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Lay out all protocol cards. First
player picks one, second player
picks 2, first player picks 2,
second player picks 1. Return all
unused protocols to the box.

Each player form
s a line of

protocol cards in order of
drafting, “Loading” side up.
O

verall this defines three lines,
each w

ith one of your protocols
and one opponent protocol.

Place the C
ontrol com

ponent
next to these lines.

Each player takes the six
com

m
and cards for each of their

protocols and shuffl
es them

 all
together to m

ake an 18-card
deck.

Each player draw
s an initial 5-

card hand.

Alternate turns until victory.

Tu
rn

D
o any Start effects.

If you have a higher value than
your opponent in at least tw

o
lines, take the C

ontrol
com

ponent.

If you can C
om

pile, value 10+ in
a line and m

ore than your

opponent has in that line, you
m

ust do so. All com
m

and cards
in that line on both sides are
deleted. If the protocol card is on
the “Loading” side, flip it to
“C

om
piled” (if all three of your

protocols are C
om

piled, you
w

in); if it w
as already C

om
piled,

draw
 and keep the top card of

your opponent’s deck. If you have
the C

ontrol com
ponent, return it

to the m
iddle, and freely

rearrange one player’s protocols.

If you C
om

piled, skip Actions.

Actions: either Refresh or play
one card

•
Refresh: draw

 until you have 5
cards in hand. If you have the
C

ontrol com
ponent, return it

to the m
iddle, and freely

rearrange one player’s
protocols.

•
Play a card: place a card from
your hand into a stack on your
side, face up or face dow

n. If
you play it face up, it m

ust
m

atch the protocol behind
w

hich you play it. Resolve any
m

iddle box effects. C
over all

but the top box of any cards
already present.
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