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CONSPIRACY PAPERS

VERY CONFIDENTIAL GAME INSTRUCTIONS FOR 3 OR 4 PLAYERS
INTRODUCTION 1O REAANT NOTICE

Cmyhawddlﬂd!mnu-hmwﬁmﬁﬂaykmdmnm
dwmw.immwmmudmm
Bank acoomnts. . .well-funded and well-hidden.

You and your opponents are the Intelligence Heads of 4 major “Spy Centers” in
WWD.C.MW.‘MIMPMYMM'INMIWM
bring the top seaet bricfcase to the Intelligence H dq you rep I
you're the frst to do 30, you'l win the game.

The spies are 8 in ber, rep! d by unique, two-faced plastic playing

Conspiracy is not like any other game you
® No one owrs the spy playing pieces.
Their pl on the gameboard does
not effect ownership either.

® The spies do not move by spinner or
dh.thmﬁulommypizQ
from space to space along the path.

® Any player can try to stop another
phyer':mbyammﬂgadnﬂa‘c
to the move. This action is called 2 Move -

OBJECT OF THE GAME e o
" Tk, headquarters. o One

Be the first player to bring the top secret to your headq W;’mm‘

called Blowing a Spy’s Cover.

CONTENTS ® Any player can try to stop the removal

® 1 gameboard © 4 Bank Books with tally sheets of a spy from play by challenging the

* 8 plastic spy playing pieces ® 1 instruction booklet Blowing of a Spy's Cover. This action is

® 1 plastic briefcase playing piece @ label sheet called a Cover Challenge.

HOW TO SET UP THE GAME FIGURE 1.

1. CHOICE OF HEADQUARTERS: open up the gameboard, place it on a flat surface
betwunphyuswﬂutywmdyouxopponmbuduitbehkdohndqmrm...
either Washington D.C., London, Moscow or Peking. Whichever headquarters
you'ndtﬁngbdﬁndbecumsyouerHndqmrmmd&:phaMyw
are trying to bring the briefase to!

2 ASSEMBLY OF PLAYING MIECES:
mpmantomﬁmﬂwpepdmmintomhoksdm,uh
F'gunl.ﬂ\cnpedvﬁthtbﬁdaghbekandapply&mtodncg. -
Thwia...arduﬂyhukd?thewypiemﬁvmﬁ:nmm.bdnvybm&
wdmd&mMpﬁmTombkaw.hﬂmpmoidmﬁd
pkcstopﬁurb&umtoﬁtﬂnpepdmpkmhwhhobdmm.
as you did with the bricfcase.

3 thhbrﬂmhhmm’cmq'mmhmnmpdﬁm
theaspisasinﬁgunz.Note.itdosn’tmmrwhid\spybphadwhu!
~— remember, theyDONOdembmyphyuorhudquanas.

4. GAME PLAY SPACES: notice. there are 25 game play spaces that the spies with or
without the case can be moved to. Twenty are the names of exotic cities, one is the
mm"Cmpincy'hbdspaaandfourmthehadquzmspxswhid\mako
game spaces. Masse note: the 3 headquarters spaces of your opponents are legal
$paces to move to only if you move a spy there without the case. For if you moved
a spy with the case to an opp 's headquarters, your opp would win the
game!

& m!unx.oox&udnphyekp‘vma&nkbooktokupammwdoﬂhe
pay-offsheorshemkstoﬂwspisdurimthpm.(?mdkmuedtdandm
not provided.) Each player starts off the game with a total of $10,000 from which
varying pay-offs are made to various spies.
Opmupyw&nkBodgThimidzmpkﬂmsaﬂespisandﬁmyoua
quidnammryd'HowToPayOﬁASpy.'SeeFi;un3fotpay-d{w:plt.

LAR T STED  tewve evDN  GOCY BOTIOW W Beim
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Here¢'s How You Make A Pay-OF. . .
LOnmmdemyou’umwuuhanM.
l%wm&l\kﬁook.&o!dywﬁud\zmdﬁwywwﬂno

{

FIGURE &

Here's & graphic example of & pay-off
of $500 made to Mai Hem. . .

Now Selence
Updatd

Amiom emsews e e see N

T ese

- mhmﬂuhmdhwmwihwbrh.mwdyw PP the
amount of the pey-off ar what spy you bribed!
€. Subtract pay-off from the $10,000 bal
Acxount Balance Column.

