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A gome by Dovid Short

For 2-4 plauyers, ages 14
and up

INTRODUCTION

INn the corporate-ruled world
of the nmnear future, the Nnexus
is o vast digital network

that serves aos both the
boackbone of the economuy
and the information pipeline
thot keeps the corporations
iNn power. Those who control
the nexus confrol the world.



Foced with o constant
streaeam of hacker oftacks,

o group of corporations
created on artificial
intelligence that could learn
from the hackers themselves
and discover security

flaws befaore they could be
exploited.

The artificial infelligence,
codenamed Cupher, evolved
faster than its cresators could
have imaqgined. It gained
senfience, went roque, and
become the ultimate hacker.
Now Cupher is fighting the
corporations themselves

for control of the Nnexus.

It's @ cuberwar on o scale
never seen before, oand its
outcome will change the
world. 3



GCAME OVERVIEW

Eoach player takes on

the role of o foaction
gathering characters from
three different classes of
influence, from the upper
echelons of corporations to
the shrewd agents of the
streefts. The more influence
characters qgive you, the
greater control you'll have
over Cupher ond dominate
the nexus!

GORAL

The player with the most
iNnfluence af the end of the
Qoame wins.
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COMPONENTS

Your goeme of Cypher

should include the following.
If it does not, contact
customerservice@alderac.com
for assistance.

»» Rulebook (this book])
» 19 Character cards
» 4 Reference cards

» | Nexus bag

Chorocter Reference
cords cord (=4



CARD ANATOMY

While in play, you
Moy draw & more.

cards when you are
drawing cards
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INnfluence: This Nnumber
indicates how much influence
the character gives uou while
itis in your play area.

Cord Nome

Roarity: The number of dofs
indicate how moany copies
of the coard there are in the
deck.

Closs lcon: This icon along
with the overall design of
the card template defines
which closs the character

is associated with (upper,
middle, lower).

Effect: Each character
features o unique effect that
aoffects the game either when
the coard is plaued or during
the course of the goame. A



SETUP

=%

Uive each plauyer |
reference cord.

Shuffle all I9 character
cards.

. Determine o starting

player ot reandom (if
playing multiple games,
this should be the winner
of the previous game).

. Deal 3 cards to the

starting player.

. Deal |l card to the player

to the right of the
starting plauer.

. Deal all other plauers 2

cards.



7. Place the rest of the
character cards face
down as g cenfral draw
deck

8. Drow the top card from
the drow deck ond
place it foace up Nnext ro
the deck for all to see
(this card is called the
Display)

EXAMPLE SETUP
DRAW DeCK
DISPLAY




HOW TO PLRAY
Beqginning witrh the starting
player, players take turns
iNn clockwise order. This
confinues unftil either the
deck runs out of cards or
the Cuber Anomaly card is
played.

TAKING A TURN

At the beqginning of your
turn, you will have exactiy 3
cards in your hand. During
your turm you must perform
the following 4 steps in

order:
. Play

2. Drow
S. Poss

4. Discoard
10



1l PLAY

Choose one of the three
cards in your hand fo play
and place it face up in your
own play area in front

of you. Then resolve any
reloted effect. You must
apply its effect entirely, even
if it is bad for you.

CLASS ICONS

Upper Middle Lower
Cloas Closs

1)
n
0
T
v

<P
<P
<P
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CHARACTER LIMIT

Your play area may
only have o maximum
OFf 3B cards. If af anuy
time o fourth card is
to be oadded to uour
play area, you must
immediately decide
which of the 3 existing
cards to discard. The
discarded card is
placed face down of
the bottom of the
draw deck.

There are two types of card
effects: "When plagyed...”
and "While in play..."
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"When ploged..." card
effects are only octivated
when that card is added to
your play area from your
hand. For example, if the
Corp Overseer is added to o
player's play area because
of the executive's effect, the
Corp Overseer's effect is not
activated.

"While in play..." card
effects are constantiy
activated. This means that
these cards are alwaus in
effect, Nno matter how theuy
come fo be in your play
area. For example, as long
as the Hacker is in your play
ares, you mauy draw from the
bottom of the deck when
UJou are droawing cards.
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=) DRAW

Drow one card from either
the top of fhe draw deck
or the Display. This card is
aodded fo uour hand.

NOTE: Whenever the Display
is empty, immediately refill

it with @ card from the top

of the drow deck. This
replenishment occurs even
iNn fhe middle of dreawing
multiple cards.

3] PASS

Choose oany one card from
your hand to pass face
down to the player to your
left. Then choose another
card from your remaining
hand to pass face down to
the plauer to your right.
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NOTE: The cards that uou
pass mMust come from your
hand, oand Nnot from your
play areao.

) DISCARD

If ou have more than one
card in your hand, you must
choose cards to discard in
order to end your turn with o
single card in uour hand.

DISCARDED CARDS

All cards that are
discarded during the
gome do not go to

a separate discard
pile. Instead, they are
ploced face down
below the droaw deck.




GCAME END

The end of the game is
triggered if any of the
following conditions occur:

» The drow deck is empty ot
the end of o player's turn.

» A player hos ployed o
Cypher Anomaly card into
his or her play areas.

Once the end of the game
is friggered, ALL players
get one last turn before the
gome ends, including the
player who triggered the
end of the game.




