SPIES !

Long Game Rules of Play

Version 2.3 Clarifications and Variant Rules – Mike Smith – January 2004
It makes for a better game if all players can see a copy of the Event Tile manifest during the game. This allows them to try to anticipate which ones their opponents will play.
[1.0] Introduction to Spies!

GENERAL RULE:


Spies! is a game of espionage and intrigue for up to five players, set in the turbulent Euro​pean era of 1933—1939. You represent one of the major powers of that era - Germany, Italy, Russia, France, and Britain — in the constant struggle to gather your opponents’ secrets and return them safely to your own capital while protecting your own country’s secrets.

 [1.1] The Mapsheet


The Spies! mapsheet shows the major na​tions and colonies of Europe, the Middle East, and North Africa, including the impor​tant cities, capitals, ports, and land, air and sea routes. In addition, the mapsheet features various summaries, records, tracks, and other material that summarizes and enhances most of the essential rules of the game. As you read the rules, be sure to refer to the mapsheet whenever appropriate to familiarize yourself with the map itself and with the various play aids.

Note: for each of the five powers all the areas coloured in their colour count as part of the home country, including those overseas e.g. Egypt is British and could have British secrets deployed there at start (however, only one police unit may be setup overseas, or moved there during police re-arrangment, as overseas cities do not have a police symbol). 
Despite the map, Albania is not part of Italy at the start. It becomes Italian home territory if the Italian player plays Event Tile 14 . From then on the Italians treat it in the same way as the Germans treat Czechoslovakia (Ge 1) and Austria (Ge 7) if they have played the appropriate tile. 

[2.0] How to Begin the Game

CASES:

[2.1] Choosing Countries


Each player selects the country they will play. Players move in the turn order printed on the map: Germany, Italy, Russia, France, Britain. Players get the amounts of Money, Secrets, Police units, and Action Chits that are printed on the mapsheet. The number of spy units specified on the map is the maximum number that can be deployed in foreign territory at the start. Each player gets one additional spy that can only be deployed in home territory at start.
[2.2]
Setting Up the Bank Track


Each player places his Bank marker on the Bank Track (see mapsheet) in the numbered box contain​ing his country’s name. Record the amount of Money you have during the game, in thousands of pounds (£), on the Bank Track on the mapsheet. 
Alternatively use money or chips from another game. This allows players to keep their Money levels secret.
[2.3] Drawing Event Tiles


Each player takes the 7 Event Tiles colour-coded for his coun​try. Mix the 15 tiles marked random in a cup and each player draws 3 of these random Tiles blindly for a total of 10 Event Tiles.

[2.4] Drawing and Deploying Secrets


Shuffle all 40 Secrets, spread them all face down on the table, and then each player draws his allotment at random. Place the 8 remaining Secrets face-down, one per city, in the 8 cities mark​ed SECRET; then in turn order each player places his Secrets face​-down, no more than one per city, in any cities in his home country territory. 


You may look at your original Secrets before deploying them, and at any time later in the game as long as they are not controlled by another player. You may look at any foreign Secret that you currently control. You may not look at any other Secrets. 

[2.5] Deploying Police


Each player in turn order places his Police units face-down, no more than 2 per city, in any cities in his home country coded with his Police symbol (or in his capital). Britain, France and Italy have overseas home country cities that are not marked with a Police symbol; at deployment they may choose to deploy a maximum of one Police unit overseas, by placing it in one of these cities. You may always look at your own Police. You may not look at another player’s Police.
[2.6] Drawing Action Chits 

Mix all the Action Chits in a cup and each player draws his allotment at random. The remaining Action Chits stay in the cup to be used throughout the game.
[2.7] Pre-game Negotiations 

All players may now conduct negotiations with each other. Allow a pre-arranged set time for this e.g. 8-10 minutes or longer. During this time players may agree with each other alliances, deals and proposed future actions, but no Money, Event Tiles, or Action Chits may actually be traded. If you wish to discuss matters secretly with one or more players, you may do so.

There should be a set time for negotiations before each subsequent year too. This should be half the amount set for the pre-game Negotiations. Again, no Money, Event Tiles, or Action Chits may actually be traded at this time.

