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Sectors
There are 6 sectors:

1.
B

anking
2.

G
overnm

ent
3.

M
icronopoly

4.
N

ew
sM

edia
5.

TeleC
om

m
6.

U
niversities

Each sector has 3 access levels: U
ser,

O
per, and R

oot.  The R
oot level lists

the bonus for that sector.  See the
S
ecto

r B
o
n
u
s section on page 9

for a com
plete description of each

bonus.

A
ccess M

arkers
You w

ill need to provide your ow
n

access m
arkers.  You w

ill need 36
m

arkers in 6 different colors.  The
flat, glass beads available at m

ost
gam

e stores w
ork w

ell, as do M
&

M
s.

O
r, you m

ay print and m
ount the 36

counters found on the last page of this
PD

F.

C
hecklists

A
 page of uncut checklists is pro-

vided.  You m
ay copy this page and

use the checklists to keep track of
w

hat you know
 about each sector’s

passw
ord.
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C
ards

There are 63 cards.  Each card has a
title, an action, and a code.  There
are 6 different codes: A

, B
, C

, D
, E,

and F.  There are m
ore F cards than

E cards, m
ore E cards than D

 cards,
and so on.

Som
e cards have a sym

bol in the
upper left and/or right hand corner.
These are explained in the Play a
C

ard A
ction rules on page 4.

G
etting

 S
ta

rted
A

ccess M
arkers

Each player should take 6 access
m

arkers of the sam
e color.

Sectors
A

ssign Sectors:  Shuffle the sectors
and deal 1 faceup to each player.  You
are the controller of the sector you
are dealt.  Each player controls 1 and
only 1 sector throughout the gam

e.
You are responsible for setting up
your sector’s passw

ord and granting
or denying access to your sector.

A
ccess L

evels:  A sector has 3 ac-
cess levels: U

ser, O
per, and Root.  You

start w
ith R

oot access to the sector
you control.  To note that you are the
controller, place 1 of your access
m

arkers in the title area on your
sector.  There are no other access
m

arkers on your sector at the start
of the gam

e.

U
ncontrolled Sectors:  Set undealt

sectors faceup and to one side.  They
w

ill be used during the gam
e.  H

ow
-

ever, uncontrolled sectors do not
have passw

ords.  A
lso, R

oot access
to an uncontrolled sector does not
count tow

ard w
inning the gam

e.

D
eal C

ards
Shuffle the cards and deal 6 to each
player.  Place the rem

aining cards
facedow

n in the center of the table.

T
itle

A
ction

2

Set Passw
ord

You m
ust set the passw

ord for the
sector you control.  U

se the codes
from

 3 of the cards you w
ere dealt to

secretly define your sector’s pass-
w

ord.

N
o R

epeated C
odes:  The passw

ord
you choose m

ust not have repeated
codes; A

/B
/C

 is a valid passw
ord, but

A
/B

/B
 is not.  The order is not im

por-
tant; A

/B
/C

 is the sam
e as A

/C
/B

 or
C/B/A

.

N
ot Enough C

ards:  If you cannot
m

ake a valid passw
ord from

 the 6
cards you w

ere dealt, draw
 additional

cards, 1 at a tim
e, until you can.

K
eep Passw

ord C
ards:  A

fter you
have finished creating a valid pass-
w

ord, place the 3 passw
ord cards

facedow
n underneath your sector

and keep the rem
aining cards in your

hand.  You m
ust never play your

passw
ord cards or use them

 in an
access attem

pt.  You m
ust keep these

cards throughout the gam
e.

Its a Secret:  You m
ust not voluntar-

ily tell or show
 som

eone any of your
passw

ord codes.  A
nd you m

ust
never tell anyone w

hat som
eone

else’s codes are.

Initial A
ccess

A
t the beginning of the gam

e, you
have access to only 1 sector; you have
R

oot access to the sector you con-
trol.  You do not have access to any
other sector at this tim

e.

Tu
rn S

eq
u
ence

Choose w
ho w

ill go first by any agree-
able m

eans.  B
eginning w

ith the first
player and proceeding to his or her
left, each player takes 1 turn.  Play
continues around the table until
som

eone w
ins the gam

e.  The w
inner

is the first person to gain R
oot ac-

cess to 3 sectors.

Each turn is broken dow
n into the

follow
ing steps:

1.
Free A

ccess A
ttem

pt
2.

