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Basic Game Quick Reference
Sequence of Play

Phase

Briefing .
Draw Cards to Ten in Hand
Healing -
Agents Recover Health
Requisition
Agents Obtain Equipment

Deployment
Agents Assigned to Section

Case Assignment
Site Card Played

Investigation
Site Investigated
Play Cards
Resolve Site

Debriefing
Discard Up to Three Cards
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The X-Files™ Collectible Card Game

Mystery, intrigue, the unexplained. .. welcome to The X-Files
Collectible Card Game. Like the television program upon
which it is based, The X-Files CCG will open up a world of
bizarre and compelling adventure for those brave enough to
attempt it and resourceful enough to discover its secrets.

In The X-Files television series, a strange event happens at
an unusual place. Soon, FBI Agents Fox Mulder and Dana
Scully appear on the scene to investigate. Mulder and Scully
open an X-File on the case and, with the aid of other agents,
civilian witnesses, specialized equipment, and their own
wits, attempt to solve the mystery. During their investiga-
tion, the pair run into all sorts of difficulties and deterrents,
including sinister adversaries like The Cigarette-Smoking
Man and the Alien Bounty Hunter, not to mention their more
unexplainable foes. As these forces conspire to destroy evi-
dence and hinder investigation, Scully and Mulder continue
to seek answers.

Your objective in The X-Files CCG is to identify your oppo-
nent’s X-File. To achieve this goal, your Agents will use their

skills to investigate sites. The Agents may further be aided

by helpful equipment, witnesses, and events. You must also
protect the secrecy of your own X-File by using adversaries,
bluffs, and events to thwart your opponent’s investigation.

The X-Files Collectible Card Game puts you in Scully and
Mulder’s shoes. You will use deductive reasoning to solve
their current X-File.
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What is a Colieciible Card Game?

Collectible Card Games (CCGs) are a relatively new genre in the
gaming field. Much like baseball trading cards, one of the joys of

CCGs is searching for and obtaining valuable cards to improve your |

collection. Like trading cards, CCGs have rarities built into the card
distribution system, making some cards harder to find than others.
Unlike trading cards, CCGs actually derive a large part of their value
from the game effects listed on each card. The cards you collect can
be used to create game-winning combinations. Collectible Card
Games are also different from other traditional card games (like
poker) because they are not played from a common deck. Both you
and your opponent play with your own decks, which can be tailor
made to fit a particular strategy or game-play style. Thus, you have
the ultimate control over the game result.

The X-Files Collectible Card Game is available in Starter Decks of |
sixty cards and Booster Packs of fifteen cards. The cards are distrib- &

uted randomly and there are 354 different cards in the basic set.
Similar to other CCGs, this set is produced in limited quantities to add
to the collectible value. We hope that you enjoy this new gaming genre.




Overview of The Rilles

The rules for The X-Files Collectible Card Game are broken down
into two levels, the Basic Game and the Advanced Game. If you are
familiar with gaming in general or Collectible Card Games in partic-
ular, you may wish to play the Advanced Game immediately. The
Advanced Game rule book—about sixty-five pages long—will pro-
vide you with the complete X-Files experience. In an Advanced
Game, you will have greater control of Agents and the ability to spe-
cialize in different areas. The Advanced Game puts you in control of
investigating an X-File.

Whichever game you choose to start with, we welcome you to the fun
and excitement of The X-Files Collectible Card Game.
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Object of The Game

Each player begins by selecting an X-File. An X-File card summa-
rizes one of the principal mysteries or antagonists that Fox Mulder
and Dana Scully have dealt with in their investigations. To win the
game, a player must identify which X-File card his opponent select-
ed. Once a player has correctly determined which X-File the oppo-
nent chose, that player wins the game.

In order to identify your opponent’s X-File, players select a team of
Agents. “Agent” is the term used to describe the many characters
who aid in investigating X-File cases. Agents are used to Investigate
mysteries at various Sites. As the player's Agents successfully
resolve Sites, the player may ask his opponent questions about the
X-File to gain additional information. Through deductive reasoning
and the process of elimination, a player can determine who or what
the opponent’s X-File is—and thus win the game.




