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SUMMARY

"Tue Bic SHUFFLE” 1S A FILM NOIR CARD GAME. YOU TAKE ON
THE ROLE OF ONE OF SEVERAL CLASSIC NOIR CHARACTERS, ALL
COMPETING TO GET THEIR WAY IN AN UNCARING CITY. MAKE YOUR
WAY THROUGH A SORDID LOT OF CHARACTERS. SCHEMES. AND
BACKDROPS TO LINE UP THE PERFECT SCENE TO MATCH YOUR
AGENDA. PLAY SMART THOUGH, AS IT'S EASY FOR SOMEONE
ELSE TO CHANGE THE SCENE. GET INTO YOUR CHARACTER, AND
REMEMBER, THE Bic SHurrLE” PAIRS WELL WITH A CIGAR,
WHISKEY, AND SMOOTH JAZZ.
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GAME INFO

e 14+
Duration: 30 Min +
PLAYERS: 2-4

INSTRUCTIONAL
Yioeo

Desionep: Evan Hitcuings, James ELLersy, Kennetn Oum

Deverorep: PreviousLy Pruto, Brooie KeLLey, Dennis PERLSTEIN,
Danier Sturceon, KaLani RosiNsON, aND CLEROMANCY GAMES

ALL Rieuts Reservep © 2022 PreviousLy PrLuto
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COMPONENT LISTS
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THE PRIVATE EVE INFORMANT SCENE CHANGE
- D o o ] :
CHARACTERS INFORMANTS SceENE CHANGE
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l; HE! i E ' L
= e SCEng Wty h W P 01 weme Bt h 1 P SLENE Wt B BECENE TOACTEVY
BRI 1 P TuE 141 ‘"“'"“""“"'q LYY 11 POt TS LAME IBSTLAN,
TitLe Carps x3

THE FEMME FATALE
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AGENDA
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x16
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Dumee; YouR TURN, ¥ THE ACTIVE
WHO . WHAT 2 . WHERER
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vou Acpmas, You wi! 'Woows
SCEMES CAN B FROM ANT COMBMATION
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- REeFeRENCE CaRDS
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THE SCANPAL

WHO xI10

THE TRAIN STATION

WHAT xI10

NOIR CARDS (x60)
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SETTING UP THE GAM

THE EARLY BIRD GETS THE WORM. AS THEY SAY. THE PLAYER
WHO WOKE UP EARLIEST IS THE FIRST PLAYER. THE FIRST
PLAYER CHOOSES A CHARACTER TO PLAY, FOLLOWED BY THE REST
OF THE PLAYERS IN CLOCKWISE ORDER. SET THE REMAINING
CHARACTERS ASIDE.

EACH LARGE SCENE CARD REPRESENTS A DIFFERENT TYPE OF
scenNe; A WHO ., A WHAT2, or A WHERE#, iNpICATED BY
THE SYMBOL IN THE UPPER RIGHT HAND CORNER., SET ASIDE THE
THREE TITLE CARDS AND SEPERATE THE REST OF THE CARDS INTO
THREE DIFFERENT DECKS BY TYPE. SHUFFLE EACH DECK AND PLACE
THEM FACE DOWN (SO THAT THE INACTIVE SIDE IS SHOWING) IN A

Row WitTh WHO{ oN Tue Lerr, WHAT 22 IN THE MIDDLE, AND
WHEREI i oN THE RIGHT.

THE TRAIN STAT/ON

. WHERE®

ACTIVE AND INACTIVE

A SCENE CARD HAS A FACE=UP ACTIVE

SIDE WITH RULES TEXT, AND A FACE-DOWN Ti THE FEMME FATALE 4
INACTIVE SIDE WITH JUST THE NAME OF THE INACTIVE
SCeNe. Tue top Scene oF Tue MipTown _j —7
WHO{, WHAT.2, ano WHERE i are g |
ALWAYS ACTIVE, AND OTHER SCENES ARE H o

ALWAY S INACTIVE. 4 ik FEMMBPATALE :

wnig sk (mekag ini
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"ACTIVE
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PLace ONE TITLE CARD ON TOP OF EACH DECK.

THE BIG SHUFFLE
Pramais

i T’{;HOH

(] A @

THE BIG SROFFLE

1 T}ﬁ H AT"

., 2

IF TS SCUDE WRPLE BELRME IRLITTTE,
ETHIVE T FER TR CANE AT

THE BIG SHUFFLE

THEHERE'

F TS SLONE WRELE RIC0MT MRALTET,
EMEVE AR IS0 TRl LR TR,

ol

THE JRAIN JSTATTON

SHurrLe THE NOIR CARDS TOGETHER TO FORM THE
NoiR peEck. DEAL 5 CARDS TO EACH CHARACTER AND
SET THIS DECK FACE DOWN WITHIN REACH OF EACH
OF THE CHARACTERS. NOIR CARDS ARE DESIGNATED
BY THE CARD BACK IMAGE AS SEEN ON THE LEFT.