Take A
ctions

3.
D

iscard C
ards

4.
D

raw
 C

ards

Free A
ccess A

ttem
pt

Step
You m

ay attem
pt to im

prove your
access to 1 sector.  See the Im

p
ro

v
e

A
c
c
e
s
s

 section on page 6 for
instructions.  You m

ay use your
actions to m

ake additional access
attem

pts during your Take A
ctions

step.

Take A
ctions Step

You m
ay take 1 action for each sector

to w
hich you have R

oot access at the
beginning of your Take A

ctions Step.
You do not get an additional action if
you gain R

oot access to a sector dur-
ing this step.  Previously played cards
m

ay allow
 you to take additional ac-

tions.
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There are 3 types of actions:

1.
A

ccess A
ttem

pt
2.

Play a C
ard

3.
Trade a C

ard

You are not required to take all of the
actions you are entitled to;  you m

ay
pass any or all of your actions.

A
ccess A

ttem
pt A

ction
You m

ay use actions to m
ake addi-

tional access attem
pts.  It takes 1

action for each additional attem
pt to

im
prove access to 1 sector.  See the

Im
p
ro

v
e A

ccess section on page
6 for instructions.

You m
ay use actions to im

prove your
access to the sam

e sector several
tim

es during a single turn.  For
exam

ple, you m
ay gain U

ser access
to B

anking during your Free A
ccess

A
ttem

pt step, then use 1 of your
actions to attem

pt to im
prove your

access to B
anking from

 U
ser to O

per.

Play a C
ard A

ction
It takes 1 action to play a card.  W

hen
you play a card, read its title and
action aloud and take the action
stated on the card.  If your action
forces another player or players to
discard cards, he or she m

ust discard
first.  Then, unless your card states
otherw

ise, place your card faceup on
the discard pile.

�
  Som

e cards have a �
 preceding

their title.  U
nless stated otherw

ise
on the card, you m

ay play a 
�

 at
any tim

e, even during another
player’s turn.  U

nlike other cards,
playing a �

 does not use up any of
your actions.

 Som
e cards require you to have

a m
inim

um
 access level in a certain

sector.  Som
e cards also require you

to have a certain code in your sector’s
passw

ord.  You m
ay not play a

unless you m
eet the card’s require-

m
ents.

  Som
e cards are upgrades.  W

hen
you play an upgrade card, place it
faceup in front of you.  This card
gives you a benefit that lasts as long
as you have the card.  The benefit
goes into effect im

m
ediately.  U

p-
grade cards that are faceup do not
count against your hand lim

it.

�
  Som

e cards are played against a
sector and take effect only w

hen cer-
tain conditions are m

et.  Play one of
these cards faceup next to the sector
against w

hich you w
ant to play it.

R
em

ove the card w
hen the condi-

tions stated on the card are m
et.

�
  Som

e cards have a negative affect
on you if you hold one at the begin-
ning of your turn.  Even if no one
else know

s you have the card, you
m

ust follow
 its instructions.  You

m
ay use an action to give a 

�
 to

another player, or you m
ay use the

card in an access attem
pt or discard

it norm
ally.

4

Trade a C
ard A

ction
It takes 1 action to trade 1 card w

ith 1
other player.  The player w

ith w
hom

you trade m
ay give you 1 or m

ore
cards in exchange for 1 of your cards.
You m

ay give another player a card
w

ithout receiving a card in exchange.

Trade is strictly voluntary; both play-
ers m

ust agree to the trade.  Both play-
ers m

ust negotiate in good faith; you
m

ust give your trading partner the
card you said you w

ould give him
 or

her.

H
and Lim

it
The m

axim
um

 num
ber of cards you

can hold is equal to the num
ber of

sectors you have U
ser, O

per, or R
oot

access to.  For exam
ple, if you have

R
oot access to U

niversities and U
ser

access to TeleC
om

m
, your hand lim

it
is 2 cards.  The 3 cards in your
sector’s passw

ord do not count
against your hand lim

it.

Your hand lim
it applies only during

your D
iscard C

ards step and your
D

raw
 C

ards step.  You m
ay exceed

your hand lim
it at any other tim

e
during the gam

e.

Your hand lim
it m

ay be m
odified by

your sector bonus and by previously
played cards.

