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se
cu
ri
ty
un
it
in
pl
ay
.

Fl
ip

al
l
se
cu
ri
ty

un
its

an
d
aw

ar
en
es
s

ch
ip
s
ba
ck

to
th
ei
r
ac
tiv
e
si
de

(in
cl
ud
in
g

st
un
ne
d
se
cu
rit
y
un
its
).

Pr
io

ri
ty

3:
Pa
tr
ol

Ad
va
nc
e
th
re
at
by

th
e
nu
m
be
ro
fp
la
ye
rs
.

Pi
ng
s

on
th
e

ne
tw
or
k

w
ill

ac
tiv
at
e

(o
ut
w
ar
d
la
ye
rs
fir
st
).
If
m
ul
tip
le
pi
ng
s
on

th
e
sa
m
e
la
ye
r,
fir
st
is
th
e
pi
ng

th
at

ha
s

th
e
m
os
t
sp
ac
e
be
tw
ee
n
it
an
d
th
e
ne
xt

pi
ng

cl
oc
kw

is
e.

M
ov
e
ea
ch

pi
ng

cl
oc
kw

is
e
un
til
:l
an
ds

on
an

IP
,w

ou
ld
la
nd

on
an
ot
he
r
pi
ng

(s
to
p

be
fo
re
),
la
nd
s
on

a
hu
b
or

ha
s
m
ov
ed

3
no
de
s.
If
no

pi
ng
s
ar
e
on

th
e
ne
tw
or
k,

CE
O
ad
ds

a
pi
ng
.

Ro
ll
pi
ng

di
e
eq
ua
l
to

th
e
#

of
hu
bs

oc
cu
pi
ed

by
pi
ng
s
th
en

re
so
lv
e
ea
ch

ro
ll.

If
no

pi
ng
s
w
er
e
on

hu
bs
,a
ll
pi
ng
s
th
at

ca
n
tr
an
sf
er
ou
tw
ar
ds

do
so
.

Ba
nn
ed

fr
om

th
e
ne
tw
or
k:

if
a

pi
ng

m
ov
es

on
to

or
pa
st

th
e

no
de

th
at

co
nn
ec
ts

to
an

em
pt
y
IP

ac
ce
ss

po
in
t,

th
is
IP

is
ba
nn
ed
.
Re
m
ov
e
IP

pe
g
an
d

ne
tw
or
k

le
ve
l
di
e

fr
om

th
e

ne
tw
or
k.

Ag
en
ts
w
ith

ba
nn
ed

IP
s
sk
ip
th
e
ne
tw
or
k

st
ep
.

b
u
rn
cy
cl
e

g
a
m

e
b
y

ch
ip

th
eo

ry
g
a
m

es
p
la

ye
r

a
id
v1
.7

b
y
b
o
a
rd
a
n
d
g
a
m
er
.c
o
m

b
u
rn
c
y
c
le

//
re
fe
re
n
c
e St

at
io
na
ry
:D

oe
s
no
tm

ov
e.

Pa
ce
:M

ov
es

in
a
st
ra
ig
ht

lin
e
in
th
e

di
re
ct
io
n
it
fa
ce
s.
If
it
ca
nn
ot
m
ov
e,
it

tu
rn
s
to

fa
ce

th
e
op
po
si
te

di
re
ct
io
n

an
d
co
nt
in
ue
s
its

m
ov
em

en
t.

Pe
ri
m
et
er
:

Fo
llo
w
s

th
e

ou
te
r

pe
rim

et
er

of
its

ar
ea
,

m
ov
in
g

co
un
te
r-
cl
oc
kw

is
e.

U
nl
oc
ke
d
D
oo
rs
:
M
ov
es

to
w
ar
ds

a
ha
llw

ay
sp
ac
e
ad
ja
ce
nt
to
th
e
cl
os
es
t

un
lo
ck
ed

do
or
.

Cl
os
es
tB
ot
:M

ov
es

to
w
ar
ds

a
sp
ac
e

ad
ja
ce
nt
to
th
e
cl
os
es
tb
ot
th
at
is
no
t

in
a
hi
di
ng

sp
ot
.

Co
m
m
an
d
M
od
ul
e:
M
ov
es

to
w
ar
ds

a
sp
ac
e
ad
ja
ce
nt

to
th
e
co
m
m
an
d

m
od
ul
e
(u
nl
es
s
in
a
hi
di
ng

sp
ot
).