SHurrFLE THE INFORMANT CARDS TOGETHER TO FORM
THe INFORMANT DECK. DeaL 1 INFORMANT TO EACH
CHARACTER AND SET THIS DECK FACE DOWN WITHIN
REACH OF EACH OF THE CHARACTERS.

SHUFFLE THE SCENE CHANGE CARDS TOGETHER TO
FORM THE SCENE CHANGE DECK. SET THIS DECK
FACE DOWN WITHIN REACH OF EACH OF THE
CHARACTERS.

SHUFFLE THE AGENDA CARDS TOGETHER AND DEAL |
AGENDA CARD FACEDOWN TO EACH CHARACTER.
PLace | AGENDA FACEDOWN IN BETWEEN EACH OF THE
CHARACTERS AND SET THE REMAINING AGENDAS

- ASIDE. THE AGENDA DEALT TO YOU, AND THE

AGENDAS BETWEEN YOU AND ANOTHER PLAYER ARE
CONSIDERED YOUR AGENDAS AND YOU CAN LOOK AT
THEM AT ANY TIME.
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-'; BEGINNER GAME

FOoR YOUR FIRST GAME, IT IS RECOMMENDED THAT AGENDAS BETWEEN

PLAYERS ARE TURNED FACE-UP TO REDUCE THE AMOUNT OF SECRETS

PLAYERS HAVE TO KEEP TRACK OF. AFTERWARDS, KEEPING ALL THE

AGENDAS FACE DOWN CAN BE A FUN WAY TO ENCOURAGE COLLUSION

AND BACKSTABBING BETWEEN NEIGHBORING PLAYERS AND ENGAGE IN A
. TRUE BATTLE OF WiTs!

g

GIVE EACH CHARACTER A REFERENCE CARD.
oowcn | THIS 1S A QUICK WAY TO LOOK UP THE CORE RULES
OF THE GAME WHILE IN PLAY.

SCIRE CRANGT,

Do voum T, & Tl adTo
WHO [, WHAT =, = WHERER
CACH MUFCH & SCDNY DEFSCTID AMONG
vour Agonnus, vou w! Wieews
FCENLE Can B FROM ANY QOSER Ti0N
OF 4 CRARACTIE § AGiwnaf,

o S

__H

PUBLIC KNOWLEDGE

ANY DISCARDED CARD (OR CARDS RETURNED FROM THE DISCARD),
REVEALED CARDS, ScenNes IN THE Uptown AND DOWNTOWN DECKSS,
AND THE INACTIVE SIDE OF THE SCENE DIRECTLY BELOW AN ACTIVE
SCENE ARE PUBLIC KNOWLEDGE. PLAYERS CAN CHECK THESE AT ANY
TIME.



WINNING TI—IE GAME

Each AGceNDA HAS A coMBINATION OF A WHO {, WHAT 2, anD
WHEREifi. EACH CHARACTER HAS THEIR PERSONAL AGENDA
THAT THEY WERE DEALT FACE DOWN, IN ADDITION TO THE
FACEDOWN AGENDA PLACED BETWEEN THEM AND THE CHARACTERS
ON THEIR RIGHT AND LEFT (OR, FOR A TWO PLAYER GAME, JUST
THE SINGLE AGENDA BETWEEN THEM AND THEIR OPPONENT),

AT ANY POINT DURING YOUR TURN, If THE AcTivE WHO {_.

WHAT 2, ano WHERE i EACH MATCH A SCENE DEPICTED
AMONG YOUR AGENDAS. YOU WIN! NOTE THAT WINNING SCENES
CAN BE FROM ANY COMBINATION OF A CHARACTER'S AGENDAS.

WINNING THE GAME EXAMPLE -

IN THiS EXAMPLE, YOU SEE THAT THE FEMME FATALE HAS A
PERSONAL AGENDA OF THE PRiIvATE EYE, Tue OLpesT PROFESSION,
AT Tue Mos HQ. Sute ALs0 sHARES AN AceNpa wiTh Tue Porice
CHIEF CHARACTER SITTING ON HER RIGHT OF THE Maria Don, Tue
DirtY DousLe Cross, AT Tue TRAIN STATION.