D
iscard C

ards Step
You m

ust discard any cards in excess
of your hand lim

it, and you m
ay dis-

card m
ore cards if you w

ish.  For
exam

ple, if your hand lim
it is 2, and

you hold 3 cards, you m
ust discard 1

card, but you m
ay discard 2 or all 3

cards.

Place discards faceup in a pile next to
the card deck.  Except for the top card
on the discard pile, players m

ay not
exam

ine discarded cards.

D
raw

 C
ards Step

You m
ay draw

 the num
ber of cards

equal to the num
ber of sectors you

have O
per or R

oot access to.  H
ow

-
ever, you m

ust not exceed your hand
lim

it.  For exam
ple, if you have R

oot
access to B

anking, O
per access to

M
icronopoly, and U

ser access to
U

niversities, and you do not hold any
cards, you m

ay draw
 2 cards.  H

ow
-

ever, if you already hold 2 cards, you
m

ay draw
 only 1 m

ore because your
hand lim

it is 3 cards.

If there are no m
ore facedow

n cards
to draw

 from
, shuffle the discard pile,

place the cards facedow
n in the cen-

ter of the table, and begin draw
ing

from
 these.

The num
ber of cards you m

ay draw
each turn m

ay be m
odified by sector

bonuses and previously played cards.
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Im
p
ro

v
e A

ccess
You can attem

pt to m
ake 3 different

types of access im
provem

ents:

1.
G

ain U
ser access to a

sector to w
hich you do not

have access
2.

G
ain O

per access in a
sector w

here you already
have U

ser access
3.

G
ain R

oot access in a
sector w

here you already
have O

per access

R
estrictions:  You cannot attem

pt to
gain O

per access to a sector unless
you already have U

ser access to that
sector.  Likew

ise, you cannot attem
pt

to gain R
oot access to a sector un-

less you already have O
per access to

that Sector.

G
ive C

ards to C
ontroller:  To attem

pt
to im

prove your access to a sector,
give the sector controller 1 or m

ore
cards.  The controller w

ill return any
cards w

ith codes that m
atch codes in

the sector’s passw
ord and keep any

cards w
ith codes that do not m

atch
codes in the sector’s passw

ord.

The num
ber of cards you m

ust give
the controller depends on the access
level you are attem

pting to gain:

A
ccess

N
um

ber
L

evel
of C

ards
U

ser
1

O
per

2
Root

3

For exam
ple, if you have U

ser access
to N

ew
sM

edia, and you w
ant to

attem
pt to gain O

per access, you
m

ust give the N
ew

sM
edia controller

exactly 2 cards from
 your hand.

A
ccess G

ranted:  If all the cards you
give the controller have codes that
m

atch those in the sector’s passw
ord,

the controller w
ill give all of your

cards back and grant you im
proved

access to the sector.  For exam
ple,

you attem
pt to im

prove your access
to N

ew
sM

edia to the O
per Level by

giving the N
ew

sM
edia controller

cards w
ith codes A

 and B
.  If

N
ew

sM
edia’s passw

ord is A
/B

/C
, the

access attem
pt is successful, the con-

troller gives back all of your cards,
and the controller m

oves your access
m

arker from
 U

ser to O
per on the

N
ew

sM
edia sector.

A
ccess D

enied:  The access attem
pt

fails if 1 or m
ore of the codes you

give the controller does not m
atch

those in the sector’s passw
ord.  The

sector’s controller w
ill return cards

that m
atch and keep the cards that

do not.  For exam
ple, if you give cards

w
ith codes C

 and D
 to N

ew
sM

edia’s
controller, and N

ew
sM

edia’s pass-
w

ord is A
/B

/C
, the controller w

ill
return your C

 card and keep your D
card.  Your access level in N

ew
s-

M
edia w

ill rem
ain unchanged.
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Sector C
ontroller

W
hen another player attem

pts to
im

prove access to the sector you con-
trol, he or she w

ill hand you 1, 2, or
3 cards depending on the access level
he or she is trying to reach.  A

t this
point you m

ust:

1.
K

eep any cards w
ith codes

that do not m
atch codes in

your sector’s passw
ord

2.
Return any cards w

ith
codes that do m

atch codes
in your sector’s passw

ord
3.

A
dvance the player’s

access m
arker only if all

of the codes he or she
gave you m

atch codes in
your sector’s passw

ord

You m
ust keep any cards w

ith codes
that do not m

atch codes in your
sector’s passw

ord, even if this w
ould

cause you to exceed your hand lim
it.

