5) PLAYER ACTION

REST

Can only be performed once per Round.

1. Flip your Rest token to the Moon side.

2. Reset your First Aid token, all used Contract cards and Equipment tiles.
3. Unlock an Asset tile.

MOVE

1. Players have 3 Movement Points (MP), they must move and must end on a Location.
Water may only be moved into if at least 1 City tile in that Water area has a Ferry.
You may spend Gas Can tokens to gain 1 extra MP per token.

-1 MP to move from a Location to a Land space.
-1 MP to move from a Land space to an adjacent Location.
@ -1 MP to move from 1 type of Land to a different type of Land.

@ 0 MP to move between Subway Stations,
Gain +1 MP when leaving the destination Subway.

-1 MP to fly from a HELIPORT Location to any
Location/Land space up to 2 City tiles away.

@ -1 MP and 1 Gang Member to fly from a HELIPAD
tile to any Location/Land space up to 2 City tiles away.

2. Players need to attempt to avoid every Police Officer on each City tile they left.
Sandra must also be avoided in the same was as a Police Officer.
@ For travel by Air, Subway, or Sewer only avoid the Police Officers on the starting tile.
@ For Each Police Officer you cannot avoid, gain 1 Wound. If you need to gain a 4th
Wound, instead heal 1 Wound and use 1 Handcuff card to block the rightmost card
space on your Player Board, discarding anything on that space.

3. Visit the Location.

SANDRA’S TURN

1. Reveal Sandra cards until a Location on the Board is revealed. Place Sandra there.
Ignore open Exits on Rounds 1 and 2, Sandra can always visit Closed Businesses.

2. Gain 1 Notoriety for each other player on the Location. Then perform the following:

2 PLAYER SETUP
18. Place Sandra’s pawn on the Hospital location.

19. Place Sandra’s Notoriety marker on a start space of the Notoriety track.

20. Place Sandra’s Turn marker on the ‘3’ space of the Turn order track.
21. Shuffle the Sandra cards into a face-down pile next to the Game board.
22.Place 4 Notoriety cubes and 9 Income cubes next to the Sandra cards.

1) INCOMIE (skip in Round 1)

2) PATROL

3) CITyY

4) TURN ORDER

. Gain 1 Notoriety, + 1 per each

other player at the Location.

. Place 1 cube on the White hex.
. Discard the 2 rightmost Contact

cards from the display. If they

grant Extra Action discs gain them.
. If this is the 3rd Business in a

group gain 1 Extra Action disc.

. Stores A & C: gain 1 Notoriety;

B & D: lose 1 Notoriety; + 1 per
each other player at the Location.

. Discard the 2 rightmost Contact

cards from the display. If they

grant Extra Action discs gain them.
. Stores A, B, & C: discard 1 random

Locker from the depicted stack.

Store D: discard 1 from each stack.

6) CHANGI: OFF ROUND

. Lose 1 Notoriety, + 1 per each

other player at the Location.

. Place 1 cube on the Red hex.
. Discard 1 random Fixer tile

and 1 Key.

. If this is the 3rd Safe House

gain 1 Extra Action disc.

. Lose 1 Notoriety, + 1 per each

other player at the Location.

. Discard 1 random Exit tile.
. Discard the 2 rightmost

Contact cards from the
display. If they grant Extra
Action discs gain them.
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