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The Setup Phase of FENCE!

In the Setup Phase, we assemble the deck, build the map, and place the pawns.

Assemble the Deck

Select one red and one blue set of Ace through 6 for each player in the game. Match the color of
the suit with the color of the back of the card (use only Spades and Clubs for blue-backed cards,
and only Hearts and Diamonds for red-backed cards). So if you have 3 players, you'll want 3 red
Aces with red backs, 3 black Aces with blue backs, 3 red twos with red backs, 3 black twos with
blue backs, and so on up to 3 red sixes with red backs and 3 black sixes with blue backs.

If you'd rather not use playing cards, you can print and cut out the card sets included with the
PDF.

Set the other cards aside; you won't use them in this game.

Shuffle the red-backed cards into one pile, and shuffle the blue-backed cards into a separate pile.
Place the two piles face-down; this is the Stash.

Build the Map

The goal of this part is to create an interesting, functional, and well-connected map for the rest of
the game.

Mix and distribute all the tiles as evenly as possible to all players, face down.

From The Stash, deal each player a red card and a blue card, face down. This will designate that
player's starting tile. Players can look at their own starting location as soon as they are dealt.

Each player turns their tiles face up in front of them. The player with the tile
labeled "Old Town" (E1,E) places it in the center of the table, and places m in
front of themself.

Going clockwise around the table, each player places one of their own tiles onto
the map. Tiles can be placed in any orientation, but edges and corners must
match exactly with the tiles already placed, and you must be able to navigate
from Old Town to some neighborhood on the newly placed tile by road and back (without
violating One Way signs =3).

Old Town

When playing a tile which has more than one neighborhood on it, every neighborhood that is
connected to another tile by road must be able reach Old Town and back (respecting One Way
signs).

As an alternative to placing a tile, a player may choose to swap one of their tiles with an already-
placed tile, assuming it fits.

When a player places a tile, they should clearly say the name of the neighborhood(s) on tile, and
what neighborhood(s) they are adjacent to. For example, " Cabbagetown connects to to the Stix
and Parkview". If any player thinks a tile has been misplaced, they can say "it doesn't match” or
"you can't get to that tile from Old Town", or "you can't get from Old Town to that tile", and the
player who placed the tile must pick it up and put it back in front of them and try again.

Continue until everyone has placed all their tiles; if any tiles cannot be placed legitimately,
discard them face-down.

Once the map is fully-built, note the neighborhoods which cannot be reached from Old Town
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During the setup phase, all players play their tiles at once, rather than taking turns. A player who
has placed all their tiles may place tiles belonging to another player.

Rewarded Tile Placement

During the setup phase, encourage the creation of a densely-connected map by letting players
draw and keep a card for every tile placed with at least two (three?) connecting edges. Reducing
the number of initial cards drawn after map placement might be advisable.

Big Map

Make two sets of tiles and shuffle them together. Build a huge city. When cards or dice indicate
a new tile coordinate, the player placing the pawn chooses from any neighborhood on any tile
bearing that coordinate.

Missing Tiles

During the setup phase, as soon as the first player empties their hand of tiles, all tiles still held in
people's hands are discarded.

Placing Multi-Neighborhood Tiles

During the setup phase, require that every neighborhood in a placed tile must be connected to
Old Town (in both directions), rather than simply checking that at least one neighborhood is
reachable.

Trading Cards

Allow (encourage?) players to trade cards with each other. What kind of deals are acceptable?
When can trading happen? Can people in Jail trade cards?

The Trading Post

During the Setup Phase, the First Player rolls the dice and places a Trading Post marker on a
neighborhood in the selected tile. Any player who ends their turn in the Trading Post can swap a
card with another player of their choice. The player in the Trading Post takes one card from their
hand and puts it face down in front of another player. The other player presents their hand (backs
outward) to the first player, and the first player selects a card from their hand, keeping it. The
player who got traded with keeps the card that was placed face down in front of them.

Mixed Stash

After the setup phase, shuffle the red and blue decks in The Stash together. A player who wins
the Hot Goods simply draws from the top of the stack.

Mixed, Blind Stash

Play with a single deck of cards for every two players: red suits refer to the red coordinate, black
suits refer to the blue coordinate. Any time a red/blue pair must be drawn from the stash directly,
draw cards until you get one of each color, discarding all but the last of each color.

