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Components \}

% 1 game board

% 16 plastic bases (8 req and 8 blue)

216 Super-spy tiles
% 6 Leader cards
% 2 double-sideqd
% 2 rulebooks (on

Player aids (French ang English)
e in French, one in English)

Setup Before the First Game

Prepare the two teams of super-spies. To do

this, sort the Super-s
them, face up, into the bases of the corresp

onding color.

Game Setup
o Place the game board in the center of the table between the two players.

o Each player chooses g color and takes the 8 corresponding super-spies,

°Shufﬂe the Leader card deck face down and deal one card to each player. This card
indicates who the leader of their group is. It must remain secret until the end of the game.

o Each player secretly selects 5 sy

per-spies from their available 8 and places them on the first row of
the board, with the illustration fa

cing them. Their leader must be among the 5 chosen super-spies.

° The remaining 3 super-spies form the player's reserve and must remain hidden from the opponent.

o Each player takes g player aid a

nd places it next to them: it will be useful during the first few games.
o Randomly designate the first player.

py tiles by color (red or blue) and insert
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Goal of the Game

i i imi ing leader OR force the opponent to
D To win the game, a player must either eliminate the opposing
|_¥-L lose a super-spy from their reserve when they have no more left (see End of the Game on page 6)
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BERLIN Gameplay
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During their turn, the active player may perform one of the following two actions:

l. Create an Illusion

The player selects 2 super-spies under their control, either 2 from the board or 1 from the board and 1 from
their reserve, and shuffles them under the table. Then they replace them in the same positions, either
swapping them or not. Caution! Your leader can never be placed in the reserve.

EXAMPLE 2 :
The active player selects 1 super-spy from the
board (VERONICA SNAKE) and 1 from the reserve
(JACH STEEL), shuffles them under the table, and
swaps their positions. Now, JACH STEEL is on
the board, and VERONiCA SNAKE is placed in the
reserve. Lo e
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EXAMPLE 1 3

On their turn, the active player selects
2 super-spies from the board (VERONICA
SNAKE and LEO STORM), shuffles them under
the table, and then replaces them in their
original positions. This action creates doubt
in the opponent's mind.

2. Activate g Super-Spy

y Vi

X If they wish they may also use i
\ ; a power with that super-spy. In
the active player (_:learly announces the power they are chi&(/atirtlhatt %ﬂsel
opponent (see Using a Power on page 5). L

Some powers activate after moy; /
v Ing, while others cq, /
opponents turn (see Super-Power Codex on page 7).n e S
XA super—spy can move to an empty s
the Opposing super-spy is eliminated,

All super=-spies
move one space
orthogonally

Pace or a space occupied by an op i
: _ Posing super-spy.
and their base is returned to the game box%‘cxccteD up.S'Oy Aty =



EXAMPLE 1

Ontheir turn, the active player moves ViCTOR ShAanow
one space orthogonally. They decide not to use any
Power, so they announce nothing,

EXAMPLE 2

Ontheir turn, the active
one space orthogonally.
that VicTOR ShADOW has
use his power.

Player moves ViCTOR Shanow
They inform their Opponent
moved and that they wish to

EXAMPLE 3

orthogonally ang land
opposing sSuper-spy.
eliminated, and their
box face-up.

S on a space occupied by an

base is returned to the game

Caution! certqin super-spies, such
as ADAM QUARK and JACK STEEL,
won’t be eliminated easily. Wait for
your opponent’s confirmation before
removing their base,

Using a Power

When a player decides to use a power, they
hidden behind the base, whether it is true or not. Th

Super-spy behind the base,
In this case, they clearly announce their do

game box, face up.
* If the active playerwas bluffing,

activate, and they must eliminate
game box, face up.

Incase of a challenge, at the end of the turn, the wrongly accused  player(s) may create anillusion including
their Super-spies activated during this turn.

The active Player moves ViLTOR ShAanouw one space "

The Opposing Super=-spy is 1f
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EXAMPLE 1

EXAMPLE 2
T s The active player moves ViLTOR ShAanow one space The player moves ViCTOR ShAanow one space and
- ¥1.' and decides to use his power. They announce to their wishes to use MiRANDA HYPNDOS' bower. They bluff
— L opponent that they have moveq ViCTOR ShADOW ang by announcing to their opponent that they have
l-l 1 wish to use his power. moved MiRANDA HYPNDS g1 wish to use her power,
BERLIN The opponent chooses to believe them. The