SINCE THE ACTIVE SCENES ON HER TURN ARE THE PrRivaTe EvYE,
Tue OLpesT PROFESSION, AND THE TRAIN STATION, SHE WINS!
THE ACTIVE SCENES MATCH A COMBINATION OF HER AGENDAS.
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" CARD TYPES

CHARACTER: A CHARACTER REPRESENTS YOU IN The Bic
SHuurrLE. CHARACTERS HAVE A NAME, INFLUENCE FOR EACH OF
THE DIFFERENT SCENE TYPES, AND AN ABILITY (WITH THE
EXCEPTION OF THE GOVERNOR CHARACTER, WHO COMPENSATES
WITH HIS INCREDIBLE INFLUENCE).

CHARACTER
ABILITY

; +

AT THE START OF YOUR TURM,
YOU MAY DRAW A carp. I vou po,

DISCARD A CARD,

CHARACTER
Icon

CHARACTER
NAME

WHO/WHAT/WHERE
INFLUENCE

INFORMANT: YOUR CHARACTER WILL WORK WITH INFORMANTS TO
ACHIEVE THEIR GOALS. INFORMANTS HAVE A NAME, A MODIFIER FOR
EACH OF YOUR INFLUENCE STATS, AND AN EFFECT THAT CAN
DRASTICALLY ALTER YOUR STRATEGY. NOTE, YOU SHOULD
ALWAYS HAVE AN INFORMANT UNLESS OTHERWISE SPECIFIED. SEE
REPLACE FOR MORE DETAILS.

INFORMANT
ABILITY

AFTER YOU FAIL A SCENE CHANGE,
YOU MAY EXCHANGE THE TURMCOAT WITH AMOTHER

CHARACTER' S INFORMANT,

INFORMANT
IcoN

INFORMANT
NAME

INFLUENCE
MopiFiER



REPLACE

SOME EFFECTS MAY REPLACE CARDS UNDER YOUR CONTROL. WHEN
THIS OCCURS, PLACE THE CARD IN ITS DISCARD PILE AND REVEAL A
NEW ONE FROM THE TOP OF ITS DECK AND TAKE CONTROL OF IT,
KILLING 1S A TYPE OF REPLACEMENT THAT IS SPECIFIC TO
INFORMANTS,

Loor: Loor ARE NOIR CARDS THAT REPRESENT TOOLS A
CHARACTER USES TO GET THE JOB DONE. LooT 1s
DIFFERENTIATED BY THE BRIEFCASE ICON IN THE TOP RiGHT. LooT
CARDS HAVE A NAME AND EFFECT. A CHARACTER CAN ONLY HAVE 3
Loot AT A TiIME. IF A CHARACTER EVER PLAYS OR sTeALS Loor
THAT CAUSES THEM TO HAVE MORE THAN 3, THEY MUST TRASH
ANY ADDITIONAL LoorT,

: Loor
Icon
THE TRENCHCOAT Loor
I————
Loor e . NaMe
ABILIT Y DISCARD nu% ﬂF-THEH NSTEAD.
jo {607 rt
TRASH

SOMETIMES YOU WILL BE INSTRUCTED TO TRASH A CARD. TO TRASH
A CARD, PUT IT INTO THE NOIR DISCARD. YOU CAN ONLY TRASH A
CARD THAT YOU HAVE IN PLAY.




ACTION: ACTIONS ARE ONE~TIME USE NOIR CARDS THAT
REPRESENT AN EVENT. ACTIONS ARE DIFFERENTIATED BY THE GUN
ICON IN THE TOP RIGHT. ACTION CARDS HAVE A NAME AND EFFECT.
To PLAY AN ACTION, SIMPLY PLACE IT IN FRONT OF YOU,
PERFORM THE EFFECT, THEN PLACE IT IN THE NOIR DISCARD.

ﬁ/ E Iﬁ:;:ﬂu
—

sECRET LIFE ACTION
e

ACTIDH Draw Two carDS,
ABILITY

1o ACTION o

Reaction: REACTIONS ARE ONE-TIME USE NOIR CARDS THAT
REPRESENT A CHARACTER ALTERING CIRCUMSTANCES AS THEY
UNFOLD. REACTIONS ARE DIFFERENTIATED BY THE EXCLAMATION
ICON IN THE TOP RIGHT. REACTION CARDS HAVE A NAME AND
EFFECT. REACTIONS ALWAYS HAVE A PLAY WHEN” CLAUSE THAT
INDICATES WHEN YOU CAN PLAY THAT REACTION FROM YOUR HAND,
USUALLY SOMETIME DURING ANOTHER CHARACTER'S TurRN. To
PLAY A REACTION, SIMPLY PLACE IT IN FRONT OF YOU, PERFORM
THE EFFECT, THEN PLACE IT IN THE NOIR DISCARD.

