










Clarifications on Objective Cards

General clarifications
A random space is determined by rolling the black die, while a 
random server is determined by rolling the server die.
A home server is a server that matches the color of a participating 
Decker. Therefore, “each Decker’s home server” refers only to the 
servers matching the Deckers in play. 
Example: In a game with Tilda (yellow) and Monty (green), only 
the yellow and green servers are considered home servers. For 
such a goal, you do not need to worry about the other servers.
If a goal requires an exact number of specific pieces on a space, 
only those pieces count. Other types of pieces can be present, as 
long as the required number and type match exactly. 
Example: An objective card requires exactly 2  on space 1 of the 
red server. The goal is fulfilled if red#1 contains exactly two Sparks 
(   ,    or   ). Other pieces like Programs, Installations, or 
Guardians do not affect this.

Copper
404 Not Found: The rule affects any SMC instruction regarding 
the placement of Sparks during the Command phase, as well as 
any Sparks placed as a result of an Explosion. Example: In a game 
against Alpha-Moby, if you are on space 6 at the start of your turn, 
the  is placed on space 4 instead.
Access Denied: For example, in a 3-player game spaces 1 to 3 
on the purple server  must contain at least   ,    or   , 
while space 4 must contain only at least  or .
Alert to our Presence: no clarifications
Clockwork Plague (FAIL effect): If you fail that goal, only apply 
the FAIL effect on home servers that match the condition.
Double-Switch: Having exactly 2 Sparks means no more, no less. 

  ,    or    are all valid. 
Garbage Detail: The first goal is also fulfilled if multiple Deckers 
are on the same closed space—this will even make the second 
goal easier to fulfill.
Hot-Wire: no clarifications
Keycode: no clarifications
Knowledge is the Price of Freedom: For example, in a game with 
Oshin (red) and Monty (green), you need to have at least 3  and 
3  on that card. If you fail, having at least some  on the card, 
helps you mitigate the negative outcome.

Misdirection: no clarifications
Roman Candle: no clarifications
Shattered Glass: Normally, the  to put on that card is taken 
from the supply. Only if the supply is empty do you take the  
from anywhere on the network instead.

Silver
Access Shutdown: Remember that Sparks are always placed one 
after the other.
Data Overload: For example, in a 2-player game, you need to 
establish two Pathways along spaces 1 to 3 on two different 
servers, then “connect” them with another Pathway (of any 
length) on any other server, as shown below.

Dreams in Vermilion: During the Spawn step, every instance of 
“current server” or “rolled server” is effectively replaced with 
“red server.” However, the determination of the space remains 
unaffected by this.
Fireworks: no clarifications
Hacker’s Palace (SUCCESS effect): The Installations used to build 
the Hacker’s Palace are not considered Installations for any rules. 
If you place the Hacker’s Palace on a space that already contains 
any , its ability is immediately triggered. For each  removed 
by the Hacker’s Palace, 1  is put on the stack.
Jacob’s Ladder: The goal is not fulfilled if any space 2 or 3 of a 
Decker’s home server has more than 1  or , or if the SMC 
pieces on spaces 2 and 3 of the same server don’t match (i.e., 
both must be  or both ). If a space contains a  and a  when 
performing the special rule, you choose which one moves first.
Neural Matrix: Any mix of  and  still fulfills the goal (i.e. they 
do not all have to be  or all ).
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Null & Void: Sparks removed from the network by a 
Transformation or Explosion are included. If, during the SMC 
Attack step, a  wins against a  that had captured a , both 
are removed but only the  is put on the objective card.
Reduct or Reboot: If you sum the number of each space that 
contains a Program of that space’s color, you must get exactly the 
value listed for your number of Deckers. If you fail this goal while 
playing against Sentinel, you do not lose the game—but repeat 
the cycle as instructed.
Scrambler: For example, in a 2-player game, you would fulfill the 
goal by having at least 2  on space 5 on the blue server  and 
at least 2  on space 5 on the green server . Any other servers 
are also valid, as long as the Programs on their space 5 match 
that server’s color. 
Swarm: See “Dreams in Vermilion” regarding the special Spawn 
instruction.
Viral Overload: no clarifications