Outside the set Negotiation periods players may freely discuss the game, but only at the table and in the earshot of all the other players. Again, no Money, Event Tiles, or Action Chits may actually be traded at this time.


Money or Action Chits may only be traded when a player initiates Diplomacy with another during his turn. Event Tiles may never be traded.

[2.8] Deploying Spies

In turn order each player places his Spies face-down, without restrictions, in any of the cities on the map. At least one Spy must be deployed on home territory. You may always look at your own Spies. You may not look at another player’s Spies.
[2.9] Setting Up the Time and Victory Record


Place the Game Year marker in the top row under 1933 on the Time and Victory Record (see mapsheet). Each time the British player ends his turn advance the marker to the next year. This continues un​til 1939 is completed, at which point the game ends (however, the German player can end the game after 1938 by playing his Polish Crisis Event tile).
[3.0] What You Can Do During Your Turn

It is suggested that you set a time limit on each player’s turn of between 5 and 12 minutes. Temporarily stop the clock to adjudicate the effect of Event tiles, Police Searches and Action Chits and then restart it.  
CASES:

[3.1] Expending Action Points


During each of your turns you have 12 Ac​tion Points to expend. These can be used to play an Event Tile, conduct Police Searches, move Spies, play Action Chits, and in​itiate Diplomacy. You must expend Action Points to undertake these activities during your turn, but you never expend Action Points during an opponent’s turn, even if you play an Action chit, do a Police Search for arriving enemy spies, or respond to Diplomacy. You need not spend all 12 of your Action Points during a turn, but you may never spend more than 12 per turn.

[3.11] Action Point Cost Summary


The number of Action Points you must ex​pend to perform various actions are listed in this summary (see display). Note that the Action Point costs to play Action Chits are in addi​tion to the cost in Pounds.

[3.12] Action Point ExpenditureTrack


At the beginning of your turn, place a blank playing piece on this Track in the 12 box. Each time you expend Action Points, move the playing piece along the Track to reflect the expenditure.

[3.2] Playing Event Tiles

[3.21] At the start of your turn, you must either discard an Event Tile marked Any Year or one marked with the current year face-down (at no cost in Action Points), or play face-up (at a cost of one Action Point) an Event Tile marked with the current year. For instance, a Tile marked 1934 - 35 can be played or discarded only in 1934 or 1935. Read aloud the information on the Tile. The codes 1c, (2c, etc.) and 1£ (2£, etc.), indicate awards of Action chits (c) or money (£). Every player receives the in​dicated number of Action chits or amount of money for each city listed in which he has a spy, provided that spy is not in its own ter​ritory. There is no additional reward for hav​ing 2 or more spies in a city. When you receive Action chits, draw the indicated quantity at random. Draw Chits city by city, in the order specified on the Tile. When more than one player has a Spy in the same city then draw the Chits in turn order.

You can never have more than 10 Action chits. If you draw chits so that you have more than 10, immediately return the surplus chits of your choice to the cup.


The Event Tiles that have been played should be placed face-up above the appropriate year of the Time Record so that all can check which have been played so far. Discarded Event Tiles cannot be examined. 
[3.22] Event Tile Special Effect Summary 


Certain Event Tiles (designated with an asterisk next to their ID number) have a special effect on play. These are listed, together with their additional effects, on this summary.
[3.3] Re-Arranging Your Police


Re-arrange your Police units among your home country cities in any way (at no Action Point cost), but place no more than 2 per city. Police may be placed on home country cities marked with a Police symbol, and your capital. You may also choose to have a maximum of one Police unit in overseas home territory, by placing it in one of your cities not marked with a Police symbol.
[3.4] Searching for Enemy Spies


Immediately after re-arranging your Police, you can search for enemy Spies in every city containing your police and one or more enemy Spies (at a cost of one Action Point per city not per spy). If there is more than one Spy in the ci​ty announce which you are searching for first,. You and your opponent privately com​pare the strength of your Police (both Police combined if there are 2 in the city) and the enemy Spy. If your Police strength is greater, the Spy is immediately captured. If the Spy’s strength is greater or the same, the Search has no effect. Your Police can Search once per turn for each enemy Spy in a city, but you can choose to leave some of them alone if you wish. Note: A spy can avoid a strength comparison by playing a Papers or  Escape Chit.