The only tim
e you have to w

orry
about your hand lim

it is during your
D

iscard C
ards step and your D

raw
C

ards step.

U
ser A

ccess A
ttem

pt
Procedure
H

and the sector controller 1 card.  If
the card’s code m

atches any of the
sector’s passw

ord codes, the con-
troller m

ust return your card and
place 1 of your access m

arkers in the
U

ser area of the sector.  For exam
ple,

if the sector’s passw
ord is A

/B
/C

,
and you show

 the controller B
, the

controller w
ill return your card and

place 1 of your access m
arkers in the

O
per area of the sector.

If the code does not m
atch any of the

sector’s codes, the controller keeps
your card and tells you “A

ccess
D

enied.”

O
per A

ccess A
ttem

pt
Procedure
H

and the sector controller 2 cards.
If both codes m

atch those in the
sector’s passw

ord codes, the con-
troller m

ust return both cards and
m

ove your access m
arker from

 the
U

ser to the O
per area of the sector.

For exam
ple, if the sector’s passw

ord
is A

/B
/C

, and you show
 the control-

ler A
 and C

, the controller w
ill return

both cards and m
ove your access

m
arker from

 the U
ser to the O

per
area of the sector.

If either or both of your codes do not
m

atch those in the sector’s passw
ord,

the controller m
ust keep the card or

cards that do not m
atch and tell you

“A
ccess D

enied.”
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R
oot A

ccess A
ttem

pt
Procedure
H

and the sector controller 3 cards.
If all the codes m

atch the sector’s
passw

ord codes, the controller m
ust

return all of your cards and m
ove

your access m
arker from

 the O
per to

the R
oot area of the sector.  For

exam
ple, if the Sector’s code is

A
/B

/C
, and you show

 the controller
A

, B
, and C

, the controller w
ill return

your cards and m
ove your access

m
arker from

 the O
per to the Root area

of the sector.

If any of your codes do not m
atch

those in the sector’s passw
ord, the

controller m
ust keep the card or

cards that do not m
atch and tell you

“A
ccess D

enied.”

O
nce you have R

oot access to 3 con-
trolled sectors, the gam

e ends, and
you are the w

inner.  See the W
in-

n
in

g section on page 10.

U
ncontrolled Sectors

If there are few
er than 6 players,

som
e sectors w

ill not have a controller.
You m

ay im
prove your access to an

uncontrolled sector by announcing
your intention to do so and discard-
ing a certain num

ber of cards.  The
num

ber of cards you m
ust discard

depends on the access level you w
ill

achieve:

A
ccess

D
iscard

L
evel

C
ards

U
ser

2
O

per
3

Root
4

For exam
ple, if you w

ant to gain U
ser

access to B
anking and its uncon-

trolled, discard 2 cards from
 your

hand and place 1 of your access
m

arkers in the U
ser area on the

B
anking sector.

R
estrictions:  You cannot gain O

per
access to a sector unless you already
have U

ser access to that sector.  Like-
w

ise, you cannot gain R
oot access

to a sector unless you already have
O

per access to that sector.  So if you
w

ant to gain R
oot access to an un-

controlled sector, you m
ust use 3 ac-

cess attem
pts and discard a total of 9

cards.

W
inning:  R

oot access to a uncon-
trolled sectors does not count tow

ard
w

inning the gam
e.  You m

ust have
root access to 3 controlled sectors
to w

in.  See the W
in

n
in

g section on
page 10.
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S
ecto

r B
o
nu

s
If you are the only player w

ith R
oot

access to a sector, you gain a bonus
specific to that sector.  The m

om
ent

another player gains R
oot access to

the sam
e sector, the bonus is lost,

and neither player receives the
bonus.  The sector bonuses are:

Banking
You m

ay draw
 1 additional card each

turn during your D
raw

 C
ards step.

H
ow

ever, B
anking does not allow

you to exceed your hand lim
it.

G
overnm

ent
A

t the beginning of your turn, you
m

ay draw
 the last card that w

as
placed faceup on the discard pile.
You m

ay exceed your hand lim
it

w
hen you draw

 this card.

M
icronopoly

Your hand lim
it is increased by 2

cards.

N
ew

sM
edia

You m
ay skip your turn and draw

 your
hand up to 6 cards.  You m

ay exceed
your hand lim

it, but you cannot have
m

ore than 6 cards.  W
hen you do this,

your turn ends im
m

ediately; you do
not get a free access attem

pt, and you
do not get to take any actions.

