or any of your Suspects, not
even an ambiguous hint like: | have good clue to your Suspect.

Unless a mission states otherwise, you may also search through the discard
pile at any time, but you must not look at any face down cards in the discard
pile. It may help to use a Clue Board to mark down known cards and narrow
down the list of possibilities.

HAnD ImiT

The limit of your hand size is 7.

Discard face up down to 7 if you have more than 7 cards in your hand at
the end of your turn.

TRAINIMNG #3
@ [ 4 ]
A A 0P

GAmE &£np
The game ends immediately if either:

SUSPECTS: BuLLeT Tokens: [JumBER OF §uITs USED:
Equal to number of 4(2_]5)

number of  Agents + 3
Agents

*  You correctly identify all Suspects in front of all players and the
Suspect pile is empty — you WIN. Well done, Agents!

o All cards in the Headquarters and in all hands are used up; OR
you have fewer Bullet Tokens than there are remaining Suspects —
you LOSE! Headquarters was destroyed. Run for your life, Agents!

§PEAAL RULES:
Complete the mission within 15 minutes

Example:

there are 4 remaining Suspects, but you have only 3 Bullet Tokens.
You LOSE because you have insufcient Bullets to shoot all Suspects!