If, during these last few turns,
the drow deck is replenished
or another Cupher Anomaly
card is played, the goame is
NOT extended in anu wauy.

WINNING THE GAME
The winner is the player with
the highest taotal influence
from cards in his or her play
area.

IN case of a tie, the tiebreaker
goes to the fied plauer who
is closest in clockwise order
to the player who triggered
the end of fhe gome. For
example, if you friggered the
end of the geame oand tied
with the player to your left,
that player would win the
gome instead of you.
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2-PLAYER RULES
When playing with 2 plauers
all of the stendard rules

still opply except for the
following:

During setup, deal the
starting plauer 3 cards and
the ofher player 2 cards.

I. Play: Proceed os
normal.

2. Drow: Drow 2 cards,
iNnstead of just | card.

3. Poss: Choose anuy |
card from your hand to
pass face down to the
other player.
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4. Discard: If you haove
more thoan 2 cards in
your hand, you must
choose cards o discard
imn order fo end your turnm
with a tofal of 2 cards in
your hand.




OPTIONAL RULES

To create more variety in
Uour goames, you may use
the fFollowing optional rules.

SETUP VARIANT

After shuffling the deck, but
before dealing cards out

to the plauyers, place the
top card of the deck aside
without looking of it. This
card is out of the game.
Proceed with the standoard
gome from here.




CAMPAIGN GAMES
This variant allows players
to play multiple gemes fo
determine an overall victor
of the compaign.

When o player wins o geame,
he or she receives | point,
then play o new game
following all of the setup
rules.

A player becomes the
victor of the campaign ofter
receiving @ number of points
baosed on the number of
ployers:

= 2 Players 4H points

= 3 Players 3 points

= 4 Plauers 2 points
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CARD
CLARIFICATIONS

» CORP OVERSEER
This ability only effects the
plauer who played it.

» ARISTOCRAT

When you play this card,
you must discard all Middle
Closs cards from your play
area.

Additionally, if you play o
Middle Closs card while the
Aristocrat is in your play
areos, you must immediately
discard the Aristocrat.

e



» EXECUTIVE

When you play this card,
move the Executive to the
play area or Display where
the Corp Overseer is, then
move the Corp Overseer to
your play area. If the Corp
Overseer is Nnot in another
players' play area or the
Display, there is Nno effect.

» CODER

This card mouy be used in
combination with the effects
of other characters like the
Hacker, Exfractor, Fixer oand
Cypher Anomaly.
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» TECHNOMANCER

This ability has no effect

oNn cards in players' hands.
Clockwise from the plauer
who played this, each
affected player must discard
their Upper Class cards. IfF a
ploayer must discard multiple
cards, he or she may
choose which order to do so
(not the player who played
the Technomancer).

» ARCHIVIST

When you play this card,
move the Coder from
another players' play area
or the Display to your play
area. If the Coder is not in
another players' play area
or Display, there is Nno effect.
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» DATA RUNNER
While the Data Runner
isin your play areqg, the
Technomancer does not
force you to discoard uour
Upper Closs cards. The
Technomancer affects oll
other players normally.

» SYNDICATE CHIEF
While the Sundicate Chief
iSin the seome play areo

as any other Lower Class
card, he is worth B influence
instead of 3. If you have
both Sundicate Chiefs oand
o Lower Class card in your
ploay area, each Syndicate
Chief is worth 6.
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» HACKER

This card moauy be used in
combination with the effects
of other characters like the
Coder, eExtractor, Fixer oand
Cypher Anomaly.

» BODYGLGUARD

You mauy only use the
Boduyquard's ability if o
card(s) in uour play areas is
offected. You cannot use the
Boduyqguard to ignore o card
effect that you played.

Using the Boduquard is
optional. If you use the
Boduqguard, the card effect
that you ignore still affects
all other players normally.



» EXTRACTOR

Affter you drow 3 cards and
add them to uour hand, oany
card in your hand mau be
removed from the game,
not just the 3 drawn. Do not
reveal the removed card to
the other plauers.

» FIXER

If Needed, the Fixer may

be immediotely discarded,
if fhe mnewly odded card is
the fourth card in your play
area.

When you odd o card from
your hand to your play areq,
its effects are octivated
normally.
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» CYPHER ANOMALY
When you play this card, it
triggers the end of the game.
If, during these last few fturns,
another Cupher Anomaly
card is plaued, the game is
not extended in any wauy.

If Nneeded, the Cupher
AnNnomaly may be
immediately discarded, if
the newly oadded card is the
fourth card in the play area.

When you add o card from
your hand to your play areags,
its effects are octivated
normally.
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Printed in Chinao.
Warning: Choking hazard!

Not for use by children
under 3 years of age.

For more information,
Vvisit our website:
www.alderac.com/cypher
and www.alderac.com/forum

Questions-?
Email CustomerService®
alderac.com




( TAKING A TURN
I. Play | cord from hond
and resolve effect.

2. Drow | cord.

3. Poss | card to the left
player, then | card to
the right plauyer.

4. Discord down to | card
in hand.

OCAME END
Triggered if any of the

» Drow deck is empty ot
the end of o player's turn.

» A player has played o
Cypher Anomaly card into
his or her play areas.

following conditions occur:
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