TeleC
om

m
You are im

m
une to cards that w

ould
cause you to lose actions.

U
niversities

D
uring your Free A

ccess A
ttem

pt
step, you m

ay autom
atically gain

U
ser access to any sector to w

hich
you do not already have access.  You
do not have to show

 the controller a
code to do this.  This access cannot
be stopped by any card.  D

oing this
uses up your free access attem

pt for
the turn.

9
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W
inning

You w
in the gam

e the m
om

ent you
gain R

oot access to 3 controlled
sectors.  R

em
em

ber, you start w
ith

R
oot access to the sector you con-

trol, so you need to gain R
oot access

to only 2 m
ore sectors.

U
ncontrolled Sectors:  The additional

sectors to w
hich you gain R

oot ac-
cess m

ust be controlled by another
player for the purpose of w

inning the
gam

e.  You can gain R
oot access to

uncontrolled sectors, but they do not
count tow

ard w
inning.

A
dditional Sectors:  For a m

ore chal-
lenging gam

e, you m
ay w

ant to play
until som

eone gains R
oot access to

4, 5, or all 6 sectors.  If you choose to
play for m

ore sectors than there are
players, count R

oot access to uncon-
trolled sectors tow

ard w
inning the

gam
e.

Tim
e L

im
it:  A

nother alternative is
to play to a tim

e lim
it.  W

hen the tim
e

lim
it is reached, the player w

ith R
oot

access to the m
ost sectors w

ins.  U
se

the num
ber of O

per accesses to break
ties.  If there is still a tie, use the num

-
ber of U

ser accesses.

A
lternate C

onditions:   A m
ajority of

players m
ust agree on an alternative

w
inning condition before the gam

e
starts.  O

therw
ise, the first player to

gain R
oot access to 3 controlled sec-

tors w
ins.
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C
a
rd

 E
rra

ta
R

equires R
oot A

ccess
Som

e cards, like M
ocking Bird, state

that they can be played only on som
e-

one w
ho plays a card that “requires

R
oot access.”  This m

eans the card
being played m

ust require only R
oot

access.  M
ocking B

ird cannot be
played on a card that requires O

per
or R

oot access.  There are only 3
cards that require only R

oot access:
FBI, FD

IC
, and M

ajor R
elease.

R
equires Sector A

ccess

Som
e cards, like C

ancelBot, state that
they can be played only on som

eone
w

ho plays a card that “requires ac-
cess to a sector to w

hich you have
O

per or R
oot access.”  This m

eans
the card being played m

ust have a
key icon and a separate requires sec-
tion.  The w

ord “requires” is italicized
on C

ancelB
ot and others to em

pha-
size that its looking for a key icon
and requires section.
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Popular War

Upgrade:

Requires:

You may
draw 1 additional card
each turn. However,
Popular War does not
allow you to exceed your
hand limit.

Access to
NewsMedia. Your
sector’s password must
contain code A.

Code A

Play this card when a
virus is played against a
sector to which you have
access.

The virus has no affect
and the virus player must
discard all of his or her
cards.

Counter-Virus

Play against a sector you
have access to.

The sector controller
must show you 1 of the
sector’s password codes,
chosen at random.

do not

Dumpster Diving

Scramble Password

Discard the cards that
define your password.
Then use 3 cards from
your hand to define a new
password.

Keep any upgrade you
played earlier, even if it
requires a code that is no
longer in your password.

Increase your access
level in any 1 sector from
User to Oper or from
Oper to Root. You do
not have to show the
sector controller any
codes.

Guru may be stopped by
cards that prohibit access
attempts.

Guru Delete Account

Remove 1 access marker
from the User or Oper
area of any sector to
which you have Root
access.

Return the marker to its
owner.

Upgrade:

Requires:

Your hand
limit is increased by 2
cards for the rest of the
game. Leave this card
faceup in front of you.

Access to
Banking. Your sector’s
password must contain
code B.

High $ System

Code B

Code A Code A

Code A

Code A Code A

Code A

Remove 1 card from
any sector.

Samurai

Play faceup in front of
any sector to which you
have Oper access.

The sector loses its Root
bonus until S.A.T.A.N. is
removed by Samurai.