The opponent, chooses to believe them. The
active player can then perform MiRANDA
HYPNOS' power to look at the identity of one
The opponent thinks they are iy fing ang Opposing SUPEr-spy within their lineof sight.
challenges the claim. The active Player reveals
that it is indeeq ViCTOR ShADOW, ang yses his
bower to create ap illusion. The Opponent must
€liminate g SUper=spy of their choice from their
reserve. This one is Placed back in the game
box, face up. Since they were wrongly accused,
the active player can create an illusion using

the SUper-spy activateqd this turn ang another
one of their choice, Ly e

[ Imove
] — | — | MiRANDA ‘
Imove ( Imove ( Imove HYPNOS
\lil:T':"l*'u i MiRANDA

Shanowl | |

d | will trigger FT & ‘
il HYPNOS an g rq
and I will trigger § and Iwill trigger r .‘Ju her pow ._'{.-’_":jl —
il G /. You're bluffing .
1 don’t believe you ‘

active player can perform VicToR ShADOW's
DPower to create an illusion.

The opponent believes it ig a bluff angd
challenges the claim. The active player,
caught in the bluff, briefly reveals the true
identity of their Super-spy and eliminates
One super=-spy from their Teserve. This one is
placed back in the game box, face up.

- CBD0

! | and lwill trigger PR gl
his power i ) his power

You're bluffing Bill
Idon't believe you!

(V)1612-A06

End of Turn

t ,it is the next player’s tgm.
layer has completed their action, if neither player has won the game
Once a play

End of the Game :

i the game immediately.
tannounce it and loses : i
imi i 's leader, the opponent mus SO
s ellmlnc:tes thSILBZIEigE\??;om their reserve (due to a challenge) but has no .
& If a player must lose
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Super=Power Codex

o Storin B Lilly Hopper
With his energy-manipulating When moving, Lilly

powers, Leo Storm can push
opponents out of his way. After
his movement, you can move arl
opposing super-spy in his line
of sight to a free space in any

orthogonal direction.

i

Hopper can leap high and
move diagonally. This
diagonal move replaces
her normal movement. If
the space is occupied by
an opposing super-spy,
she captures it as in an

Miranda Hypnos
Miranda Hypnos
illusions and disco

can pierce
Ver the true

orthogonal move.

i
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Ray Dash
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flature of her opponents. After
f1er movement, she can unmask
an opposing super=-spy within
her line of sight. Your opponent,
must reveal the identity of the
Super-spy by briefly turning the

After his normal
movement, Ray Dash
can continue run-
ning and make an
additional move in
the same direction.

base towards you.
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Victor Shadow
Afterhismovement,
Victor Shadow can
create an illusion
(see Gameplay). He
doesn't have to
be one of the two
super-spies chosen
for the switch.

Veronica Snake

f’y freezing her opponent, Veronica
Snake can prevent the use of their
pov‘ler. When an Opposing super-spy
in her line of sight activates a power
(sf,fter the challenge phase), she can
choose to cancel it. Caution! You can
use Veronica Snake's power at any
time, during your turn

LOV=ZTOT(2)
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or (o)
opponent's turn. IRk
Adam Quark
When an opposing super-
spy moves onto his space to Jack Steel . ]
eliminate him, Adam Guark When an opposing super-spy

can use his final strength
to explode. Adam Guark, the
opposing super-spy, and all
others — ally or enemy — on
the 8 adJjacent spaces are

eliminated.

e =

moves onto his space to eliminate
him, Jack Steel can take on his
metallic form and cancel the
attack. The opposing super-spy
returns to the space they moved
from, and their movement ends.
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FAQ

What is the 1ine of sight? The 4 orthogonal directions

from the Super-spy’'s space. A base does not block the line
of sight.

If I capture Adam Quark with Veronica Snake
and he €xplodes, can I cancel his power? No,
because the line of sight is considered to start from one
space away from each base.

leliminate yout,..
his power with Veronica Snake. ..Butlam
JACH 5TEEL andlcan
How do I counter Jack Steel or Adam Quark with : cancel your attackl...

I believe yoy, |

eliminate an opposing Super-spy, my opponent may declare that -~Okay but! cangel ] You got me Bit

the super-spy is Jack Steel, making them invulnerable. Insteaqd VeRBne, L
of doubting this claim, I can check if the supposed Jack Steel is .

Can Ray Dash eliminate two Super=-spies in the Same turn?
Yes. If your Opponent has aligned two of their super-spies in front of Ray Dash,

E - w B
gy ' Thanks
, ; Dominique Breton
s B o] ] Yoann
S ¥ Tmmanuel Beltrand ] w.3dzeblate.com),
%rmi%—i%éandre e %iﬁifgmn by Marine louvel and 2’;‘2 Nog, the Coriclave Of)
and Johann Roussel Emmanuel Beltrando Beltrando  Day One (you never know).
Illustrations by bones ;ranslation by Zmmanuel Dte n
Graphic Design by Ulric 3D Bases by Dominique breto
and Tia ;