[3.5] Capture and Counterspies


You can capture a Spy as a result of a Search in which your Police strength is greater than the Spy’s strength (provided the strength comparison is not avoided by a Papers or Escape chit). 


You can also capture an enemy Spy with a Counterspy. Whenever a Spy discovers a Secret that you control and that Secret is a Counterspy, make a strength comparison by looking at the enemy Spy’s strength. If the Counterspy is stronger, the enemy Spy is cap​tured; if the enemy Spy is as strong or stronger, the Counterspy has no effect. Whatever the outcome of the strength com​parison, remove the Counterspy from play.


Place any Spy you capture on your Time and Victory Record under the Year in which it was captured. You immediately gain 3£ and an Action Chit. Note that captured Spies can return to play by an Escape Chit. If one of your Spies is captured by a Counterspy in a neutral country, place that Spy in the Spies Captured in Neutral Countries box, not on the Time and Victory Record.

[3.6] Moving Your Spies


After you have Searched for enemy Spies, you can move your Spies. Each Spy can move a maximum of 5 spaces per turn (at a cost of one Action Point per space moved), and each city or sea zone entered counts as a space moved. 


You can move a spy by rail lines, air lines, and/or sea. A spy can move along any combination of routes up to a maximum of 5 total spaces per turn. Any Action Chits that the Spy plays do not count towards this move allowance of 5.

You must finish moving one spy before you begin mov​ing another.

[3.61] Sea Movement

Each of the following moves costs 1 Action Point; moving a Spy to sea from a port to a ship symbol in the same sea zone; moving a Spy by sea from the ship symbol in one sea zone to the ship symbol in an adjoin​ing sea zone; moving a Spy to land from a ship symbol to a port in the same sea zone. A spy cannot end its movement at sea. London is a port, but Rome is not.

When you expend an action point to move a Spy to sea roll an average die (2,3,3,4,4,5). The result tells you the maximum length this sea voyage can be (in action points), including the action point already spent to put to sea, any spent moving by sea, and the action point to land at another port. If you are not happy with the roll then you may roll again, but this will cost a further action point, and the Spy is considered to have expended the wasted action point from his move allowance of 5. A spy may make more than one sea voyage in a player turn provided he has sufficient moves left.

[3.7] Controlling Secrets


Secrets are divided into two broad categories, depending on how they began the game:

1. Original Secret: A Secret that began the game in your home territory. You may not move your original Secrets unless they have been controlled by another player and moved away from the position they held at the start of the game. In this case they may be moved if recaptured. Once back on home territory you may transfer control of a recaptured Secret to a Police unit, or leave it uncontrolled, but in both cases this can only be done in the city it was deployed in at the start of the game, and from that point on it cannot be moved.  
2. Foreign secret: A Secret that began the game in a neutral country or another player’s home territory.

A secret’s category never changes, regardless of who currently controls state. 


A secret that is still in play is always in one of three states:

1. You control it: You have a Police unit or Spy on top of it, guarding it. Each Police unit or Spy may control only one secret. Only one Spy or Police unit can be in control of a particular Secret at any one time. If more than one Spy or Police unit is in a city with a Secret, the controlling piece is the one directly on top of the secret. If no one controls a secret, nothing should be on top of it.
2. It is uncontrolled: None of the players has a Police unit or Spy on top of it.

3. It is enemy-controlled: Some other player has a Police unit or Spy on top of it.


A foreign Secret is taken out of play when one of your Spies who controls it has moved it to your capital city and cashed it in. A foreign Secret that you control can only be cashed in during your own turn, and only in your capital city. When you cash in a foreign Secret, you immediately get 20£ and an Action chit, and the Secret is placed in your Time and Victory Record under the Year when it was taken away from the player for whom it is an original Secret (this may well be an earlier turn than the one when you cashed it in). During the game you may only cash in foreign Secrets.   


