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Citizens! Our city is under attack.
A wave of crime floods the streets,
from small shops to the golden halls of banks.

Bold, cunning thieves led by a Master Thief
always one step ahead.

But do not despair. Our Guards stand firm.
An iron wall against chaos,

led by our unyielding Police Chief.

. The lines are drawn. The clash begins.
It's Guards versus Thieves. '




Guards vs Thieves is a tactical card game for 2 players.

One player takes on the role of the Master Thief, leading
a gang to pull off the most valuable heists across the city,
while the other becomes the Police Chief, determined to
catch the thieves and bring order to the city.

Each player uses a unique deck and must outsmart their
opponent over six intense rounds.

Manage your crew, deceive your rival, and choose your
moves carefully: every decision can make the difference
between a perfect robbery and a swift arrest.

Who will prevail and leave their mark on the city?




Components

The game includes a total of 56 cards:

Police Chief's Deck
x11Base Cards

x2 AdvancedCards

Blue backs.

Location Deck
%20 Base Cards
Gold backs, landscape.

Master Thief's Deck
x11 Base Cards

x3 Swindler Cards

x2 Advanced Cards

Red backs.

Expert Character Cards
x3 Thieves Character Cards

x3 Guards Character Cards

Gold backs.

Unique Card
x1"Unguarded!"
Blue back.




Basic version

Choose (or randomly determine) who will be the Master
Thief and who will be the Police Chief.

Search both decks for the 2 "Helicopter Patrol’ (Guards),
the "Lv.0 Thief" (Thieves), and the "Switcheroo” (Thieves),
and return them to the box.

Remove the 3 "Swindlers" (Thieves) and place themin a
face-up pile next to the Location Deck.

Each player takes their remaining deck (11 cards), shuffles it,
and draws a starting hand of 5 cards.

Shuffle the Locations deck and reveal the top 3 cards,
placing them in a row in the center of the play areq,
between the two players.

Return all the Characters (and the "Unguarded!” Unique
Card) to the box; they are not used in the Basic version.



Advanced version

As in the Basic version, except that after removing the 3
"Swindlers" (Thieves) and placing them in a face-up pile,
each player may choose any 2 cards from their Base and
Advanced Cards to return to the box.

Do not reveal the choice to your opponent!

Expert version

As in the Advanced version, except that each player

also chooses a Character of their faction and takes the
corresponding card, placing it in plain view in front of them;
the other Characters are returned to the box.

If "The Legend" is chosen (by the Master Thief), the Police
Chief must include the "Unguarded!" Unique Card in his
deck (thus he will have to return to the box 3 cards instead
of 2, to have a total of 11 cards in his deck).




Preparing the table

The setup for the Expert version (starting hands not

shown), featuring the row of Locations and the spaces

marked by dashed borders where cards are played - one

per Location per player.
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Gameplay & Phases

The game lasts 6 rounds, each divided into 3 phases:

I. Planning
Each player assigns one card face down to each revealed
Location.

Il. Resolution
The Master Thief chooses the order of Locations; reveal
cards and resolve their effects to determine the outcome.

Ill. Time Passes
Discard cards in play, draw back to 5, and reveal new

Locations (if not enough remain, the game ends).

The phases are explained in detail on the following pages.




Each player chooses 1 card from their hand for each
revealed Location and places it face down in front of it.
This is an example of how the play area should look:
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Each player will therefore play 3 cards and keep 2 cards in
hand.
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The Master Thief decides the order in which Locations are

resolved.

He does not need to announce the order in advance and
may choose the next Location one by one after seeing the
outcome of each previous resolution.

To resolve a Location, reveal both cards assigned to it and
resolve their effects.

The outcome depends on the Location being resolved
and on the presence (or absence) of Thieves, Guards, and
Events, as explained on the following pages.




Arrest (Guard vs Thief)

If both a Guard and a Thief are present, and the Guard's
level is equal to or higher than the Thief's level, the Thief is
arrested.

When an arrest occurs:

e  The Police Chief places the Thief in his jail (Police
Chief's Scoring Pile).

e  Discard the Location (return it to the box)

e Take 1 Swindler from their pile and place it in the Master
Thief's Discard Pile (this can happen up to 3 times per
game)




Robbery

If a Thief is present with no Guard (or with a Guard
whose level is lower than the Thief's) and the level of the
Thief is equal to or higher than the level of the Location
(Warehouses, Armories, and Bakeries have level 0), the
robbery succeeds. The Master Thief places the Location
face up in his loot chamber (Master Thief's Scoring Pile).

Warehouses and Armories are worth "Tools" (1 or 2,
respectively), that may be spent as a "Plot Twist" (a
temporary boost; see below).