8. Always make pay-offs in even $100 for easier
youm_ymhapaydfdsmhnnotimtA

E Nhkeuﬁya:puy-dﬂom:pyhumbétywmypcy—oﬁamyqﬁs
as you wish during a game. !
F.Oraapay—oﬁ'sundehmbchrdumdwmq’y.

QDon'tovednwvamYowtoﬂlmmbcdpay—oﬁsmmed
$10,000.

Record upd: d bal in the

bulation. For 1

¥

More details on pey-offs. . .

why you make them and when you
thake them, all discussed in the Game
Playing Section on page 2.
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' HOW TO PLAY THE GAME

THE TWO KINDS

© Before actual plry begins, each player secretly ouakes an Opening Pay-Off to any
spy in his or her Bank Book. Renember, the pay-off mast be in even $100 amounts
and it can be made only to one spy. Subtract pey-off amount from $10,000
balance.

© Choase a player to go first. Play procreds to the left.
® On your wm, you may do ONE of the following. . .
MOVE ONE SPY with or without the briefcase.
MAKE A SECRET PAY-OFF to a spy in your Bank Book.
3L°WASPY'SCOVERbyulix‘mvy(nlhdd!ldaluﬂbm
uuduw(aﬂdhvmuddh\hwhhmphy. -
Al of the above actions are explained bedow in detall. _
“Moving a Spy” and 8 Spy's Cover” can be challenged by any player at
any tme. These two kinds of challenges, the Move Challenge and the Cover
Challenge, are cxplained in the columns to the right. - .

MOVING ONE 8PY

Onywhnmmdmbmmwbma&uiwa—alby
the gamepath. Here are some basic rules of movement. . .

1. Game wpaces are d by the gamepath. When moving 8 sy with or
uﬁdwutd\nng,yau-nmhwmdimwmw&!p&.
moving only one space per turn.
zYwnymnvymiyouhnuMaMqum
t&mm&hﬂmﬂhmhp&dwwwwmwh
mwﬂkmhmmﬁ&hmn&h@m&dmm?«
eample

You're Player 2. Player 1 moves Spy C with the case into the space occupied by
SpisAlndB.Phyul'smmisnowm.\’w(?hyuz)my.ifyouwih.m
cidepyASyyBofSpyChﬁd\orwiMhmebmadimnm

LS mbﬁmﬂmhmww—awmmkbmﬁm
space, if it is to be moved. .

& Any number of spies can be on the same game space at the same time.

Ahcymmnvy,w%w%od&nmm-dnmbopublduhp
bymyphya.mkinddduna‘!bundaMmChh‘e.Su&c-pdﬁu
dmﬂuaMmChaﬂagzh&whmm&mxmﬂMbwm
to your move your turn is over and play proceeds to your left.

Ymmmmwmnw.“mmwwm;wnmm
ymmydodhcdthtbﬂowhgzm...ddnmhnmproﬁhm
bank book or blow a spy’s cover. Both are discussed below.

MAKING A SECRET PAY-OFF

Secret pay-offs are strategic moves. As you can see from the “Moving A Spy” and
“The Move Challenge™ sections, if you have made the largest pay-off to a particular
spy,dn:nyoucanmovedutspyfmnspaakomwithoullodxgaMm
Challenge. . .certainly a powerful advantage!

To make a pay-off, simply 3dd any amount in your Bank Book to the account of
&mywvﬁhtowydf.nmwbmmtmumhmmm.
Rmmbermmkepaydfsinmmudmbw.&mtofoﬂwﬂu
mbyﬂqmydfpmﬁunmkuksmhwboohfmhﬂw
To Set Up The Game.” Here are two additional rules. . .
1:Ywmymhmthanmp-yoﬂwamhvy,bmudympaydf
each turn. When you do add more money to a spy’s account be sure to add it to
the previous pay-off in the account. For example, if you had previously paid
Earl E. Byrd $200 and you decide to pay him $500 more, total the $700 and enter
it right under Earl's account.

T SLUFFNG: if you wish, you can bluff making a pay-off. Announce aloud that
you'ngoimkouuktapzyc&md"hh‘ddrgw.m&vahyvdﬂm
mwmwhtywmyhnmmbnaqudunm
really do.