~»|  REAcTION
L J
Icon
m;‘;’:;fgw ReacTioN
e —
R E A c 'I'ID. H PLAY WHEN A CHARACTER WOULD ATTEMPT N A M E
A WHOL sceme cuance, Cancer
THAT ATTEMPT, THAT CHARACTER
A Bi L i T Y MAY DRAW TWO CARDS,

T REACTION }'—r




GoONS: GOONS ARE SPECIAL ONE~TIME USE NOIR CARDS THAT
REPRESENT MOOKS THAT CHARACTERS DISPATCH TO EITHER HELP
GREASE THE WHEELS OF THE CITY, OR INTIMIDATE RIVALS TO KEEP
THEM IN CHECK. GOONS ARE DIFFERENTIATED BY THE SILHOUETTE
ICON IN THE TOP RIGHT AND BOTTOM LEFT. GOONS HAVE AN
INFLUENCE MODIFIER IN THE TOP LEFT AND BOTTOM RIGHT THAT
MAY HAVE AN ASSOCIATED EFFECT. GOONS CAN ONLY EVER BE
PLAYED DURING A SCENE CHANGE ATTEMPT. StE HiRIN¢ GOONs'
UNDER ATTEMPTING SCENE CHANGES FOR ADDITIONAL DETAILS,

Positive 7 f““"
INFLUENCE Q & ICON
Veewe e mmoer. |F— G OON
ABILITY
Goon
ABILITY |l Ving
GoON il C NEGATIVE
Icon INFLUENCE

SCENE: SCENE CARDS REPRESENT THE ACTION OF THE FILM NOIR
AND LAY OF THE LAND IN THE CITY. SCENE CARDS ARE INDICATED
BY THE ICON IN THE TOP RIGHT, WHICH ALSO INDICATES THE TYPE
oF Scene, WHO{, WHAT.2, or WHERE#I. SCENES HAVE A
NAME, AN EFFECT, AND DIFFICULTY TO CHANGE THE SCENE UrPTOWN
(THE LEFT NUMBER) OR DOWNTOWN (THE RIGHT NUMBER) AS
INDICATED BY THE ARROWS ABOVE THE NUMBER. THE BACK OF A
SCENE CARD WILL ALSO HAVE THE SAME NAME BUT NO EFFECT,
AND IS USED WHEN THAT SCENE 1S INACTIVE (SEE ACTIVE AND
INACTIVE, ABOVE). NOTE THAT IN SOME CASES, THE NUMBERS TO
MOVE A Scene UptrowN OR DOWNTOWN MAY DIFFER ON THE
INACTIVE SIDE.



Scene Carp ExamrLE

J—@ Scene

Icon

Scene

THE DOFE DEAL NAME

WHEN YOU CHANGE THIS SCENE,

YOU MAY DRAW TWO CARDS AND DISCARD OME OF THEM, Do w HT 0 WH
J—— NuUMBER

1

e

UrrowN | ‘
NuMBER —=

Scene EfFecTs

SceNe CHANGE CARDS: SCENE CHANGE CARDS REPRESENT THE
UNFORESEEN CIRCUMSTANCES A CHARACTER FACES AS THEY
ATTEMPT TO GET THEIR WAY IN THE CITY. SceENE CHANGE CARDS
ARE DIFFERENTIATED BY THE CLAPPERBOARD ICON IN THE TOP
RIGHT. SCENE CHANGE CARDS HAVE AN INFLUENCE MODIFIER IN
THE TOP LEFT, A NAME, AND SOMETIMES AN EFFECT. A SCENE
CHANGE CARD WILL BE REVEALED FROM THE TOP OF THE SCENE
CHANGE DECK WHENEVER YOU ATTEMPT A SCENE CHANGE. SEE
'ReveaL ScenNe Cuance” UNDER ATTEMPTING SCENE CHANGES
FOR ADDITIONAL DETAILS.