Card Design

There are nine different types (or suits) of cards in The X-Files
Collectible Card Game, Most of the information contained on & card
is common to all cards. The common information is:

&) The Name of the card.

3 The Card Type: Indicates the card’s suit, and its function within
the game.

&) The Advanced Indicator: If there is a yellow/green “X” hers, it
denotes that the card is used only in the Advanced Game.

(-3 The Card Number: A unique identifier for each card in the set.

(53 The Activators: Indicates when this card may be played.
Activators do not appear on Agent or X-File card types.

(3 The Keywords: Indicates what type of cards may be used against
the particular card. Keywords do not appear on X-File card types.

&9 The Game Effect: Explains the effect of this card when played.

Not all cards have a game effect, while some have very extensive
game effects.
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(=) The Card Cost: Indicates the amount it will cost in Conspiracy
Points (CP, or §'%) or Resource Points (RP, or [ J) to play the card

-from a hand in an Advanced Game. The Card Cost is used onLvm
the Advanced Game.

() The Story Line: Consists of a brief quote or phrase relating to
the subject of the card, taken from The X-Files television series.

A complete listing of all card suits, with detailed explanations, appears
at the end of the Advanced Game rule book.
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THE BASIC GAME
Starting Play

8 The Basic Game is designed for two players. To begin play,
- a each player will need a sixty-card Starter Deck.

_gr; % Prior to starting a Basic Game, open your

3‘“ Starter Deck and remove all cards marked

m with & yellow-green “X” in the top left corner.

The “X” indicates cards only to be used in the
Advanced Game. Place the “X" cards aside.

Separate the X-File and Agent cards
from the rest of the Starter Deck. Each player
selects one X-File card. The X-File chosen is set
A\ aside, face down. Place this card in & conspicuous
A place so that it may be consulted during game
play. Place the other X-File cards aside, as they
A are not used in the game.

<« A“\ EK#\MPIE ¢F oM )(*F;.]e Caural

After selecting an X-File, each player must
select a team of four Agents. Any Agent card that the player
owns may be selected for this team. Each player may select
the same Agent without penalty. Thus, both players may start
the game using Agent Fox Mulder.
However, an individual player may not use
two cards of the same Agdent in their

starting four Note that Agent cards §
inelude text titled Game Effect, but that
the Game Effect is not used in the Basic

Game. An Exawple of an Agent Card —
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Advanced
Cards have
a yellow-green
i Hhe cormer

Ramdy is selecting his stavting four Agents. He chiooses Agent Fox
Mulder, Agent Dama Scully, Assistant Divector Walter Skinner,

' and Agent Kaven KossefE. This is am acceptable stavting team.
He wmay wot select two Mulders amd two Scullys.

Each player then divides the surface area on which they are playing
into three main Sections: the Bureau, the Field and the Hospital.
The Bureau should be to the left, the Field in the center, and the
Hospital to the right. The Bureau Deck should be placed in the Bureau
Section of the table. Create a Discard Pile next to the Bureau Deck.
Cards will be placed face up on the Discard Pile after they are used or
when they are discarded. Below is a diagram of a typical table layout.
Each Section’s use will be further defined later in these rules.

OML H3AY1d
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: FIELD '*
PLAYER ONE
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Starting Play continued..,

After creating table sections, place your four Agents face up in the
Bureau section. Your remaining cards become what is referred to as
your Bureau Deck. Shuffle this deck, have your opponent cut it, and then
place these cards face down in the Bureau section. Deal yourself seven
cards from this deck. Randomly decide which player will begin play.

Two items that will aid in game play are the X-File Notebook and

tokens used to track certain information. The Notebook is included
in Starter Decks. It lists all of the X-Files and their characteristics.
The Notebook is used as a checklist when you discover information
during game play. Tokens are not included with the game, but may be
any common item. Pennies, beads, or similar objects are ideal.

Starting Play Summary
1. Remove all cards with an “X” in the top left corner.
@. Select one X-File Card.

3. Select a team of four Agents. Remove them from the deck.

4, Divide your playing area into three sections: the Field,
the Bureau and the Hospital.