Po
st
:M

ov
es

to
w
ar
ds

its
po
st
.

Te
rm

in
al
s:

M
ov
es

to
w
ar
ds

th
e

cl
os
es
tt
er
m
in
al
.

Ca
ut
io
us
:
If
th
is
un
it
en
ds

its
ac
tiv
at
io
n

ad
ja
ce
nt

to
an

un
lo
ck
ed

do
or
,t
he

do
or

is
lo
ck
ed
.

D
em

er
it
:
W
he
n
th
is
un
it
at
ta
ck
s
a
bo
t,

in
st
ea
d
of

th
e
bo
t
lo
si
ng

po
w
er
,t
hr
ea
t

ad
va
nc
es
by

1.

D
ra
in
:W

he
n
th
is
un
it
be
co
m
es

ad
ja
ce
nt

to
a
bo
t,
th
e
bo
t
m
us
t
di
sc
ar
d
a
ch
ip

fr
om

its
re
se
rv
e.

G
ra
pp

le
#:

D
ur
in
g
m
ov
e
ac
tio
ns
,
bo
ts

m
us
tu
se

#
ex
tr
a
AP

w
he
n
m
ov
in
g
fr
om

a
sp
ac
e
ad
ja
ce
nt

to
th
is
se
cu
rit
y
un
it
to
a

no
na
dj
ac
en
ts
pa
ce
.

Sh
ift
:T
hi
s
un
it
ca
n
m
ov
e
th
ro
ug
h
w
al
ls
.

It
pa
tr
ol
s
ev
en

w
he
n
in
a
ro
om

an
d
is
no
t

co
ns
tr
ai
ne
d
to

its
cu
rr
en
t
ar
ea

w
he
n

pa
tr
ol
lin
g.

At
ta
ck
in
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bo
tl
os
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.
St
un
ne
d:
5
AP
.S
hu
td
ow
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10

AP
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.
St
un
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AP
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St
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AP
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.

At
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bo
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AP
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Sh
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D
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10

AP
.

M
ax

.3
de

st
ro

ye
d

w
al
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pe

rfl
oo

r.

Se
cu

ri
ty

un
it

s

■
Sw

ap
:S
w
ap

sp
ac
e
w
ith

an
ot
he
rb

ot
.

■
Pu
sh
:S
pe
nd

1
ad
di
tio
na
lA
P
to
m
ov
e
on

a
sp
ac
e
w
ith

a
se
cu
rit
y
un
it,
pu
sh
in
g
un
it

to
an

ad
ja
ce
nt
sp
ac
e
+
be
co
m
e
de
te
ct
ed
.

■
Re
pa
ir
:T
ra
ns
fe
rp

ow
er
to
an
ot
he
rb

ot
.
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b
u
rn
cycle

g
a
m

e
b
y

ch
ip

th
eo

ry
g
a
m

es
p
la

yer
a
id
v1
.7

b
y
b
o
a
rd
a
n
d
g
a
m
er.co

m

b
u
rn
c
y
c
le

//
h
o
w

to
…

W
hen

a
botbecom

esdetected,itsaw
areness

chip
isplaced

on
top

ofitsbotchip.There
are

a
few

w
aysa

botw
illbecom

e
detected:

■
Being

w
ithin

the
aw

areness
range

ofa
security

unit.

■
Taking

a
strike

action
against

a
security

unit,even
ifunsuccessful.

■
D
estroying

a
w
all.

■
Being

booted
by

a
ping

on
the

netw
ork.

■
Resolving

an
alarm

inputon
a
keypad.

■
O
thergam

e
effects

and
abilities…

Pow
er

is
a

very
im

portant
resource

in
burncycle.It

represents
a

bot’s
health,acts

as
a

currency
(for

bot
upgrades)

and
determ

ines
how

m
any

basic
action

dice
agents

can
rollon

theirturn.H
ere

are
a

few
w

aysto
gain

variable
am

ountsofpow
er:

■
Com

pleting
youragent’s

im
perative.

■
Surveillance

die:Pow
ercellresult.

■
D
iscarding

an
uninstalled

m
od.

■
Shutting

dow
n
a
security

unit.

■
H
itting

a
hub

on
the

3
rd
or

4
th
layer

(core)ofthe
netw

ork.