Scene CHANGE
Icon

Scene CuanGE
INFLUENCE

RUN THE RACKET Scene ChanGE

NAME
ABILITY

O . SCENE CHANGE a5




THE BIG SHUFFLE

Tue Bi6 SHUFFLE OCCURS WHEN ANY SCENE DECK DOESN'T HAVE
ANY SCENES IN THE MIDTOWN LOCATION, ALONG WITH OTHER CARD
EFFECTS THAT MAY CAUSE THeE Bic SHuFFLE. ANYTIME YOU
PERFORM A Bic SHUFFLE, SHUFFLE EACH SCENE TYPE TOGETHER,
PUT ONE CARD FROM EACH SceNe peck UptowN, oNe DowNTOWN,
AND THE REST IN MipTOWN,

patiin_ SRR @} f%‘j‘\\

PLAYING THE GAME

THE GAME 1S PLAYED IN A SERIES OF TURNS, STARTING WITH THE
FIRST CHARACTER AND PROCEEDING CLOCKWISE AROUND THE
TABLE. EACH CHARACTER'S TURN CONSISTS OF THE FOLLOWING
STEPS IN ORDER:

. START OF TURN ABILITIES.
2. Draw A NOIR CARD.

2. PLAY A CARD OR ATTEMPT A SCENE CHANGE.

THE INESCAPABLE FACT

OCCASIONALLY CARDS WILL CONTRADICT THESE RULES. IF THERE 1S
A CONTRADICTION, THE CARD TAKES PRECEDENCE.
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START OF TURN ABILITIE

MOST CHARACTERS HAVE ABILITIES THAT MAY BE USED AT THE
START OF THEIR TURN. THERE ARE ALSO CARDS (usuaLrLy Loor)
THAT HAVE START OF TURN EFFECTS THAT OFTEN REPLACE THE
ABILITIES OF THE CHARACTER WHEN THEY CHOOSE TO USE THEM.

SIMULTANEOUS EFFECTS

IF MULTIPLE CHARACTERS HAVE EFFECTS THAT WOULD RESOLVE AT
THE SAME TIME, RESOLVE THOSE EFFECTS IN PLAYER ORDER. IF ONE
CHARACTER HAS MULTIPLE EFFECTS THAT WOULD RESOLVE AT THE
SAME TIME, THAT CHARACTER CHOOSES THE ORDER IN WHICH THOSE
EFFECTS RESOLVE.

DRAWING CARDS

CHARACTERS DRAW A CARD FROM THE TOP OF THE NOIR DECK ON
THEIR TURN.

EMPTY DECK

IF A CARD WOULD BE DRAWN OR REVEALED FROM ANY DECK OTHER
THAN A SCENE DECK AND THERE ARE NO CARDS LEFT, SHUFFLE THE
DISCARD PILE TO FORM THE NEW DECK.
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PLAYING CARDS

EAcH cHARACTER MAY pPLAY uP 7O | AcTioN OR LoOT CARD
FROM THEIR HAND ON THEIR TURN. REMEMBER THAT GOONS CAN

ONLY BE PLAYED DURING A SCENE CHANGE (SEe HiRIN¢ GOONs”
BELOW).

SEARCHING A DECK

IF AN EFFECT SEARCHES A DECK, THAT DECK MUST BE SHUFFLED
AFTER THE SEARCH.

Ly Ny

Al TEMPITING SCENE CHANGES

EACH CHARACTER THAT DIDN'T PLAY A CARD MAY ATTEMPT A
SCENE CHANGE DURING THEIR TURN. CHARACTERS CAN ONLY
ATTEMPT SCENE CHANGES DURING THEIR TURN,

MULTIPLE SCENE CHANGES

IF THERE ARE MULTIPLE SCENE CHANGES, EACH SCENE CHANGE IS
RESOLVED ONE AT A TIME UNTIL ITS COMPLETION BEFORE MOVING
ONTO THE NEXT SCENE CHANGE.

EVERY SCENE CHANGE HAS THE FOLLOWING STEPS:

A. CHoOSE A SCENE.
. ReveaL A SceNe CHANGE CARD.

B
C. Hire Goons.
D

. DeTeERMINE Success.
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A. Choose A SceNe: THE CHARACTER ATTEMPTING THE SCENE
CHANGE CHOOSES A SCENE AND DECLARES THE INTENDED
DESTINATION (UptowN, MipTowN, DowNTOWN). THE CHOSEN
ScenNe DETERMINES THE TYPE (Wuo{ , WHaT®, oR WHereifi)
OF SCENE CHANGE BEING PERFORMED, AND THE DESTINATION
DETERMINES THE DIFFICULTY OF THE SCENE CHANGE.

CHOOSE A SCENE - EXAMPLE

Tue FeMME FATALE DECLARES THAT SHE 1S ATTEMPTING A SCENE
CHANGE TO CHANGE Tue Private Eve Urtown. Twuis 1s A WHO{
SCENE CHANGE BECAUSE Tue PrRivate Eve 1s A WHO{ scene.
THe DIFFICULTY 1S 4 BECAUSE SHE 1S MOVING Tue Private Eve To
UrTOWwN.