8. Shuffle and cut your remaining cards, then deal out seven.
Put the remainder of the deck face down in your Bureau section.

6. Randomly decide who goes first.

-

TURN EXAMPLE:GAME SETUP

Reamdy amd Les awve about to play & tweo-player Basic Game.
APter opening their Stavter Decks, both Ramdy amd Les vemove
all cards with am "X’ i the top lePt corner. Both players choose
on X-File amd place the card £ace doum to the side. Randy
selects Agent Fox Mulder, Agent Dama Scully, Agent kaven
KossefE, amd Assistamt Divector Walter Skinwer prior to stawting
the gawme. Les also selects his four Agents.

Ramdy and Les each create Bureauy, Field amd Hospital
sections on their playing surface. Each player places his Agents
£ace up i Hhe Bureau to stavt the game. Both players shuffle
tHheir cards and have the oppovent cut thewm. These cavds ave
placed face Aown i their Bureau sections and become the
Bureau decks. Ramdy amd Les draw seven cavds each to begin
play. Ramdy wins o coin toss amd elects to go fivst. Ramdy and
Les ave wow veady to begin the Basic Gawme.
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Basic Game Turn Summary -
Each turn is broken down into phases during which players will be
t able to perform specific actions. All phases must be conducted in &

order. Below is a summary of these phases, followed by a more
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| detailed explanation of each. The player whose turn it is will be 6. Investigation Phase

~ referred to as the Investigating Player. The other player is referred

o to as the Directed Player. We use the term “Directed Player” because Resolve Site:
% this player will often have a Site question “directed” at him by the -, S\ Condilet the SKIIL.CREA listed on the Site eard
- @ Investigating Player. . ;
| i . Bach player may play up to three cards.
1. Briefing Phase b. Each player may play up
Both players draw cards to bring their hand size to ten cards. ¢. Resolve cards.
2. Healing Phase d. Determine if the Prerequisite is achieved after

the card effects have been resolved.

Remove one token from any Agent in the Hospital. B D
e. If the Prerequisite is met, ask a Characteristic

3. Requisition Phase question and/or guess the X-File's identity.

Agents in the same location may exchange Equipment.
4, Deployment Phase .

- _ i _ , 4 7. Debriefing Phase
Agents may be assigned to the Field, Bureau or Hospital.
You may discard up to three cards.

5. Case Assignment Phase i

The Investigating Player may play one Site card. After the Debriefing Phase, your turn is completed. It is now your 1

4. opponent’s turn.

W
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The X-File

~  In order to win The X-Files Collectible Card Game, you must identify
| your opponent’s X-File. An X-File is an entity directly from The X-Files ¥
- television series which symbolizes the force behind different X-File cases.

| Each X-File card has four characteristics, There are five types within
4 each characteristic. Below is a list of the characteristics and types.

¢) Affiliation: €) Method:
Subterfuge
Possession

Violence

Evolutionary .
. _ i tion
Primordial Manipula =

Threatg: -« -« -+ " &
) Result:

1§ &R For.

Physiological Imbalance - &
Manipulation of Evidence- (3¢]

. 1 During the game you will ask specific questions about your oppo-
1 nent's X-File characteristics. Through the process of elimination, you
4 can determine the X-File's identity. We have included a Notebook in
your Starter Deck to help you with this process. The Notebook lists
all possible X-Files your opponent may have selected and each of
their characteristic types. Use this Notebook to check off X-Files as

] you gain information.
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Activalors

In the Basic Game, Activators will be used during the Requisition

and Investigation Phases only. Activators appear in the lower left g

corner on each particular card. Simply stated, an Activator tells you

what conditions must be met to play the card in question. The three
& important Activators are as follows:

;:’_? ACTIVE: May be played while you are the Investigating Player. You

may play these cards when it is your turn.

CONSPIRACY: May be played during your opponent’s turn.

All other Activator words: Are used in three instances in the Basic
Game. These three uses are with Equipment cards, Adversary cards,
and Event cards.

To play Equipment cards: The Activator tells you which Section of
the table your Agents must be in to Requisition the Equipment. This
will usually be the Bureau.