BLOWING A SPY'S COVER

Thmdﬂmaw'smhwmﬂmpa@hrw&md\e
pm.Ilyouuiahtoblwaspy‘smer,youmumod\ewywdow.m
Wd\adhnhu&ulnoﬁwvyﬁomphyhaﬂedmmmhvyd\di

t Mhmdmmh&hh{mudﬂ!v&ﬁnmkm
the same game space.

tYwmthpidﬁuW«mlhﬂSl.WhmM

&Amwmywwhtm'nﬂm:w:mmd
d!danwhid\wykhhfommdwhich:pyid\:vm

LS Hmyphywwkhamuyu\dnopd\isuﬁou,hord\emthaCm
%‘&mwd&hrﬁnh&-w&&:dnhna&w

&lf&memwdnﬂewhd:-aiommh\ﬁcﬁmwﬁmd\:
baard and from the game.

[ mVicﬁmhnnowbeu\dimimt«LThmbmet'W'd\e’PY
ii!l,m.mﬂ,mﬁmthtmmdt}cwmwhmmm

PORTANT: the $1,000 cannot be taken from the balance in your Bank Book. It
muhmhwmxmmnmumumyumm
action of blowing a spy’s cover|

hkdjmimndholhdmwam.ﬂm'showmbbwllpy’sm... .

THE MOVE CHALLENGE
WHY WOULD YOU MAKE A MOVE CHALLENGE?

chalienge, the move ins and you'll Jose
your next turn,

WHO CAN MAKE A MOYE CHALLENGE?

As s00n 25 a spy is moved, any player may
challenge E

it out. This opportunity to challenge is done
in a spedific order starting to the left of the
player who moved the spry and then contin-
uing dockwise. For if one player decides not
to challenge or loses the challenge, the
phyertohisorhtrimm;diahhﬁ-y&m
challenge.

The players tum & then
over. ——
3 If the Challenged player wants to fight

IMPORTANT: no money is actually exchanged
during a Bidding Contest. . . rather, amoun
placed pay-offs are considered in the bid-
ing No addi

Here's How A Bidding Contest
Is Conducted —Play By Play: .
o Chall s a pay-off

player says “Covered” each time
he or she can match that bid.
® At any potnt in the bidding, either player
may stop, even i he or she has not yet
reached of revealed the total pay-off
amount he or she had made. ’

PLEASE NOTE: it is possible that you could
chalienge two different players and lose
before you take your next turn. If this hap-
pons, you only receive one “Lose Your
Tum"” penalty.

See Appendix, Section I, page 3 for camples
of Bidding Contests in 8 Move Challernge.




OF CHALLENGES

THE COVER CHALLENGE
‘WHY WOULD YOU MAKE A
COVER CHALLENGET

game,
G\e\daﬂcvd\eblowwof&ut:py’:

cover. lf you're

See the following for examples of
challenges and strategy hints

APPENDIX

SECTION 1

Exampies of Move and Cover Challenges

in your ch
yw'ﬂnnduuhdamnmudlhcw
remains in the game. If you're unsuccessful
in your chalienge, the spy is eliminated and
you'll lose your next tam.

WHO CAN MAXE A COVER CMALLENGEY
Just as in a Move Challenge, any player can
make a Cover Challenge as soon as the ac-
tion of blowing & spy’s cover b announced..
The opportunity to challenge is done in the
same order as 38 Move Challenge, always
starting to the left of the player who is
blowing a spy’s cover. The same rules of a
Move Challenge apply to a8 Cover Challenge
and the same format of a bidding contest is
conducted. The Challenger is the player
who is trying to stop the action of blowing a
spy’s cover; the Challenged player is the
player who is trying to eliminate the spy.
The most imp thing to ber in a

MOVE CHALLENGES

Sitastion #1. . .Player 1 moves Tanya
Hyde to an adjacent space. Player 1 has
made » pay-offtotaling $500 to Tanya.
Player 2 kas made a pay-off totaling $700
to Tanya and decides to challenge the

move.

The Sidding Cantest

Ployer 2 1

the Chalienger) (ihe Chatienged Player) mzmmm
$700 on Tanys Hyde $500 on Tanys Hyde Tmmmww

191 Bi0 3100 Angwer.  “Coversd™ mnmnmmz
2nd Bid £200 Answer.  “Covered” has mede & successtul

d Big $400 A - 0¢ and doss not lose
4th Bid $800 Amewer:  “Not Covered™ N or tuer tum,

Situation #2. . .Player 1 moves Tanya
Hyde with the briefcase to an adjacent
space. Player 1 has made a pay-off total-
ing $800 to Tanya. Player 4 has made a
pay-off totaling $800 to Tanya and decides

to challenge the move.