Urrown

‘ -
w -
| =

MipTowN —

AT THE START OF YOUR TURM,
YOU MAY REFLACE YOUR hFﬂiH.l.Hl'.

Wen vou cumcs s Scen,
YoU MY RIFLACE OWE OF YOLR ACDNois,

DowntOowN

You caN ONLY cHOOSE THE MIDTOWN DESTINATION FOR A SCENE
THAT 1S ALREADY UrtowN OR DOWNTOWN. SCENES CAN'T MOVE
ABOVE UpTOowN OR BeLOW DOWNTOWN. SCENES CAN ONLY MOVE ONE
DESTINATION AT A TIME; YOU CAN'T MOVE A SCENE STRAIGHT FROM
Urrown 10 DowNTOWN.



B. ReveaL A Scene CHaNGE CARD: THE CHARACTER ATTEMPTING
THE SCENE CHANGE REVEALS THE TOP CARD OF THE SCENE
CHANGE DECK.

C. Hire GOONS: STARTING WITH THE CHARACTER ATTEMPTING
THE SCENE CHANGE AND FOLLOWED BY THE OTHER CHARACTERS IN
CLOCKWISE ORDER, EACH CHARACTER MAY 'HIRE' A GOON FROM
THEIR HAND (PLAY IT) OR PASS.

GOONS CAN BE HIRED FOR OR AGAINST THE CHARACTER
ATTEMPTING THE SCENE CHANGE., GOONS HIRED FOR A CHARACTER
USE A POSITIVE INFLUENCE MODIFIER AND HIRED AGAINST USE A
NEGATIVE INFLUENCE MODIFIER, WHEN YOU HIRE A GOON YOU GET
THE EFFECT ASSOCIATED WITH THE MODIFIER CHOSEN, IF ANY.
ONCE A CHARACTER PASSES, THAT PLAYER CANNOT HIRE GOONS
FOR THE REST OF THE SCENE CHANGE.

REPEAT THE ABOVE PROCESS UNTIL EACH CHARACTER HAS
PASSED, AT WHICH POINT PLAY PROCEEDS TO DETERMINE

SUCCESS.,
HIRE GOONS - EXAMPLE |

IN A 3-pPLAYER GAME, Tue Maria DON 1S ATTEMPTING TO CHANGE A
sCeNe. He mires A +1 Goon FoRrR wiMseLF. Tue Porice Chier ON
HIS LEFT PASSES, THEN THE CAT BURGLAR HIRES A -3 GoOON
AGAINST wiM. It coMes Back 10 Tue Maria DoN, wio PLAYS
ANOTHER +1 GooN. SINCE Tue PoLice CHIEF PASSED ALREADY, HE
CANNOT PLAY A GOON THE SECOND TIME AROUND AND MUST PASS.
Tue CAT BURGLAR PASSES AS WELL NOW, AND IT COMES BACK TO
Tue Maria Don AGAaIN. HE MAY EITHER CONTINUE HIRING GOONS

(IF HE STILL NEEDS MORE INFLUENCE FOR EXAMPLE) OR HE MAY PASS
AS WELL,




D. DeterMINE Success: THE CHARACTER ATTEMPTING THE
SCENE CHANGE DETERMINES THEIR MODIFIED INFLUENCE BY
COMBINING THEIR CORRESPONDING INFLUENCE TYPE (Wno{,
Wuat2, oR WHEReEl ) WiITH MODIFIERS FROM INFORMANTS,
Lootr, Scene CuaNGeE cARDS, GOONS, ETC.

MODIFIERS ‘

MODIFIERS ARE ANY RED NUMBER PRECEDED BY A K OR g AND
ADD OR SUBTRACT FROM INFLUENCE RESPECTIVELY. MODIFIERS ARE
CONSIDERED EFFECTS AND ARE ALSO IGNORED BY THINGS THAT

IGNORE EFFECTS,

COMPARE THE MODIFIED INFLUENCE DETERMINED ABOVE WITH THE
DIFFICULTY OF THE SCENE CHANGE. IF THE MODIFIED INFLUENCE 1S
EQUAL TO OR GREATER THAN THE DIFFICULTY, THE SCENE CHANGE
1S SUCCESSFUL. OTHERWISE, THE SCENE CHANGE FAILS AND 1S
UNSUCCES SFUL.