■
G
etting

repaired
by

anotherbot.

■
Com

pleting
floor

objectives
(only

agents
gain

pow
er).

■
O
ther

gam
e
effects

found
on

term
inal

ornetw
orks

cards
and

abilities…

Threatcan
be

advanced
or

reduced
from

a
num

ber
ofin-gam

e
effects,buthere

are
the

m
ostconsistentw

aysitchanges:

■
H
itting

a
hub

on
the

2
nd
or

4
th
layer

(core)ofthe
netw

ork:-1
threat.

■
End

of
the

corporation’s
turn:+threat

equalto
the

num
berofplayers.

■
Rebooting

the
burncycle:+threatequal

to
the

num
berofplayers.

■
Ping

die
(threatresult):+1

threat.

■
Taking

a
strike

action
againsta

security
unit:+1

threat.

■
Replacing

the
undegraded

captain
chip

in
the

burncycle:+2
threat.

■
Agentshutdow

n:+3
threat.

■
Aw

areness
chip

com
ing

into
play:

+1
threat(only

on
seasoned

diffi
culty).

At
the

end
of

a
player’s

turn,if
the

floor’s
objectives

are
com

pleted
and

allbots
are

in
safe

zones,the
floorisnow

com
pleted.

■
Corporation

m
arker

goes
to

the
player

w
ho

justfinished
his

turn.

■
Take

note
ofunlocked

safe
zone

doors
and

w
hich

safe
zone

each
bots

and
security

units
are

in.

■
Setup

the
nextflooras

during
setup.

■
Add

bots,security
units

and
door

pegs
back

to
the

safe
zones

in
the

sam
e

position
they

w
ere

on
the

previous
floor.

■
Any

bot
that

does
not

have
an

im
perative

card
draw

san
im
perative

card.

b
u
rn
cycle

g
a
m

e
b
y

ch
ip

th
eo

ry
g
a
m

es
p
la

yer
a
id
v1
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b
y
b
o
a
rd
a
n
d
g
a
m
er.co

m

b
u
rn
c
y
c
le

//
re
fe
re
n
c
e

Place
a
guard

m
atching

the
floor

levelonto
a
guard

postin
this

room
.

Turn
a
term

inalin
this

room
into

a
m
ainfram

e
term

inal.

Lock
alldoors

in
this

room
.

D
raw

an
im
perative

(if
you

don’t
already

have
one).

G
ain

1
pow

er.

Advance
threatby

1.

Advance
threat

by
1;

then,
pings

transfer.

Increase
CEO

’s
netw

ork
levelby

1.

Increase
CEO

’s
netw

ork
level

by
1;

then,pings
transfer.

The
CEO

adds
a
ping

to
the

core.

The
CEO

adds
a
ping

to
the

core;
then,pings

transfer.

:
Increase

your
netw

ork
level

by
1.

1

:Reduce
threatby

1.
2

:G
ain

1
pow

er.
3

:Allofthe
above

benefits.Agent’s
IP
is
booted

to
its

access
point.

4
Rollthe

keypad
die.Add

its
resultto

the
inputs

thatm
ustbe

resolved.

D
iscard

a
m
atching

action
chip

from
your

reserve
or

the
team

’s
reserve

or
m
ove

the
burncycle

tracker
to

a
m
atching

action
chip

to
the

right
of

the
tracker’s

currentposition.

Alarm
:
The

bot
taking

the
keypad

action
becom

es
detected.

Shock:
The

bot
taking

the
keypad

action
loses

1
pow

er.

Ping:
The

CEO
adds

1
ping

to
the

core
(ifpossible).

Before
the

start
of

any
players

turn,you
m
ay

rebootthe
burncycle:

■
Return

all
action

chips
from

the
burncycle

and
allreserves

to
supply.

■
Create

the
burncycle

as
in
setup.

■
Each

player
takes

the
chips

from
their

reserve
allotm

entto
m
ake

theirreserve.

■
For

each
room

that
contains

at
least

1
bot(excluding

safe
zones),place

room
’s

reserve
allotm

ent
in
team

’s
reserve.Ifa

botison
an

outdoorspace
w
ith

an
action

icon,also
add

a
m
atching

chip.

■
Advance

threatby
playernum

ber.

■
Return

banned
IPs’pegs

and
netw

ork
leveldie

(setto
1)to

an
available

access
point.


