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ISSUED

Agents Byrd and Hyde are off the poard. All active

assets are purnt. Dr- golomon in RiO di Janeiro oI ;

Operation Black BOX. Estimate arrival tomorrow

goonesb. Last-known on the caseé is a dead drop at

Wien Hbf. New assebs in play- Codenames: Beacon,

Magician, Roulette, gpyglass, Tempest, Vagabond.

guggest enlistment fory mmédiate retrievéﬂ of case.
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DR. SOLOMON
DIE

This icon represents Dr. Solomon. He has
advice for you on how to play the game. Be
sure to pass this advice on to all the players.
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Place the game board on the table.
d with a [il).

Place the briefcase miniature in Vienna (marke

Randomly place 1 agent figure on the game board in the following cities:
Belgrade, Berlin, Marseille, Paris, Rome, and Warsaw (marked with a d.

Place the Dr. Solomon die on the Dr. Solomon track on the board. For four
players, place it on the "20" space; for two or three players, place it on the
"15" space. (It doesn't matter which die face is showing.)

Place the burn tokens in a pile to the side of the board.

Each player takes the player shield matching the icon on the HQ city they
are sitting nearest to on the game board and sets it up in front of them.

& | The HQ cities are Algiers, Athens, Glasgow, and Moscow.

,m‘ﬂs \ They all have a manila envelope near them.
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Each player places a random payoff board behind their shield, 30 gold
sovereign coins on the "Reserve” space on their payoff board, and a
RESTRICTED marker behind their shield.

G Shuffle the 6 starting payoff tokens and deal one, face down, to each player.

Using the gold sovereigns in their reserve, each player places

3 sovereigns on their payoff board on the agent shown on their starting
payoff token, and then places 1 coin on two other agents of their choice.
(You cannot place sovereigns on Dr. Solomon during setup.) Then, return
all of the starting payoff tokens to the box without looking at them.

Choose a random start player. Place the Dr. Solomon standee to their
immediate right, as if Dr. Solomon has the last turn in the round.

TWO PLAYER SETUP SHOWN




Your agency is trying to gain control of the top-
secret briefcase using the six freelance agents,
who aren’t controlled by any one player. You can
try to move any of them and use them to bring the
briefcase to your HQ.

Each of the agents also has a special ability you
can use after you move them. You can even try to
burn an agent, which removes them from the
game completely.

The other agencies will use these agents too. They
might try to stop you from moving or burning an
agent. You can gain influence over an agent by
paying them off. When someone challenges your
action or you challenge theirs, how much you each
paid off will determine who wins the challenge.
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most coins paid off to him.

Sometimes spies need to work together against a common
enemy. Feel free to talk strategy with the other players or

point out when you see someone close to winning.




game ends.

On your turn, you must announce one of these three actions:

MAKE A MOVE BURN
PAYOFF AN AGENT AN AGENT

I AREIRE

If your RESTRICTED marker is on your player shield at the start
of your turn, you may only make a payoff and may not move or
burn an agent. You'll learn more about the RESTRICTED marker
in "Challenges” on page 12.

After each player has taken one turn, Dr. Solomon goes.

If the Dr. Solomon die is still on a numbered track
space, advance it one space, then begin the new
round, starting with the first player.

nn 4N 40 49 ‘h‘-p‘ 4N 44 40 NN NN N= N~ N NA NN NN N4

LU 19 10 17 1V " Io "1£ 11 1IU U3 UU U/ UV UJ U4 Uy UL UI

* If the die is already at the end of the track, roll
the die instead. If the rolled die shows the image
of Dr. Solomon, the game ends immediately -
Dr. Solomon has recovered the briefcase. (See
“Winning the Game" on page 15.) If the die does not
show Dr. Solomon, return it to the last space on the
track, and play continues with the next round.



Keep your unused
sovereigns in this

"RESERVE" space.

Move sovereigns
to these seven
different payoff
spaces.

When you take this action, you do the following:

"l am making a payoff."

Do not say who you are paying or how much.