ON A SUCCESSFUL SCENE CHANGE, THE CHOSEN SCENE IS

CHANGED. TO CHANGE A SCENE, PLACE IT FACEDOWN ON THE TOP
OF 1TS DESTINATION (UptowN, MipTowN, DowNnTOWN). THEN, IF
IT 1S THE TOP CARD OF 1ITS MIDTOWN DECK, IT BECOMES ACTIVE.

REGARDLESS OF THE OUTCOME, RESOLVE ANY AFTER THE SCENE
CHANGE TRIGGERS AND DISCARD ANY HIRED GOONS, REVEALED
Scene CuanGes, ETC.
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VARIATIONS ON THE GAME

Exrert Mope - CeMeNT Suoes AND Brass Tax:

WHeN SeTTING uP THE SceNE Deck, SeT asipe Toe TiTLE
CARDS AND PERFORM THE Bi6 SHUFFLE INSTEAD. AT THE END OF
YOUR TURN, YOU MAY REVEAL A PERSONAL OR SHARED AGENDA IF
TWO OR MORE OF THE SCENES ON THAT AGENDA (AND ONLY THAT
AGENDA) ARE ACTIVE. IF YOU DO, YOU SCORE POINTS EQUAL TO
THE NUMBER OF ACTIVE SCENES THAT MATCH THAT AGENDA, SET
THAT AGENDA ASIDE, AND DEAL A NEW AGENDA IN ITS PLACE. THE
FIRST CHARACTER TO SCORE 5 POINTS WiINS. YOu MAY ONLY
SCORE POINTS ON YOUR TURN.

z r"f{‘rftzl?""—=tr gﬁ

y M

FAQ

Ir | SUCCEED AT TWO CONSECUTIVE SCENE CHANGES WITH
EnpLEss RaIN, DO | GET A THIRD SCENE CHANGE?

Yes. ENDLESS RAIN 1S REVEALED AS YOUR SCENE CHANGE CARD
AND YOU RESOLVE ITS EFFECTS ANY NUMBER OF TIMES, AS LONG
AS YOU ARE SUCCESSFUL. YOU COULD CHANGE ANY NUMBER OF
SCENES UNTIL YOU FAIL ONE, THE ONLY CATCH IS ALL THOSE
SCENE CHANGES ARE MADE AT -2 INFLUENCE,

Ir | PASS WHILE CONTROLLING THE FAT MAN AND EACH OTHER
CHARACTER ALSO PASSES, CAN | sTiLL wiRe A GOON?

No. ONCE EVERY PLAYER PASSES CONSECUTIVELY, PLAY
PROCEEDS TO DETERMINE SUCCESS AND YOU CAN NO LONGER HIRE
Goons.



If Tue BoOKIE 1S MY INFORMANT, AND A CHARACTER HIRES A -2
GoON AGAINST ME, DOES Tue Bookie REDUCE IT TO A -1?

Yes. Tue BoOKIE 1S WORKING FOR YOU, NOT AGAINST You, I
HE WAS WORKING AGAINST YOU, LORD KNOWS HE WOULDN'T BE
LONG FOR THIS WORLD.

IF | pRAW CARDS AFTER PLAYING A New York MinuTe, can |
PLAY THOSE CARDS AS PART OF THE EFFECT?

Yes. A New York MINUTE'S EFFECT 1S ONGOING UNTIL YOU ARE
DONE PLAYING CARDS.

IF A CHARACTER PLAYED WHAT HAPPENED HERE? DURING MY

SCENE CHANGE, DO | STILL GET THE INFLUENCE MODIFIER FROM MY
INFORMANT?

No. YOUR INFORMANT 1S DEAD AS A DOORNAIL. THE ONLY ONE
THEY RE HELPING OUT 1S THE UNDERTAKER.

CaN A TiTLE CARD BE PUT INTO A ScCeENE pECK BY Tue Car
Cuase OR The SeriaL KiLLING SPREE, OR SHUFFLED IN AFTER
THE DECK IT 1S ON TOP OF 1S SEARCHED?

No. Ir A TITLE CARD WOULD BE PUT ANYWHERE OTHER THAN ON
TOP OF ITS RESPECTIVE MIDTOWN DECK. IT 1S REMOVED FROM
THE GAME INSTEAD.

Ifr Tue CAR Cuase orR The SeriaL KiLLiNe SPREE PUTS A
SCENE ON THE BOTTOM OF 1TS DECK, DO | GET THE 'WHEN YoOU
CHANGE THIS ScENE” EFFECT?