Standstill

If neither a Guard nor a Thief is present, resolve Events if
any, then discard the Location. The same applies if a Thief
is present, but their Level is not high enough to rob the
Location.




Investigation

+2TOOLS / +2 CLUES

Any Thief adjacent
tothe right gets #1 Lv.

If a Guard is assigned to a Warehouse, Armory, or Bakery
with no Thief present, the Police Chief takes the Location
and places it face up next to his scoring pile. Each Location
provides a bonus:

e  Warehouse: gain 1 Clue

e  Armory: gain 2 Clues

e  Bakery: may gain 2 Success Points (requires both
Bakeries)

Clues may be spent as a Plot Twist (temporary boost).

Having both Bakeries means you gain 2 extra Success
Points at the end of the game (see End of Game).

If a Guard arrests a Thief in a Warehouse, Armory or
Bakery, there is no time to investigate. Thus, the Police Chief
does not take the Location as Clues (or potential Points).
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A Plot Twist occurs when the Master Thief or Police
Chief uses Tools or Clues to temporarily boost a
character's level during a Location resolution.

If there is a Thief in a Location, after both cards are
revealed and any Event effects are resolved, the
Master Thief may play a Plot Twist.

He may spend one Warehouse or Armory from his
Scoring Pile as Tools to increase the Thief's level by +1
or +2 respectively.

Swindlers do not benefit from Tools.

Increasing a Thief's level may help them to avoid
arrest or succeed in a robbery that would otherwise
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fail.

If a Guard is also present in that Location, the Police
Chief may respond after the Master Thief announces
how many Tools he will spend (O, 1, or 2).

He may spend one Warehouse or Armory from his
Scoring Pile as Clues to increase the Guards's level by
+1 or +2 respectively.

Clues may only be used if a Guard is present (they
cannot boost the Location itself).

Restrictions:

e  Each faction may use only one Tool or Clue card
as a Plot Twist per Location.

e  Armories cannot be split: they count as 2 Tools
or Clues, never 1.

e  All Warehouses and Armories used as Tools or
Clues are removed from the game.

e  Swindlers' level cannot be modified.

e  Thereisno upper limit to level increases, as long
as rules are respected.




Ill. Time passes

All cards remaining in play are placed into their respective
Discard Piles. Locations are returned to the box.

Each player then draws cards until they have 5 cards in
hand. If a deck is empty, shuffle the Discard Pile to form a
new deck.

Reveal the next 3 Location cards and place them in a row in
the center of the play area.

If there are not enough Locations left in the deck, the game
ends immediately.




After 6 rounds, the player with the most Success Points
wins.

e Police Chief: each arrested Thief is worth Success
Points equal to their Level (as printed on the card: 1, 2,
or 3).

e Master Thief: each robbed Location is worth Success
Points equal to its Level (O for Warehouses and
Armories, 1 for Shops, 2 for Jewellers, 3 for Banks).

e [f aplayer has both Bakeries, they gain a total of +2
Success Points.

Tie-breaker
If tied, the player with the most scoring cards wins.
e  Master Thief: Shops, Jewelleries, Banks, and Bakeries

° Police Chief: arrested Thieves and Bakeries

If the tie persists, the Police Chief wins.




Characters

In the Expert version, each player starts with one Character.

Choose one Character from your faction and reveal it
simultaneously when both players are ready.

Alternatively, if both players agree, Characters can be
assigned randomly, or each player may choose a Character
for the opponent's faction.

Characters are placed face up and usually grant a bonus
usable every turn. Their effects must be read aloud and
remain active throughout the game. Characters cannot be
arrested, eliminated, or discarded.

For more details, see the "Card descriptions” chapter of the

rulebook.




Card descriptions

Cards are listed in alphabetical order.

Alarm! (x2) - Guard Event

When revealed, it may be swapped with an adjacent
Guard, if available, even if face down. If the Guard is face
down, flip it face up.

Distraction (x2) - Thief Event

The Police Chief must swap one of his face down cards in
play (of his choice) with a card from his hand. The new card
is placed face down in the same position. This has no effect
if all Guard cards currently in play are face up.

Escape Route (x1) - Guard Thief Event

Increases the Level of all Thieves in adjacent Locations
by 1, but only to avoid arrest. It does not help to achieve
robberies. The effect lasts until Time Passes.

Helicopter Patrol (x2) - Guard Event

When revealed, if the Master Thief played an Event in the
same Location, that Event is cancelled and discarded with
no effect. Not used in the basic version of the game.

Inspector — Guard Character (Expert only)
At the end of the Planning Phase, after both players have



deployed their cards, the Inspector allows the Police Chief
to add a second card to any one of the 3 Locations. During
the Resolution Phase, after the Master Thief reveals his
card in that Location, the Police Chief may choose which of
his 2 cards to resolve. The other is returned to his hand.