Announce the Payoff. Say,

Do not pay off too many sovereigns too early in the game,
especially to one agent, which can make them a target to get
burnt. Make sure you have some sovereigns left toward the end

of the game, so you can respond when someone is about to win.

You may pay off one agent or Dr. Solomon. Take sovereigns
from your Reserve and place them on the payoff space for an
agent or Dr. Solomon, following these rules:

* If you pay off Dr. Solomon, you may only take one coin from your
Reserve and put it on Dr. Solomon's space on your payoff board.

If you pay off an agent, you may take any number of sovereigns
from your Reserve and put them on any one agent's space on
your payoff board.

more sovereigns in your Reserve.

You cannot move sovereigns that have already been paid off to
an agent or Dr. Solomon for any reason. You cannot show your
payoff board to the other players for any reason.

* You may pay off no one if you want to bluff or if you have no



When you take this action, you do the following:

Announce which agent you are moving and which city you are
moving them to. You can move any agent, even one you haven't
paid off. Do not announce whether you are going to move the
briefcase or going to use that agent's ability.

EXAMPLE:

"Spyglass to Zurich."

You may move an agent following these rules:

* An agent may move to any adjacent city (connected by
a red line).

* An agent in a city with a train station may move to
another city with a train station as if they were adjacent.

* If the briefcase is in the same city as the agent when
you move them, you may move the briefcase to the new
city with them.

* Cities may contain any number of agents.
Before you can move the agent, other players may
challenge you. (See "Challenges” on page 12.)

If you win the challenge, you must move the agent to
the city you announced.

If you lose the challenge, the agent does not move,
and your turn ends immediately.
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AGENT ABILITY (GRAPHIC)

m an adjacent city into

Move an agent fro
move the priefcase

Beacon’s city. Do not
with this agent.

A

Beacon

Move the briefcase from Magician’s city to

an adjacent city.

Move the priefcase from an adjacent city

into Roulette’s city.

Move an agent from Spyglass’s city toan
adjacent city. Do not move the briefcase

with this agent.

Move up to two extra cities. You may
t move the priefcase

use the train. Do no
with Tempest.

|
e ( , | Move agabond from 2 city with a train
train station.

station to another city with a
priefcase with vagabond.

You may move the
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When you take this action, you do the following:

Announce which agent is doing the burning and which agent is
the target. You can only have an agent burn another if they are
in the same city. You must have at least 5 sovereigns paid off to
the acting agent (the agent doing the burning) as you will have

to remove that many sovereigns from that agent if the
burn succeeds.

EXAMPLE:

"Spyglass is going to burn Tempest.”

Before you can burn an agent, other
players may challenge you.
(See "Challenges" on page 12.]

If you win the challenge, remove the target
agent's figure from the board. Each
player places a burn token on the
burnt agent’'s space on their payoff
board. (Any sovereigns on that
space remain there.] Then, you
must take 5 sovereigns from the
acting agent's payoff (not from
your Reserve] and remove those
sovereigns from the game.

If you lose the challenge, the
target is not burned, and
your turn ends. You
do not remove any
sovereigns.



When you direct an agent to move or to burn another agent, the
other players have an opportunity to challenge you. In a challenge,
you and the person challenging will reveal how many sovereigns
you have paid off on the acting agent (the agent that is moving or the
agent attempting to burn another agent - not the target of the burn
attempt). Starting to your left, each player in clockwise order may
challenge or pass. A player may challenge even if their RESTRICTED
marker is on their player shield.

If a player passes, go to the next player to see if they want to
challenge or pass, and so on. A player who passes cannot
challenge later on your turn.



If a player challenges you, resolve the challenge following
these rules:

0 The challenger starts by announcing any number of sovereigns
they have paid off on that agent. When challenging a burn (since
the player must have at least 5 sovereigns paid off on that
agent), the challenger must announce a number 5 or higher to
start the challenge.

You may then announce a number at least one higher than the
challenger’s number, up to the amount paid off on that agent.

numbers until one of you cannot or chooses not to do so.