Hot Goods by Cards

If you don't have a pair of dice, during the Hot Goods part of a round, draw the location of the
Hot Goods from The Stash. This can burn through The Stash pretty quickly, so you could try
adding another set of Ace through 6 of each color. If you don't like that, you could shuffle and
draw from the Discard Pile, or you could set aside the cards drawn for the Hot Goods, and re-
shuffle the Stash each round.
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The Main Phase of FENCE!

Once the Setup Phase is over, the Main Phase is a series of rounds.

In a round, each player takes a turn sequentially, starting from the First Playerm and moving

clockwise. At the end of each round, the Hot Goods come up, and then m moves one player
counter-clockwise.

When it is your turn, you can either:

®  Move Yourself, or
e Move Others

but not both.

Move Yourself

Play and discard one or two cards to move your pawn. When
you play a single card, you only change the coordinate
associated with that color of card (and keep the other
coordinate the same). So, for example, if you were in Old Town
(E,EE) and you played a blue Ace, you would move your pawn
to Sunnyside (E1,E]). Some tiles have no coordinates. You
cannot Move Yourself with one card from those tiles.

If you play two cards (one card of each color), move your pawn to that coordinate.

If you move to a tile that has more than one neighborhood, you can choose which neighborhood
to move to.

You cannot Move Yourselfinto an already-occupied neighborhood.

Move Others

If you do not (or cannot) Move Yourself, you are Moving Others. Each player must move one
other player's pawn, and the Cops .

A player moves one other player's token along a road to an adjacent neighborhood by road. This
move must respect One Way markings =31,

A player can either move the Cops by road or by tipping them off. If you move the Cops by road,
you do not need to respect One Way markings.

To tip off the Cops, play and discard one or two cards, and move the Cops' pawn accordingly. So
if the Cops are in Downtown and you play a blue 2, move them to Four Points.

If you tip off the Cops to a tile that has more than one neighborhood, you can choose which
neighborhood to place them in.

If you move another player into a neighborhood with the Cops, or you move the Cops onto a

neighborhood occupied by a player, the player goes to Jail. Remove their pawn from the map, and
place it in the Jail.

Life in Jail
On your turn, if you are in Jail and you have one red card and one blue card, you must Move
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Yourself; this gets you out of Jail. If you don't have both a red and a blue card, you Move Others
as normal.

You can still get cards while you are in Jail, though: if you put someone else in Jail while you are
in Jail, this is called Turning State's Evidence. If you do this by moving the Cops along a road,
draw one card of your choice from The Stash. If you do this by moving the Cops with a card,
draw the minimum number of cards from the Stash to have one red and one blue card in your
hand. Draw these card(s) immediately upon moving the other player's pawn to Jail. If you can,
you must use those cards on your next turn to get out of Jail.

Turning State's Evidence is only possible from Jail. If you are not in Jail already, you get no cards
for sending another player to Jail.

Note that it's possible to Turn State's Evidence from Jail twice in one turn (first by moving one
player onto the Cops, and then again by moving the Cops onto another player).

Hot Goods

At the end of each round, after each player has taken their turn, see who gets the Hot Goods.
There should be half the number of Hot Goods per round as there are players (round up). So if you
have 2 players, there will be 1 Hot Goods roll per turn. 3 or 4 players will see 2 Hot Goods come up
per turn, and so on.

For each Hot Goods, roll the dice to find out what tile they show up in. Each player counts the
number of tiles the Hot Goods have to traverse from any neighborhood on their tile to the player's
own pawn. When travelling to the player, the Hot Goods must obey One Way signs.

The closest player is the one with the fewest number of tiles from the Hot Goods to their pawn. In
case of a tie, there is no closest player.

Determine the number of tiles from the Cops to the Hot Goods. Note that Cops do not need to
obey One Way signs. If the Cops are closer than the closest player, no one gets this set of Hot
Goods. Otherwise, the closest player gets to draw a card from The Stash. The closest player gets
to choose whether they draw a red card or a blue card from The Stash.

If The Stash is empty, no more Hot Goods come up.
Transfer First Player

After the Hot Goods have all come up, move m one step counter-clockwise around the table.