Your original Secrets can be placed on your Time and Victory Record only under all of the following conditions:

1. It is the end of the game.
2. They are in your home territory in the city they were deployed in at the start of the game.
3. They are not enemy-controlled.


You receive no Money or Action Chits for original secrets cashed in. 


To take control of a foreign secret, you must play a Discovery Chit and, if successful, place the Spy who made the discovery on top of the Secret. However, you may take control of a Secret that was controlled by a Spy that you have just successfully Sanctioned without playing a Discovery chit.  


To take control of one of your original Secrets that is in your home ter​ritory and not enemy-controlled, you can simply place a Spy or Police unit on top of it; you need not play a Discovery Chit. If one of your original Secrets is enemy controlled and/or not in your home territory, you can gain con​trol of it only as you would a foreign Secret. 


Only a Spy may move a Secret. You may, while moving your Spies, transfer a Secret you control from one of your Spies to another. Move the Spy with the secret in​to a city containing another Spy and then put this second Spy on top of the secret. The second Spy may then move with the Secret (provided he has not moved already). Spies can transfer secrets to or from Police units in a similar way. 

You may transfer Secrets from one Police unit to another when re-arranging your Police, but a Secret cannot move cities at this time.
[3.8] Playing Action Chits


You can play any type of Action Chit dur​ing your Spies’ movement except Intercept. The play of these Action chits is summarized on the Action Chit Summary (not on the mapsheet). To play a chit, spend the number of pounds and Action Points specified and return the chit to the Action chit cup.

[3.9] Initiating Diplomacy


As part of the actions during your turn, you can try to conduct secret negotiations and trades with one or more of your opponents (at a cost of one Action Point per opponent). You cannot initiate Diplomacy during a Search triggered by entry into enemy city, or during the sequence of events initiated by play of an Action Chit; you would have to wait until these events were over. If you conduct Diplomacy and then carry on with other actions, but later wish to initiate them again, then a further Action Point has to be spent.

Diplomacy is the only time in the game when you can exchange Money, Action chits and Secrets with the other players. You cannot, however, exchange Event Tiles, Spies, or Police. Secrets can only be exchanged by transferring them from a controlling Spy or Police unit to another player’s Spy or Police unit in the same city. Only foreign Secrets, not your original Secrets, may be voluntarily transferred to enemy Spies or Police in this way.
[4.0]
What You Can Do During Another Player’s Turn

CASES:

[4.1]
Searching for Arriving Enemy Spies


You can search for each enemy spy each time it moves into any city containing your Police at no cost in Action Points. You cannot search for a spy that has not moved. The pro​cedure for search is the same during an oppo​nent’s turn as it is during your own.

[4.2] Playing Action Chits


You can play Papers, Escape, Cover, Double Cross, and Intercept chits during an oppo​nent’s turn at no cost in Action Points (see the Action Chit Summary, not the mapsheet). A Drop may only be countered by an Intercept at the moment the Drop Chit is played, not once successfully established.

Double Cross Chits, and any further Chits played in response to them, may only be played by one of the two players actually involved in the action that they are intended to reverse. For instance, during a Sanction only the players owning the assassin and the intended victim may play them; during an attempt to have a captured Spy escape only the player owning the escaping Spy and the player who had that Spy on his Time and Victory Record may play them.   

[4.3] Responding to Diplomacy


You can respond whenever an opponent in​itiates negotiations with you at no cost in Ac​tion Points to you. You cannot initiate negotiations during an opponent’s turn, and you must stop trying to negotiate when a player whose turn is in progress says to stop.

[5.0] Spy Havens and Cousins

GENERAL RULE:

Certain cities and spies have special attributes.

CASES:

[5.1] Spy Havens


Istanbul, Tangiers, and Geneva are con​sidered spy havens, in addition to their nor​mal attributes. You may never play a Discovery, Drop, or Sanction chit in a spy haven.