No. You piDN'T 'CHANGE THE SCENE.,” IT WAS PUT ON THE
BOTTOM OF ITS DECK. LIKEWISE, ANY EFFECTS YOU HAVE THAT
TRIGGER WHEN A SCENE 1S CHANGED (1.E.Tue TELEPHONE) CAN'T
BE USED.
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If Tue Porice Station 1S AcTivE WHILE | conTrOL The Key
70 THE CiTY, DOES MY Tue Key 10 tue CiTY STILL ALLOW ME
70 1IGNORE THE POLICE STATION'S EFFECT?

Yes. Tue Key 10 Tue CitY TAKES PRECEDENCE OVER THE
PoLice STaTION.

Ir Tue Sreakeasy 1s acTive, caN | stiLL use Tue Pire, Tue
Discuise Kit, oR Tue TiMeriece EVEN THOUGH | CAN'T USE MY
CHARACTER'S ABILITY?

Yes. YOU'RE NOT USING YOUR CHARACTER'S ABILITY, YOU'RE

REPLACING IT SO YOU MAY STILL USE THE EFFECTS OF THESE
LOOT,

I | pRAW TWO CARDS WHILE THeE DirTY Cor 15 AcTIVE, CAN |
DRAW ONE FROM THE TOP OF THE NOIR DISCARD, AND THE OTHER
FROM THE TOP OF THE NOIR DECK?

Yes. You MAY CHOOSE TO DRAW FROM THE NOIR DISCARD FOR
EACH CARD YOU DRAW WHILE Tue DirTtY CoP 1S ACTIVE.

Ir | Move Tue Crazep KiLLer 1o MipTowN FrROM UrTOWN,
DOES HIS EFFECT TRIGGER, CAUSING EACH PLAYERS' INFORMANT
TO BE KILLED UNLESS THEY DISCARD A GOON?

Yes. He wiLL BECOME ACTIVE UPON MOVING TO MiDTOWN, THUS
HE KILLS. He cannoT nere 1T, He's Crazy.
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KICKSTARTER BACKERS

We THANK ALL 739 BACKERS WHO MADE OUR BIG CITY DREAMS
COME TRUE. THE Bi6 SHUFFLE WOULDN'T HAVE BEEN POSSIBLE
WITHOUT THEIR HELP. WE WOULD LIKE TO SPOTLIGHT THESE HIGH
LEVEL BACKERS FOR THEIR SuPPORT. Thank You!

KEY 1O THE BIG CITY

Curistian Hann Enzo PaLERMO
ANTONIO De'JuaN OrR Jr Enos
Tim MYERS Cameo Woop
Frank WEINDEL JOEL SUMMERFIELD
ANNE Chu THEGREATMR. . Bis
Lex Frienps oF Nick FRASER
Joseru PFONNER SterneNn D. RYNERSON
WurFen Izzy G

DaN QuinLoe
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THE MADE MAN
Donny Jackson Cox
Mark KuLick Dan NichoLs
Tom WEeNTZIEN Joun CERMANSKI

Scorr Bates

ABOUT US |

LEARN MORE ABOUT
PreviousLy PLutO

PREVIOUSLY
85 PLUTO

WE ARE A CREATIVE TEAM THAT

FOCUSES ON EXPERIMENTAL GAMES
FROM FiLM NOIR CARD GAMES TO
Sci-r1 VisuaL NoveLs.

PREVIOUSLYPLUTO.COM

ALL Ricuts Reservep © 2022 PreviousLy PLuto
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CHARACTER TURN

l. START OF TURN ABILITIES.
2. Draw A NORR CARD.

3. PLAY A CARD OR ATTEMPT A
SCENE CHANGE.

WINNING THE GAME

DuRriNG YOUR TURN, IF THE ACTIVE
WHO {_, WHAT 2. s WHERE il
EACH MATCH A SCENE DEPICTED AMONG
YOUR AceNpAS, You WIN! WiNNiNG
SCENES CAN BE FROM ANY COMBINATION
OF A CHARACTER'S AGENDAS.

SCENE CHANGE ATTEMPT

A. Cnoose A SCENE AND DECLARE IF
YOU ARE MOVING IT UP OR DOWN,

B. ReveaL 4 Scene CHANGE CARD

C. Hire Goons: IN PLAYER ORDER,
EACH CHARACTER WHO HASN'T
ALREADY PASSED WIRES A GOON OR
PASSES.

D. DererMine Success: ToraL THe
INFLUENCE AND ALL MODIFIERS, IF IT
IS GREATER THAN OR EQUAL TO
DIFFICULTY, CHANGE THE SCENE.