Tha Bidding Contest

Player & Ployer t

(the Chatiengen {the Challenged Piayer)

Result
Player 4 10ses the chaiienge.
Tanys Hyde stays on her pre-

$B00 on Tanys Hyde $800 On Tanya Hyde
18t Bid $500 Answer.  “Covered™
{From previous cha!

#t ts known that Player 1
has mace at least a 3400
pay-ott to Tanys)

o0l 5paCe with the brisfcase.
Player 4 loses his or het next

tum as & penaity for losing the
chalisnge.

“Situation #3. . .Player 2 moves Peking

Tom to an adjacent space. Player 2 has
made a pay-off to Tom totaling $1.500.
Player 1 has made a pay-off to Tom tota)-
ing $1,100 and decides to challenge the

move,

PRONC YO

The Bidding Contest
oF 2 y's » nhocn‘albno«) nncr:u-nmmm Player 1 wing the chalienge.
mm‘;d‘d:ym"dlm"r o all | $5300 on Peking Tom 1,500 on Pexing Tom Peking Tom retums to hs
a pay-off (if any) they had on the eliminated 151 Bid $500  Angwer  “Coversd™ Player 73 tum is over. Player 1
spy. The money is lost, of course, since the 2nc Bid $600 Answer:  “Not Coversd” | has made s successtul
spy is out of the game! chalienge and oows not loee
Mg Of her next tum.
PLEASE NOTE: Player 2 could have “coversd” the last bid of $800 but chose not 1o thus
[T = keeping his of her pay-Off & secrst. Remember, any piayer can legally stop the bidding at
OPEN DISCUSSXON any amount iess than the total pay-off made 10 a spy.
BETWEEN PLAYERS

In Corspiracy, players are encouraged to
“table-talk” and discuss the possible mean-
ings of certain actions. Often players can
cooperate with each other to stop a certain
phyuﬁvmuukn‘amunlmbwh

after 3 spy is eliminated). At the end of the
same, Bank Books should be exch d to

COVER CHALLENGES

Situation #1. . .1 is known that Player 3

has made a large pay-off to Rita Palm

because of previously successful defenses

of Move Challenges by Player 3. Player 1

moves Rock Bottom onto the same space
pied by Rita Palm. Player 2 then

prove the honesty of the players.

HOW TO WIN
THE GAME

Continue to play as outlined above
until one player moves a spy with

the briefcase into his or her head-

quarters to win the game.

decides to blow Rita’s cover and
announces such an action declaring Rita
the Victim and Rock the Informer.
Player 2 has made a pay-off to Rock
Bottom totaling $1,700. Player 1 has made
a pay-off to Rita Palm totaling $2.200 but
has made NO pay-off to Rodk Bottom.
Therefore, Player 1 cannot challenge the
“blowing of Rita’s cover™ because he or
she has no money on Rock, the Informer.
No other players challenge the action of
blowing Rita's cover.

Rits Paim is removed from the
oard and trom play. Payer 2
Gecucts $1.000 (the cost of the
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COVER CHALLENGES (CONT.)
Situatida £2. . .in & repeat of the above The Bidding Contast
situation, ¥ Player 3 had made a pay-off 3 : —
totaling $1.500 to Rock Bottom, then (the Chaliengen (the Chalienged Playen Player 3 joses the Cover
Player 3 would have challenged Player 2's $1500 on Rock Bottom 31,700 on Rock Bottom Challenge. Rits Paim is re- 2
. N , moved from
attempt at blowing Rita P;l:sn;m.m " I Arewer ~Coveret m“gm“mo‘
following would happen. Player R d 8id $1200  Answer: “Coverss™ he “sxposing™ from Rock
annources 8 Cover Challenge and a Bid- >d B¢ $1.300 . A gy . Y
ding Contest results. on Bid $1400  Anewsr “Covered™ mm':r-'-:.m—-
Sh Bid N0 A T “Covered™ e
Mo turther Bid After Pita ls removed from
Play, ali pisyers announce
Sdouud how fmuch money they
had paid Rita. . .this, of
course, is optional!
Situstion £3. . .in & repeat of the above The Bidding Contest
situation, i Player 3 had made a pay-off
Poyer 3 Ployer 2 Romat=
of $1.900 to Rock Bottom and Player 2 (the Chatiengen) (the Chatienged Payen Piayer 3 wine the Cover
had made a pay-off of $1.700 to Rock $1,900 on Rock Bottom  $1.700 on Rock Bottom Chalienge. Rits Pubm s seved
iy : and In the game.
Bottom, the following action would occur: 1ot 8ig $LI0  Answer: “Coverss” Player 2 daos mot deduct
Phyw.lmaCmC}ulkf\gemd nd Bid $1200  Answer “Coversd™ $1.000 from Rack Bottorn's
a Bidding Contest resulits. wd Bid $1500  Anewsr “Coversd™ - D the action of
pr $1700  Answer “C. eted, Player 3 Goue ot
5th Bid $1A00 A “Not C fose any money or hs or her
next tum|
AOCK SOTYON
THE SOt
M————
SECTION #t
Strategy Hints
GENERAL STRATEGY