To play Adversary cards: The Activator tells you what conditions must be
met in order to play the card. Af least one of the Adversary card’s Activators
will refer to a Keyword (see the Keyword section on the following page)
that must appear on your opponent's Site card for you to play thab Adversary.

To play Event, Bluff and Witness cards: The Activator tells you what

conditions must be met in order to play the card. Sometimes a card

s will have more than one Activator. In this case, one of the card’s addi-

tional Activators will refer to a Keyword (see the Keyword section

on the following page) that must appear on your opponent’s card in

play for you to play your Event card.

NOTE: All Ackivators wmust be iy effect in ovder For a card to be played.
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Keywords

Keywords appear in the lower left corner on a particular card. The
Keyword tells you what a card is.

Most often, you will check the Keywords on an opponent’s card to deter-
mine if you have a playable card. If your card’s Activators are contained
in the other card’s Keyword section, you may play your card.

m KEYWORDS; SITE, MONO, MOTIVE, BERAVIORAL g sivx B
b - e e T e S

Ramdy plays tHhe “Aubrey, MO" Site, which includes Hhe fallewing
keywovas: SITE, MONO, MOTIVE, BEHAVIORAL. Les looks
Hirough his hamd amd sees that he has o "Mawmiteun Stalks His
Prey” Adversavy cavad with the Activaters "Conspivacy,” "Metive,”
oma “sSike”. The Activator "Conspivacy” vedfers o o condition
which must exist to playy Hhais cawvd, Hhe condition being that it is
wot your Havw. “The Activator “Metive” means Hhat the Site cava
n play must include Hhe keyword "Metive” i its listed Keywords,
The Achivator 'Site” means that Hiis card wmust be played on &
cavad Hhat includes "Site” i its listed Keywerds. The Site cavd
“Aubrey, MO” meets all of the Activator requivements listed on
the "Mauitou Stalks His Prey” cavd, so that cavd may be
plavyed.

Resources: One particular Keyword worth special mention is §
“Resource.” The Keyword “Resource” will appear on certain cards. A §
card with the Keyword “Resource” remains in play in the table sec-
tion stated by the Keyword on the card. If no table section is indk
cated on the card, place it face up in your Bureau section. These
cards remain in play until they are negated or the criteria for their
removal (if listed on the Resource card) is met. When this occurs, the
card is moved to your Discard Pile.
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Detailed Phase Descriptions
The Briefing Phase

This is the first phase of each turn. In this phase, each player may
draw cards so that they have a total of ten in their hand. Cards are
drawn from the top of the Bureau Deck, Should the Bureau Deck run
out of cards, shuffle your Discard Pile to recreate the Bureau Deck.

Note: Sometmes it may wot be wecessavy to dvaw cavds, and
at cther Hwmes you may be dvawing several in evder to bring tHhe
wumber of cards in your hamd to tew.

The Healing Phase

During investigations, Agents may encounter a number of different
Adversaries. (Adversary encounters are defined in the Adversary
Cards section on page 28.) If an Agent has been damaged by an
Adversary, the Agent will be sent tc the Hospital. You will then need
to place two tokens on top of the Agent's card.

During the Healing Phase, you may remove one token from each Agent
in the Hospital. When there are no longer any tokens on an Agent card,
the Agent may leave the Hospital during the Deployment Phase.

Agents in the Hospital may not contribute their Skills to any Skill
Checks.

0~

Ramdy begins Uis v with the Briefing Phase. Bota Randy awd Les
Avaw thvee covds (becaunse Haey stavted with sevew). Each player
now has ten cowas n Wis hama, The Brieting Phase is wow completeA

Randy wow enters the Healing Phase. Since this is his first Fuvn,
wo owe is in the Hospitall, so o Healing will occuw ov is weeded.