[5.2] Cousins


Each player has one spy named “Cousin’. Your Cousin is never captured by a Counterspy; if your Cousin discovers a Counterspy, simply remove the Counterspy from play. Your Cousin can never be killed by a Sanction chit unless the chit is played by an opponent’s Cousin. If any other enemy spy attempts to Sanction your Cousin, that enemy spy is immediately killed instead, without an opportunity to counter in any way; place the enemy spy in the Sanctioned Spies Box and place a Sanctioned Spy marker on your Time and Victory Record. 


If your Cousin counter is Sanctioned then it is permanently out of the game and can never be recovered by the use of a Recruit chit. 

[6.0] How to Win the Game


At the end of the British turn in 1939 (or 1938 if the Germans play the Polish Crisis Event Tile), every original Secret with which you began the game, and which is now in its original city and not controlled by another player, is placed in the 1939 (or 1938) column on your Time and Victory Record. 
Each colour-coded Event Tile that was played (not discarded) scores its owner 2 Victory Points (the random Event tiles that were played score nothing). Each Secret, cap​tured Spy, and Sanctioned marker is worth a number of Victory Points equal to its value times the multiple found in the box it oc​cupies on your Time and Victory Record. Surviving Counterspys are worth their value times half (rounded down) the multiple from your Time and Victory Record. The player with the highest total of Victory Points is the winner. In a tie, the richest player wins.

[7.0]
Playing the Game with Fewer Than Five Players


When you play with four players, one person plays Germany and Italy. 


When playing with three players, one person also plays Britain and France. 


When playing with two players, Russia is played on alternate years by the German-Italian and British-French players (in this case neither side can win with Russia, which does not receive Victory points). 


When playing two (or three) countries, you cannot ex​change Action chits, money, or secrets bet​ween them, or have the spies of one try to discover any original secrets of the other that are in their home country. Each country is treated as a separate player for the purposes of playing Action Chits. Victory Points are totalled in​dependently for each country, just as though they were played by two players.

[8.0]  Optional Rules 

Use any or all of the following:

[8.1] Historical Alliances


After totalling the Victory Points in the normal way make the following further adjustments based on the position at this point:

Germany loses 20 Victory points if Italy is behind both Britain and France.

Italy loses 20 Victory points if Germany is behind both Britain and France.

France loses 20 Victory points if Britain is behind both Germany and Italy.

Britain loses 20 Victory points if France is behind both Germany and Italy.

[8.2] Handicap for Controlling Two Countries (Do not use this rule in conjunction with 8.1)

If you control two countries then your Victory Point score is automatically the lower of the two scores.


Alternatively use the combined score of the two countries to determine who wins.

[8.3] Four Player Game


Change the allocation of countries:

France and Russia

Britain
Germany

Italy

[8.4] Three Player Game (Do not use this rule in conjunction with 8.1)


Change the allocation of countries:
Italy and Germany

France and Russia

Britain
[8.5] Russia


In a two player game Russia is controlled according to this rule, rather than by the two players on alternate turns. This rule can also be used in a Four Player game; Germany, Italy, France and Britain are each controlled by a player, and Russia is controlled as below.


At the start of the Russian turn determine by bidding who controls Russia. The successful player controls Russia until the start of the Russian turn in the following year. In the first turn of the game bid for control of Russia immediately before setting up the Russian Secrets. The successful player controls Russia from then until the start of the Russian turn in Turn 2. 


Each player makes a secret bid in Money (£) for the right to control Russia. In a tied bid the tying players (only) must make a further bid if they can, which must be higher than the tied bid. The player who made the highest bid must expend that sum from a country or countries he controls (but not from Russia itself) and gains temporary control. If nobody bids then the player who had control in the previous year retains it.


If you control Russia by bidding then, in addition to the normal restrictions from 7.0, you may not give away or trade any Russian assets to any other player.   


If Russia plays Event Tile 16 (Soviet – German Non-aggression Pact) then from then on only the player who controls Germany may fully control Russia. In the event of another player successfully bidding for Russia then the only activity they may conduct with Russian pieces is police searches for spies, and they may also look at all Russian pieces and secrets; spies may not be moved , police may not be re-arranged, event tiles cannot be discarded, Action Chits cannot be played, and secrets cannot be cashed in.


When using this rule a player cannot win with Russia, and Russia does not score Victory points. 