S.A.T.A.N. Virus

Code A



Code B

You may immediately
draw 3 new cards and
take 1 additional action.
You may ignore your
hand limit until your next
turn.

Oper or Root
access to Banking.
Requires:

Bank Error in
Your Favor

Play this card when a
virus is played to ignore
the effect of that virus.

If you play this card
when Multi-Virus is
played, you are
protected, but the other
players are not.

Anti-Virus

Multi-Virus

Play against any sector to
which you have access.
All players with
access to that sector must
discard all of their cards

Discard Multi-Virus after
playing.

other

immediately.

Packet Sniffer

Play faceup in front of
any sector to which you
have access. The next
player who plays a card
that access to
this sector must show
you 1 password code,
chosen at random. Then
discard Packet Sniffer.

requires

Firewall

Play when someone
attempts to improve
access to the sector you
control. Keep all the
cards that player handed
you and deny improved
access to your sector,
even if the player handed
you the correct codes.

Every player must give
you 1 card, chosen at
random. You may ignore
your hand limit until
your next turn.

Oper or Root
access to Universities.
Requires:

OlfactoPEG

Code B

Code B Code B Code B

Code B

Upgrade:

Requires:

Take 1
additional action each
turn for the rest of the
game. Leave this card
faceup in front of you.

Access to
TeleComm. Your
sector’s password must
contain code C.

DSL

Remove 1 access marker
from the User area of any
sector to which you have
Oper or Root access.

Return the marker to its
owner.

Revoke Login

Code B

Code C

Logic Bomb

Play faceup in front of
any sector to which you
have access. The next
player who plays a card
that access to
this sector must discard
all of his or her cards.

Discard Logic Bomb
after the other player has
discarded.

requires

Code B



Play at any time to take
the top card from the
discard pile.

However, you may not
play CopyBot to get back
a card you just played.

CopyBot Mocking Bird

Play this card when
someone plays a card
that Root access
to any sector. The action
is blocked, and the player
must show you 1 of his
or her password codes,
chosen at random.

Access to
TeleComm.

requires

Requires:

Route Trace

Play when someone
attempts to improve
access to a sector to
which you have Oper or
Root access. The access
attempt fails, and the
player ends his or her
turn. The controller must
return cards used in
the attempt.

all

Play during your Draw
Cards step to ignore your
hand limit and draw 6
cards.

Requires: Oper or Root
Access to NewsMedia.

Good Day
at the Market

Wiretap

Play someone
attempts to improve
access to any sector.
That player must show
you the codes he or she
gives the controller and
the codes that are
returned.

Oper or Root
access to Government.

before

Requires:

FBI

Take 1 upgrade card that
is faceup in front of
another player and place
it in your

Root access
to Government.

hand.

Requires:

Code C

Play against someone
who has only User access
to TeleComm. That
player may not take more
than 1 action per turn
until he or she gains
Oper access to
TeleComm.

Oper or Root
access to TeleComm.
Requires:

S.O.L.

Code C

Code C Code C Code C

Code C Code C

Backdoor

Play this card along with
another card to ignore the
access requirements
stated on the other card.

However, you may
play this card along with
an Upgrade.

not

Code C

All players who
have access to
Micronopoly must
discard all of their cards

.

other

Requires: Root access
to Micronopoly.

immediately

Major Release

Code C



Upgrade: You may
make 1 additional free
access attempt each turn
for the rest of the game.
Leave this card faceup in
front of you.

Access to
University. Your sector’s
password must contain
code D.

Requires:

Code D

War Dialer Press Pass

Play when you are
required to lose 1 or
more actions.

You do not lose any
actions.

Oper or Root
access to NewsMedia.
Requires:

Easy Credit

Play during your Draw
Cards step to ignore your
hand limit and draw 3
additional cards.

Access to
Banking.
Requires:

The NSA is
Watching You

Play against someone to
look at the cards he or
she is holding and take 1
card of your choice. You
may not look at or take
password codes.

Oper or Root
access to Government.
Requires:

Line Spike

Play against someone
who has only User access
to TeleComm. That
player may not take any
actions on his or her next
turn.

Oper or Root
access to TeleComm.
Requires:

Play against someone
who has only User access
to Micronopoly. That
player’s hand limit is
reduced by 1 until he or
she gains Oper access to
Micronopoly.

Oper or Root
access to Micronopoly.
Requires:

Beta Site

All players with
access to Micronopoly
must immediately
discard 3 cards, chosen at
random.