Kingpin - Thief Character (Expert only)

His ability may be used once per game. After using it, flip

the Kingpin face down as a reminder.

Once per game, at the start of the Resolution Phase and

before any cards are revealed, the Master Thief may look at

all cards in play and rearrange them freely.

Each Location must still contain one card per faction. Cards

may be moved, left unchanged, or fully redistributed.

Afterwards, all cards are returned face down and the

Resolution Phase proceeds normally.

Special cases:

e When facing the Inspector, paired cards must remain
together, though they may be moved to a different
Location.

e When facing the Mayor, the Mayor is unaffected and
remains in his Location. However, the other card in that
Location may be swapped by the Kingpin.

Level O Thief (x1) - Thief

If unopposed, he can still rob Warehouses, Armories, and
Bakeries. His Level may be increased through Tools, Logistic
Support, and other effects, allowing him to achieve higher-



value robberies. Not used in the Basic version of the game.

Logistic Support (x2) — Thief Event

Increases the Level of a Thief in an adjacent Location (in
the direction indicated by the arrow) by 1. The effect lasts
until Time Passes. Each Logistic Support card points in a
different direction: one left, one right. It is useful both to
avoid arrest and to succeed in robberies.

Mayor - Guard Character (Expert only)

During the Planning Phase, the Mayor is placed face up in

any one Location, in addition to a regular card. The Master

Thief knows the Mayor's Location before deploying his own

cards. In the Resolution Phase, if a Guard is present in the

same Location as the Mayor, its Level is increased by 1.

Events are not affected by the Mayor. He may still be used

as a bluff regarding the presence of a Guard.

Movement rules:

e Ifthe Guard in the Mayor's Location is moved (for
example by an "Alarm!"), the Mayor does not move
with it and remains in place.

e |f the card paired with the Mayor is removed or
replaced before being revealed (for example by
"Distraction”), the Mayor remains in the same Location
and affects the new card if it is a Guard.

Private Eye — Guard Character (Expert only)
The Police force is considered less efficient than usual: the



Level 3 Guard is treated as Level 2 (Clues may still modify it
as normal).

However, in the Planning Phase, after the Master Thief has
deployed his cards, the Private Eye chooses one of them,
looks at it, and returns it face down in its original position.
Only then does the Police Chief deploy his three cards.

Spy Dancer — Thief Character (Expert only)
At the start of each turn, the Police Chief reveals his hand to
the Master Thief, then may rearrange the cards in his hand.

Sting! (x1) - Guard Event

The Police Chief draws a random card from the Master
Thief's hand. If it is a Thief (including a Lv.O Thief or
Swindler), they are arrested and placed in the Police Chief's
Scoring Pile. Otherwise, it is returned to the Master Thief,
who may rearrange his hand.

Surveillance (x2) - Guard Event

Sets the Level of a Location to 3, making it harder to rob.
This affects Warehouses, Armories, and Bakeries (normally
Level O).

Swindler (x3) - Thief (special)

Not part of any deck at the start of the game.
Whenever a Thief is arrested, add one Swindler to the
Master Thief's Discard Pile (up to three times per game).



They are Level 1 Thieves whose Level cannot be modified.
When revealed, if the Police Chief played an Event in that
Location, cancel it and discard it with no effect.

Switcheroo (x1) — Thief Event

When revealed, if a Guard is present in the Location, it is
treated as a Thief. If its Level is equal to or higher than the
Location's Level, the robbery succeeds. It may be modified
by Tools and other effects as normal. If no Guard is present,
this has no effect. Not used in the basic version of the game.

The Legend - Thief Character (Expert only)

The Level 3 Thief in the deck is treated as Level 5 for

all purposes except scoring. If arrested, it is still worth

3 Success Points. This applies only to that specific card,
not to temporary Level increases. If The Legend is chosen
by the Master Thief, the Police Chief mustinclude the
"Unguarded!" Unique Card in their deck during setup.
When drawn (during setup or when Time Passes), it must
be revealed. During the next Planning Phase, it must be
played (face down, as usual). The Master Thief will know
that one Location is "Unguarded"”, but not which one.

Unguarded! (x1) - Unique Card

See "The Legend". This card has no effect when played and
it must be included in the Police Chief deck if “The Legend"
is the Character of the Master Thief



lcons & Keywords

LV cannot be increased in any way (Swindlers)
Affects both adjacent Locations.

Affects only the adjacent Locations to the left.
Affects only the adjacent Locations to the right.

When this card is drawn (during setup or when
Time Passes), it must be revealed. (Unguarded!)
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