Players may not announce a number higher than the amount of
sovereigns paid off on the active agent. They are limited by the
amount of sovereigns previously paid off to that agent before
the challenge.

6 You and the challenger go back and forth announcing higher

If the challenger announced the higher number, the
challenge succeeds. The agent's action does not happen,
and your turn ends.

If you announced the higher number, the challenge fails.
The challenging player hangs their RESTRICTED marker on
their player shield (and will only be able to make a payoff
on their next turn).

The next player may then challenge or pass, until all of the
other players have had a chance to challenge or pass.

You do not lose any sovereigns in a challenge. You are
not actually bidding sovereigns, just revealing how many
sovereigns you previously paid off to the agent.

If all other players have failed their challenge or passed,
the agent's action succeeds.



>>>CHALLENGE EXAMPLEK<L

Jason: "I'm moving Roulette to Amsterdam.”
Suzanne: "Not so fast! | challenge for...three."”

Jason: "Four.”
Suzanne: "Five."

Jason checks his payoff board. He's paid off 10 sovereigns to Roulette.
He considers letting the challenge succeed so other players don't
know he's that invested in her. But he decides the move is worth it.

Jason’s
Payoff Board

Suzanne looks behind her player shield as if
deciding whether or not to proceed. In fact, she has

only paid off 5 sovereigns to Roulette, so she can't go
higher. But there's no reason to let anyone else know that.

Suzanne's
Payoff Board

Suzanne loses the challenge. She puts her
RESTRICTED marker on her shield, and the next
player now has a chance to challenge. If nobody
succeeds on a challenge, Jason will complete the
move and use Roulette’s ability.




Bluffing is a big part of the game.
You want to misdirect the other players about who you've paid off
and how much and what your plans are. It's acceptable - good
play, even - to decline to challenge an action you could prevent,
to forfeit a challenge you could win, or to give up on a challenge
even when you could announce a higher number. You can tell

players you're going to do one thing on your turn and then do

something else. Just remember: You cannot lie by announcing
a higher number for an agent than your real payoff.

If a player moves the briefcase to their
HQ city, they win immediately.

If the image of Dr. Solomon is rolled
on the Dr. Solomon die at the end
of a round, all of the players lift
their player shields and reveal
their payoff to Dr. Solomon.
Whoever has the highest payoff
to Dr. Solomon wins the game.

If there is a tie, the tied player
with the most sovereigns in

their Reserve wins the game.

If there is still a tie, the tied
players share the victory.



GAME HISTORY

Conspiracy, designed by Dr. Eric Solomon, was first published as
Sigma, File in 1973, “an adult spy game of nerve, double-bluff
and low cunning.” It became Conspiracy in 1982 and featured
curious double-faced busts of the agents and groan-inducing
punny names. A later version, Casablanca, moved the intrigue
to that exotic locale and was recommended for the Spiel des
Jahres in 1991. All three versions utilize the shared pieces and
clever blind payoff mechanic that make the game unique.

Restored fram: Conspiracy, designed by Dr. Eric Solomon and published by Milton Bradley.
Game Restoration: Rob Daviau, JR Honeycutt, and Justin D. Jacobson

Graphic Design: Jason Taylor and Lindsay Daviau

Agent Illustration: Matt Griffin

Board and Shield IWustration: Jason Taylor

Production Artist: Lindsay Daviau

Thank you to all of the playtesters, who helped make this great game even better.

©2019 Restoration Games, LLC. The following are trademarks of Restoration Games; LLC:
Conspiracy: The Solomon Gambit, Restoration Games, the Restoration Games logo, the Every
Game Deserves Another Turn tagline, and all associated trade dress. Restoration Games, LLC
is located at 12717 W SUNRISE BLVD, #244, SUNRISE, FL 33323. Actual components may vary
from those shown. Made in China. THIS PRODUCT IS NOT A TOY. NOT INTENDED FOR USE BY
PERSONS 13 YEARS OF AGE OR YOUNGER.