Oper or Root
access to Micronopoly.

other

Requires:

Software
Patch

Bank Run

All players with access to
Banking must
immediately discard 3
cards, chosen at random.

Oper or Root
access to NewsMedia.
Requires:

Code D Code D

Code D Code D Code D

Code D Code D

If you your turn
holding this card, you
may not make access
attempts during your
turn.

You may use 1 action to
give this card to another
player.

begin

any

Trojan Horse

Code D



Retro-Virus

Play faceup in front of
any sector to which you
have access. The next
player who succeeds in
improving access to this
sector must discard all of
his or her cards the
attempt is completed.
Then discard Retro-
Virus.

after

Code D

FDIC

Play against the player
who controls the
Government sector. That
player must give you ½
of his or her cards,
rounded up, his or her
choice of cards.

Root access
to Banking.
Requires:

Code E

Code D

Play this card when you
are required to lose 1 or
more of your cards.

You do not lose any
cards (except, of course,
Backup).

Backup

You may play this card at
any time.

players with access to
Micronopoly receive 1
additional action on their

turn.

Access to
Micronopoly.

All

next

Requires:

WinZap

Upgrade:

Requires:

You are
immune to all viruses;
ignore the effect of any
virus played. Leave this
card faceup in front of
you.

Access to
Government. Your
sector’s password must
contain code E.

Code E

ICE

Play this card when
someone plays a card
that access to a
sector to which you have
Oper or Root access.
That player’s action is
canceled before it takes
effect, and the player’s
turn ends immediately.

requires

Code E

CancelBot

Play this card against any
other player. That player
may not attempt to
improve access to any
sector during his or her
next turn.

Access to
TeleComm.
Requires:

Whoops!
Disconnect

Code E

Human Services

Take 2 cards, chosen at
random, from 1 other
player. Without looking
at the cards, give 1 to a
different player and keep
1 for yourself.

Oper or Root
access to Government.
Requires:

Code ECode E

You may play this card at
any time.

players may ignore
their hand limits and
draw 2 additional cards
on their turn.

Access to
NewsMedia.

All

next

Requires:

No eTaxes

Code E



Overdraft

Play this card against any
other player. That player
must immediately
discard 3 cards, chosen at
random.

Access to
Banking.
Requires:

Code E

Net Volley-Ball

All players lose 1
action on their next turn.

Access to
Universities.

other

Requires:

Red Tape

Play this card against any
other player. That player
may not attempt to
improve access to any
sector on his or her next
turn.

Access to
Government.
Requires:

Code E

Choose 1 player to spam.
All players may give this
player as many cards as
they wish.

On his or her next turn,
the spammed player
loses 1 action for each
card he or she received.

Spam

Code F

Upgrade:

Requires:

Take 1
additional action each
turn for the rest of the
game. Leave this card
faceup in front of you.

Access to
Micronopoly. Your
sector’s password must
contain code F.

Over-Clock

Code E Code E

Play against someone
who has only User access
to Banking. On his or
her next turn, the player
may not draw any cards.

Oper or Root
access to Banking.
Requires:

Direct Deposit

Code F

Loan Default

Ignore your hand limit
until your next turn.

Oper or Root
access to Universities.
Requires:

Code F

Mother’s
Maiden Name

Code F

Automatically gain User
access to any sector.

This card cannot be
stopped by any card.

If you your turn
holding this card, you
may take only 1 action
during your Take Actions
step.

You may use your 1
action to give this card to
another player.

begin

Bug

Code E



Code F

Automatically gain User
access to Micronopoly.

This card cannot be
stopped by any card.

Warez

Automatically gain User
access to Banking.

This card cannot be
stopped by any card.

Free Checking

Automatically gain User
access to Universities.

This card cannot be
stopped by any card.

Telecourse

Code F Code F

Automatically gain User
access to Government.

This card cannot be
stopped by any card.

Public Library Blog

Automatically gain User
access to NewsMedia.

This card cannot be
stopped by any card.

Phreaking

Automatically gain User
access to TeleComm.

This card cannot be
stopped by any card.

Code F Code F Code F

Worm

If you your turn
holding this card, you
may not draw any cards
during your Draw Cards
step.

You may use 1 action to
give this card to another
player.

begin

Code F

Play this card against the
player who has a faceup
Over-Clock upgrade.
That player must discard
Over-Clock and may not
take any actions during
his or her next turn.