@ Secrecy and bluffing are crudal to the game. Try to keep
your pay-offs hidden as long as you can. Don't challenge too
frequently or i challenged, don't always disclose the full
amount of a pay-off in a Bidding Contest.

® Bluffing is fun and often very effective. Pretend to osake a
pay-off on your tum. ~.you could deceive your opponents
htoﬂﬁnkiru&utyouhavzmmomyonaspydunyou
mllydo...oﬁmadtverploythalwﬂllaveyoufrnto
move without being challenged.
OHoldbackonmkifgpay-ofhunﬁlhmhthepm.lo
youhav:animightimowhatspieshzvvbmpaidoﬁby
whichphyusmdhowumchthcgpay—dﬁmﬂym.

TACTICS

'Don'lhaphy!rmnmywithd\:pmaﬂy.Ywmy
hvemcoop«:tewixhoduphym(opcdyubl&nlk)to
ﬁopaphy«whohuuudeahrppayd{toaspyu-di
moving that spy quickly towards a headquarters for a win/
'Avoidmkirgabigpaycﬁtom!pywiyind\em
If this spy is exposed (cover blown), you may suffer a fatal
Io.olmoney.Oneposibkm!qyktoholdbocknukin;
pay-offs and challenging and let your opponents do all the
dirty work while you wait until later to gain control of a
spyl

PROBLEM: How do you stop a player who seems to be
abwlmwin?ﬂmkthedmﬁm?hyer)humdzahm
puyoﬂtoAhmedCahr.Thisisappuaumdrm}uphym
beauzofprwiomlymccmfulddmofMowChﬂm
MMM‘PENIMMMM&WQ!
withinlspamofl\isothnhmhadquum.ﬂwdoyw
:topAhmtd‘lYou’ﬂdiscovwitwillnkemﬁonm
d\eo&zphm}krvmmpcnbksohm.

Sohﬁonh...vy!omlﬁnbridme.&!phycm
motherspymoh:paawithMThmphyu
Picks up the case with the “just moved spy” and moves both
wuodiawxwmth\hhndmnmhd!hopt
that Player 1 will not challenge such a move.

Smn..mmdmwbym&ha
large pay-off to him. . .any rumber of players can do so.
Then when Player 1 moves Ahmed, challenge the move and
hopeferamdanag:.

Sohﬁm”...blowM:mu.Opa\ly-wwod\e
phmdulamﬁwhrwyhmvdmhmﬁu

occupics 30 that on your turn you can try and blow
Ahmed's cover. Of course, this involves a sacrifice of $1.000
{cost of the “elimination”) on your part, but it's worth it if
You @an continue play.

PROBUEM: How do you keep a spy that you have made a
big pay-off to from being eliminated in a “blowing cover”
action? Here's a possible solution. . .
Sduﬁmﬂ...whmhlppunﬁmmbfmspykbdm
moved in to eliminate a spy that you have paid off hand-
mn!y,doﬁnfoﬂowimonywhm?aydfd\e:w
Ww.lhywhwadwnnd\aﬂmd!
“blowing cover” action or a move of the suspected “Informer”
py.

(4

PROBLEM: How do you hide the fact that you're thoving in a
Py to elimi of blow her spy’s cover? Here are
2 possible solutions. . .

Solation #1. . .in addition to your intended Informer spy,
ahommodubwywmﬂ!wmlp&dbyh
wmwhhbm(thvm.mm:mm
opponents. . .and they won't know who will be the Victim or
the Informert

Solution #2. . .think ahead where the spy you wish to
“expose” may be moved. Position your intended “Informer™
Py in a space that the intended Victimn spy is sure to move
h.Otubodnpiummthnmm,onyowthyw
an to elimi the & ded Victim spy.

b o