Gold
Blackout: Effects other than Move actions may still cause your 
avatar to enter a space 1, 3, or 5.
Distributed Defense: Multiple Deckers may share the same space 
to fulfill the goal.
DNI Web: Effects other than Move actions may still cause your 
avatar to leave its current server. 
Flash Flood: The Move action to put 1  from the network onto 
that card can also be performed by a ghost.
HackMan: Because the HackMan acts as , it removes all other 
pieces upon entering the Active Decker’s space, and the Active 
Decker is relocated to a random space. All  continue to act as  
until this card is resolved, even if the HackMan is removed.
Insert Misinformation: If multiple spaces 1 are equally distant 
from the Active Decker’s entry space, you choose among them. 
The pieces used to build the Trojan Horse are not considered 
pieces for any rules (for example they are not removed if a  
enters their space). 
Message Queue: When you choose to remove the selected 
piece, it is removed and put on the card instead of being shifted 
(i.e. it never actually enters its destination space). The final piece 
in each sequence of the Message Queue may be a Spark of either 
color—they do have to be the same color.
Mirror Map: All home servers plus 1 additional server must be 
identically populated with  and at least 1 , , , and  each. 
Installations and Guardians are irrelevant. Meaning: Each space 

of a given number must contain the same /  across all those 
servers. Example: If space 3 on one home server contains 1 , 
space 3 on all other relevant servers must also contain exactly 1 .

Neutrino-Scanner: First, move 1   from each of spaces 1, 2, 
and 3. If any of these spaces has no , skip it. Meaning that if 
all three spaces contain , you will move a total of 3   to your 
entry space. 
Roman Road: A single Pathway can count for multiple Deckers. 
Example: In a game with Oshin (red) and Hettie (blue), a Pathway 
between red#6 and blue#6 counts for both: for Oshin, it’s a 
Pathway from his entry space (red#6) to a space 6 on another 
server—and vice versa for Hettie.
SimSmudge: Instead of performing the SMC Attack step only 
once during the SMC phase, it is additionally performed during 
every End of Turn step. 
Waterfall: Find the lowest-numbered space without  on your 
server. Then move all  on higher-numbered spaces one space 
downwards in numerical order, skipping over spaces with . If a 
space contains a  and a , you choose which to move first.

Gold 2.X (Mother’s Ghost)
General: Remember the implications of acting as  (removal of 
all other pieces and relocation of avatars upon entering a space; 
adding to the Resistance value during Infect procedures).
Shellshock: To perform the Shellshock action, Mother’s Ghost 
must be “surrounded” with Programs of the same color (of your 
choice). 
Tempest: The Health of Mother’s Ghost can exceed its starting 
Health when an Infect action is not successful.
Titanium: Every  grants an additional +4 on top of the normal 
rules (ex.: a  on an adjacent space would grant a total of +5, 
+1 as per the normal rules and +4 as per this special rule).
Tsunami: As Mother’s Ghost acts as , all other pieces are 
removed from her space during setup. The effect of removing all 
adjacent pieces applies only once during setup.
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Index & Key

Stacking Limit (p. 5)
At all times, a single space can contain a maximum of:

•	 3 Programs of each basic color (and 1  ), 
•	 and at most 1 Installation.

New pieces above this limit are returned to the supply.

Symbol Key
Decker Pieces (p. 4)

: a Program of any color 
 /   /   /  /  : a Program of that specific color

: an Installation of any color 
 /   /   /  : an Installation of that specific color

SMC Pieces (p. 10)
: a Spark of any color 
 /  : a Spark of that specific color

: a Guardian of any color 
 /  : a Guardian of that specific color

Commands (p. 12)
: a command of any color

 /   /   /   /  : a command of that specific color

     = : 3 commands of any color(s) can be used as a 
purple command, which can then act as a command of any 
color of your choice.

Servers (p. 4)
 /   /   /   /   : the server of that specific color
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Sequence of Play
1.	Intel Phase........................8
2.	Command Phase..............9
		  a.	Start of Turn Step.......9
		  b.	Spawn Step................9
		  c.	Action Step............. 12
		  d.	End of Turn Step..... 13
		  e.	Draw Step............... 13
		  f.	 Restock Step........... 13

3.	SMC Phase..................... 14
	 a.	SMC Attack Step......... 14
	 b.	�Resolve Objective 

Step............................. 14
	 c.	Move Sparks Step...... 14
4.	Refresh Phase................ 15
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