Let's assume Por & minute that Agents Mulder ana Kosseff had
beewn placed in the Hospital Hie previous tuvn as o vesult: of
Adversavy cards being played, Ramdy wonld have placed two
tokeus each on Mulder amd KosseFf. He Aoes this to show that
Mulder and Kosseff howe been injured amd sent to the Hospital
as Hhe vesult of two Adversavy cavds being played. Duving Hhe
Healing Phase, Randy vewmoves one token from both Mulder and
Kossef's cavds. One token sHit vewmains on each Agent: cavd.
Neithev Agent may leave the Hospital this turm, os all tokens
wust be vemoved te 4o so. The Healing Phase is complet-ed,

(Remewmber: in our Harm exawmple, wo one is actually huvk or in the
Hospit-al vet-)

——
N B o o o .
Blmady oo B




Phase Descriptions continued...
| The Requisition Phase

4 Agents normally have access to all kinds of Equipment to help them
% during investigations; unfortunately, it must be shared. This means
that Agents must wait their turn to Requisition what they need.
Equipment may be requisitioned during this phase only.

4 Most pieces of Equipment can only be obtained when Adents are at
= the Bureau. Some pieces of Equipment can be obtained in the Field.
Each Equipment card will list the location where it can be obtained
as an Activator. (See the explanation of Activators on page 18 for
more information.) If there are Agents in that section, then the
Equipment can be assigned to one of them in this phase. Also, Agents
in the same section (Bureau, Field or Hospital) may freely exchange
Equipment during the Requisition Phase.

There is no limit to the amount of Equipment an Agent may carry;
however no Agent may have more than one of any particular item.

¢

The Deployment Phase

All Agents currently in the player's control are assigned to one of the
following locations: the Bureau, the Field or the Hospital. To do this,
you may move any or all of your Agents to that location. The only

exception is that an Agent in the Hospital with a token on their card

cannot be moved. Moving an Agent is not required.

Agents must be in the Field in order to participate in & Site invest: &
gation during the Investigation Phase. b

When Agents are deployed to different sections, they form Agent
Teams. For the Basic Game, all Agents in one section are considered
a Team.




Phase Descriptions continued...
The Case Assignment Phase

The Investigating Player may place one Site card face up in the Field
section of the table. If a Site card is played, it must either be investi-
gated during this turn or moved to the Discard Pile at the end of the
turn. If you do not have & Site card, skip to the Investigation Phase.

Each Site card has a Prerequisite listed beneath the Site photograph.
This is the total specific skill level the Agents in the Field need to pos-
sess to ask the Characteristic question listed on the card.

& Some Site cards give you a choice between two Prerequisite skills
# you may use. You must announce which skill you will be using prior
to investigating the Site. Once you announce which skill you are
using, you may not change to the other

A Site card’s
PREREQUISITE is listed
veneath the cavd’s mage.

e
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REQUISITION, DEPLOYMENT,

AND CASE ASSIGNMENT PHASES

Ramdy now begins his Requisition Phase. Ramdy has a "Bineculaws”
cavd in his hamd. "Binoculars” adds | to am Agent’s Obsevvation
skill. This Equipment cavd includes Hhe Activator word "Bureawn.”
Simce all of Randy’s Agents begom the game in the Bureau, he
wmay assign the Equipment card to amy of his Agents. Ramdy
assigus the Equipment to Agent Mulder, Ramdy has wo wmore
Equipment cards i his hamd to Requisition amd has Haus come
pleted the Requisition Phase.

TURN EXAMPLE!

Ramdy has wow reached the Deployment Phase. All of Ramdy's
Agents ave currently in the Bureau. Ramdy moves Agents Mulder,
Scully, and Kossef? from the Bureau to the Field. Randy leaves
Assistomt Divector Skinner in the Bureau. The Deployiment Phase
is wow completed,

The Case Assigument Phase is wext. Randy places the Site
"Aubrey, MO" in the FielA section of the table. The "Aubrey, MO”
cavd has & Prevequisite of Behavioval 4+, This means tHhat
Randy's Agents iwvestigating the Site wmust have 4 or wmore
Behawioral skill in ovder to ask & question abvout Les’s X-File.
Ramdy has played his Site in Hhe Field amd the Case Assignment
Phase is completed.




Phase Descriplions continued...
The Investigation Phase

The Investigating Player may now investigate the Site he hasplaced ’

in the Field section of the table during the Case Assignment Phase.