Burnout

Code F

Fifteen Minutes

Play against any other
player. That player may
not take any actions on
his or her next turn.

Access to
NewsMedia.
Requires:

Code F
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Root

Oper

Banking

Draw 1 additional card

User

Root

Oper

Draw top discard

User

Root

Oper

Micronopoly

Hand limit increased by 2 cards

User

Root

Oper

NewsMedia

Skip turn and draw 6 cards

User

Government



Root

Oper

TeleComm

Immune to losing actions

User

Root

Oper

Universities

Automatic User access

User

Turn Sequence

Free Access Attempt Step
Take Actions Step

Trade a Card Action

Access Attempt Action
Play a Card Action

Discard Cards Step
Draw Cards Step

Number of actions =
Number of Root accesses

Number of cards drawn =
Root + Oper accesses

Hand limit =
Root + Oper + User access

Limits

Improve Access

Access Level Show Controller
User 1 code
Oper 2 codes
Root 3 codes

Sector Controller

Uncontrolled Sector

Access Level Discard Cards
User 2
Oper 3
Root 4

1

3

2&3

3

2

1

Keep codes that are in your password.
Return codes that in your password.
Grant improved access if codes match.

not

are

all



Banking A B C D E F

Government A B C D E F

Micronopoly A B C D E F

NewsMedia A B C D E F

TeleComm A B C D E F

Universities A B C D E F

C
h
e
c
k
lis

t

BankingABCDEF

GovernmentABCDEF

MicronopolyABCDEF

NewsMediaABCDEF

TeleCommABCDEF

UniversitiesABCDEF

C
h
e
c
k
li
s
t

Banking A B C D E F

Government A B C D E F

Micronopoly A B C D E F

NewsMedia A B C D E F

TeleComm A B C D E F

Universities A B C D E F

C
h
e
c
k
lis

t

BankingABCDEF

GovernmentABCDEF

MicronopolyABCDEF

NewsMediaABCDEF

TeleCommABCDEF

UniversitiesABCDEF

C
h
e
c
k
li
s
t

Banking A B C D E F

Government A B C D E F

Micronopoly A B C D E F

NewsMedia A B C D E F

TeleComm A B C D E F

Universities A B C D E F

C
h
e
c
k
lis

t

BankingABCDEF

GovernmentABCDEF

MicronopolyABCDEF

NewsMediaABCDEF

TeleCommABCDEF

UniversitiesABCDEF

C
h
e
c
k
li
s
t

Banking A B C D E F

Government A B C D E F

Micronopoly A B C D E F

NewsMedia A B C D E F

TeleComm A B C D E F

Universities A B C D E F

C
h
e
c
k
lis

t

BankingABCDEF

GovernmentABCDEF

MicronopolyABCDEF

NewsMediaABCDEF

TeleCommABCDEF

UniversitiesABCDEF

C
h
e
c
k
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s
t

Cut

Fold

Fold

Cut

Cut



Access Markers Y
o
u

can
cu

t
th

ese
co

u
n
ters

o
u
t

an
d

u
se

th
em

fo
r

access
m

ark
ers.

O
r,

y
o
u

can
ju

st
u
se

co
in

s,
flat

m
arb

les, can
d
y,o

r
w

h
atev

er .

If
y
o
u

w
an

t
to

u
se

th
ese

co
u
n
ters,

first
co

p
y

th
is

p
ag

e
o
n
to

card
sto

ck
.

N
ex

t,
cu

t
o
u
t

alo
n
g

th
e

d
o
tted

lin
es

an
d

g
lu

e
th

e
co

u
n
ters

to
so

m
e

ch
ip

b
o
ard

.
U

se
ju

st
a

th
in

lay
er

o
f

p
ap

er
g
lu

e
an

d
sp

read
it

aro
u
n
d

ev
en

ly
w

ith
y
o
u
r

fin
g
er

(b
u
t
d
o
n
’t

eat
it!).

P
u
t
a

b
o
o
k

o
n

to
p

o
f

th
e

co
u
n
ters

an
d

ch
ip

b
o
ard

an
d

let
th

em
d
ry

o
v
ern

ig
h
t.

In
th

e
m

o
rn

in
g
,
cu

t
o
u
t
th

e
co

u
n
ters

w
ith

a
stro

n
g

p
air

o
f

scisso
rs.

V
o
ila!