4 If no Site card was played during the Case Assignment Phase and no
player wants to play cards, skip directly to the Debriefing Phase. If

¢ the Site is resolved successfully, the player may ask a specific ques-

tion about the opponent's X-File and/or guess the X-File's identity: :

The Investigation Phase proceeds as follows:

Check the skill listed as the Prerequisite on the Site card. Look at each
Agent in the team and determine which, if any, have that skill listed.
Make a note of these skill numbers for each Agent. All of the Agents’
skill numbers for that prerequisite are then added together to deter-
mine the total skill level. This activates the Skill Check Subroutine.
See the Skill Check Subroutine section on the following page.

Note: In ovder to successtully imvestigate a Site, at least one
Agent must be theve.

The skills listed ow Hhe Agent
cavds in Hhe Field ave compared
to the skill Prevequisite listed
on the Site cavd.,
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Skill Check Subroutine

Whenever a Skill Check is initiated, perform a Skill Check Subroutine.
The Skill Check Subroutine proceeds as follows:

a. Announce to your opponent the skill being used, the amount needed,
and the total currently possessed by all Agents.

b. Each Player may play up to three cards.

The type of cards which may be played during a Skill Check Subroutine

are Events, Witnesses, Bluffs and Adversaries. Once a card's effect has been
used, place the card on your Discard Pile. When any contradiction arises
between card effects and rules, the card effect supersedes the rules.

The card play sequence is as follows: The Investigating Player may play
a card. His opponent may now play a card. Repeat this process until
both players cannot or choose not to play any more cards. It is permissi-
ble to play multiple cards prior to one card being resolved, either by the
same player or opposing players. In such instances, cards are resolved
on a last-played/first-resolved basis. The reason for this is that there

are cards which alter or negate the effects of others. If the last card
played was not resolved first, these cards would be worthless.

If a card has multiple effects, indicated by the word “Alternately” appear
ing on the card, the owning player must specify which effect is being used
upon playing the card. He may not change to the other effect later.

¢. Resolve the Skill Check. If the Agent Team successfully meets the skill
level needed after all card effects are resolved, then the appropriate
effect is applied. This ends the Skill Check Subroutine.

Note: Sewe cards used iy the Basic Gawme will haye &
greater effect in the Advanced Gawme. In pavrticulay, Blufé
omd Advevsawy cavds will have gveater use amd power in
the Advamced Gowme.
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Adversary Cards

One type of card that can be played is an Adversary card. In the Basic
(Game, the Adversary card’s Game Effect is ignored. If an Adversary card
is played without being negated, the owning player may choose one
opposing Agent and send that Agent to the Hospital. An Agent in the
Hospital may not contribute their skill level to a Skill Check. Place two
tokens on the Agent’s card upon moving the Agent to the Hospital. The
tokens symbolize the damage inflicted by the Adversary (See the
Healing Phase for information on how to heal damage.) After sending the
Agent to the Hospital, the Adversary card is placed on the Discard Pile.

Adversaries cannot be played on all Sites, only selected ones. To deter-
mine if you can play an Adversary, consult the Activators on the
Adversary card. The Activators state what conditions must be met in
order to play an Adversary Card (see Activators section on Page 18).
Most Adversaries will be keyed to one of
the four possible Site questions:
Affiliation, Method, Motive or Result.
Some Adversaries are keyed to the skill
being used at a Site. A Site may have
additional Keywords, but what really
matters is that it has the matching
Keyword; the rest may be ignored. If
the Adversary card’s Activator con-
ditions have been met, the
Adversary may be played. (See the
Activator section on page 18.)

28

NOTE: In the Basic Gawme, Adversary cards’ Gawme Effects are iguored.

TURN EXAMPLE: INVESTIGATION PHASE

" The Iuwvestigation Phase is the next phﬁ:e n Ramay's furm,

Remay chooses to investigate "Aubrey, MO with the Team in the
Fleld, Ramdy cuvvently has o Behawioral skill level of 7 (Mulder
3, Kosseff 3, Scully |). Les plays e cavd Htled “Cav Troubles.”
This cavd fovces Ramdy to iwvestigate with only Hwo Agents.

+ Ramdy chooses to leave SCU\")' vehind, as she is dvﬂy coui-vi‘ouﬁns

| +o the Site Prevequisite. Les way only play fwo wmove cavds.

Ramdy wow has & Behavioral skill level of ¢ (Mulder 3, Kosse £ 3),
Les Aoes not wamt Ramdy to aisk & questiow, so he plays the
Adversavy cavd “The Mawitou Stalks His Prey.” “The Mawmitou
cavd containg the Actvators "Conspivacy” amd "Motve Site.”
Since it is wot Les’s tuwm, Hhe “Conspivacy” condition is satistied,
The "Motive Site” condition is alse satisPied because the
“Aubrey, MO" Site contains Hhat Keywerd. Les wmay play the
Adversavy cavd. However, Ramdy immediately plays his Withess
cawvd “The Calusari” which wegates owe Occult Advevsary.
Ramdy wmay play Hwo move cavds amd Les may play oue.

With Ramdy stll meeting the Site Prevequisite, Les decides to

_play amother Advevsavy. Les plays Wis "Good Pesple, Good Food”

cavd. This is the thivd amd last cavd Les cam play, Randy
cammot negate Hais cavd, Les cheoses to send Agent Kossetd

to the Hospiterl, Ramdy wmoves Agent kossef€ o Hhe Hospital ame
places two tokens on the cavd, Kossefd may wo longer contvibute
to the Site skill Check.
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Phase Descriptions continued...
Site Resolutlion

When a Site investigation Skill Check is successfully completed, the
Investigating Player may ask the Directed Player a specific question
about an X-File Characteristic, as indicated on the Site card. The
opposing player must be able to answer this question with either a
yes or g no. The Investigating Player may also choose to identify the
opponent’s X-File. If the Investigating Player is correct, he wins. If an
X-File guess is incorrect, a penalty question may be asked by the
Directed Player. This penalty may be a Characteristic question as
indicated by the Site card, or an X-File identity guess. There is no
chance for additional penalty in this case.

Examples of appropriate questions are: “Is your X-File's Affiliation
Alien?” “Is your X-File's Method Violence?” or “Is your X-File's
Result Death?” You may not ask questions like: “What is your
Affiliation?” or “Is your Affiliation six letters or less?”

After the Investigation Phase, the Site card is moved to the Discard Pile.

The Debriefing Phase

Each player may choose to discard up to three cards at this time; dis-
carding is optional, however, and players may choose not to dispose
of any cards at all. Place discarded cards face up on the top of your
Discard Pile.

Note: Regavdless of how many cards you discavd, you wmay
Avaw back to ten cards at the beginuing of Hhe next fun.

Your turn is completed. It is now your opponent’s turn.




Conclusion
INVESTIGAT]ON PHASE CONCLUSION s

Players a.iternq,te turns until one player correctly identifies the
. opponent's X-File. When this happens, the game is over and the

player who made the correct identification wins.

TURN EXAMPLE:

Roamdy wow only has Agent Mulder left with Behawioval skill 3,

but he may still play two wove cavds. The Aubrey, MO’ Site You have now learned all you need to know in order to play ¢
cavd has o Prevequisite of Behavioval 4+, Ramdy plays the The X-Files Basic Game. We recommend that you try a couple of §
witness cavd “Dr. Sheila Braun” which adds 2 to | Behavioral Bagic Games prior to moving on to the Advanced Game. Good luckin §
skill Check. Ramdy's Agents have a Behavioral Skill Level of S your investigations!

Mulder 3, Witwess card +2) omd successtully meet the Site
Prevequisite of Behawvioval 4+, Romdy clicoses wet o play
amother cavd. The Aubrey, MO” card allows Ramdy to ask one
Motive question. Ramdy asks Les if his X-File's Motive is Sunwival.
The amswer is wo amd game play continues. Ramdy opts uot o
guess Les’s X-File identity at Hhis Hme.

I+ is wow Hume fov the Debrieting Phase. Randy has six cavds
omd Les sevew. Neither player is forced to discard amy cavds,
however both may choose to discard up to three. Ramdy
chooses to Aiscavd two amd Les Aoes wot Aiscavd amy.
Ramdy's turn is completed amd it is wow Les’s turn.
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