Be the first player to capture i
the enemy Mastemind! =

Start by finding the Covert Agents. That's how you earn
Covert Action cards.

Then, use the Covert Action cards to find and capture the
Mastermind, who is hiding somewhere in the world!
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Unfold the game board. :E\& Q
Attach the Spy Phone ©
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inserting the tabs into
the slots on the board.
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Place the Spy Phone into the
dock making sure the activation

buttons line up with the posts on the
dock. The Spy Phone must be returned to
this position to play important messages out
loud to all players.

Each player chooses an agent

Spy Phone
mover (Blackfire, Goldhawk,
Posts Silverwing, or Whitewolf).
Dock

When you're ready to play, turn on the
Spy Phone and listen to the instructions.
Good luck!

The Spy Phone is the all-knowing computer that tracks everything in the game. At the start of the
game:

« The Spy Phone will ask which agents are playing (use the X and O buttons to respond as
directed).

« The Spy Phone will instruct players where to put their agent movers
(all players start in the same location).

+ The Spy Phone will hide the Mastermind in a secret location somewhere in the world
(the Mastermind will never move during the game).

« The Spy Phone will hide one Covert Agent — a “virtual” friendly agent —
on each continent (the Covert Agents will never move during the game).




To win the game, you must do two things:\_\

N4

Whenever you stop in a new zone (the numbered spots on Finding the Mastermind is more challenging, but this is how
the game board), the Spy Phone will give you a secret you win the game! In order to get clues about how far away
message telling you how many “zones away” you are from the Mastermind is from you, you will need to perform the

the Covert Agent in that continent. The distance is always the “Search for Mastermind” action (you will need a Covert Action
shortest distance. If there are different ways to get from card with the “Search for Mastermind” action code on it).
where you are When you perform this action, the Spy Phone will secretly tell
to where the Covert Agent is, the Spy Phone will tell you the you how many zones away the Mastermind is from you - but
distance using the shortest possible route. By traveling from unlike the Covert Agent, he may be anywhere on the game
zone to zone and getting these distance clues, you will be board! It's best to search for the Mastermind from different
able to figure out where the Covert Agent is. After you find locations on the board so you can deduce his secret hiding
the Covert Agent on a given continent you will be rewarded place.

with Covert Action cards after you go to a new continent.

EXAMPLE: EXAMPLE:

If Agent Silverwing finds out that the Covert If Agent Silverwing learns that the Mastermind is one

Agent in Australia is one zone away, then the zone away, then the Mastermind is in either Australia

Covert Agent is in either Australia zone 4 or

zone 4, Australia zone 2, or North America zone 7.

Australia zone 2.

—

When you get this
card, play this Covert
Action as soon as

you can in order to
find the Mastermind!
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AUSTRALIA

Once you think you know where the Mastermind is and you are in
that zone, perform the “Capture Mastermind” action (you will need a
Covert Action card with the “Capture Mastermind” action code on it). The Spy Phone will announce whether you

have captured him and won or not. If you are wrong, you will lose a turn but get to keep playing. If you're right,



To move between zones (the numbered

TRAVEL ACTIONS
spots on the game board), enter the Travel

Action code for the method of travel you wish to use. Each method of travel allows

You must perform two actions on every turn by
entering action codes into the Spy Phone.

you to move one zone on the colored path that matches the color of the method of
travel. For example, “Travel by Jet” allows you to travel one zone on a yellow path,
say from Los Angeles (North America zone 7) to Brisbane (Australia zone 1). If you
are in a zone that is not connected to a yellow path, you cannot travel by Jet. If you
enter a valid method of travel, the Spy Phone will automatically compute your
destination. Make sure to move your agent mover to your new location.

For your first action on your turn, you may:

+ Perform a TRAVEL ACTION. The codes for these
actions are printed on the game board for easy
reference. You do not need any Covert Action
cards to travel.

OR

+ Perform a COVERT ACTION. You must have the
Covert Action card you want to play in your han
Enter the card’s action code, then put the card in
the discard pile face up.

COVERT ACTIONS

more information about the cards). HINT: You must earn Covert Action cards to
succeed in the game because they are required for finding and capturing the
Mastermind. How to earn Covert Action cards is explained below.

Covert Action cards give you special
abilities (read the last page of the rules for

For your second action, you can again choose to
perform either a Travel Action or a Covert Action.

Action,ysmayenerhe K ACTON <ol €5 ENTERING CODES INTO THE SPY PHONE

printed on the game board for easy reference).

TIP!

At any time during
game play you
can get a Status
Report for every

mover by pressing

the Xand O
buttons on the Spy

Phone at the same

REMEMBER: the game cannot proceed unless you

enter two action codes!

Now it's the next player’s tu

EARNING COVERT ACTION CARDS

To find and capture the Mastermind, you will need to play Covert Action cards. To earn these cards, find the Covert Agents.
There is one Covert Agent on each continent. If you end your turn in the same zone as a Covert Agent, you will earn Covert Action
cards. For each Covert Agent found, players will be rewarded as follows:

« The first player to find the Covert Agent gets 4 cards

- The second player to find the Covert Agent gets 3 cards
- The third player to find the Covert Agent gets 2 cards

- The fourth player to find the Covert Agent gets 1 card

In order to keep other players from learning where you found a Covert
Agent, the Spy Phone will reward you with the correct number of Covert
Action cards after you leave the continent and end your turn on another
continent. So, keep the location a secret and leave the continent to get your
reward! If you find the Covert Agent on every continent, the Spy Phone will
announce this accomplishment. You may then draw one card on each turn
through the remainder of the game. Shuffle the discard pile and make a new
draw pile if necessary.




There are nine different types of Covert Action cards. Here’s what they do:

mind.

Enter the code on this card
to travel to a randomly
selected zone on the other
side of the world. If you
enter this code as the first
action of your turn, the Spy
Phone will immediately
send you to the new zone
before you perform your
second action.

Search for Mastermind /

Capture Mastermind

Point to Mastermind

Take Another Turn

Close Roads

Close Airports

This is the most important card in the game. This card has two codes on it. You may use one code or the other
when you use this card, but not both. Enter the “Search for Mastermind” code to find out how many zones away
you

are from the Mastermind. Or, enter the “Capture Mastermind” code to attempt to capture the Mastermind and
win the game. To capture the Mastermind, you must be in that zone yourself. If you are incorrect and the
Mastermind is not

in that zone, you will lose one turn.

Enter the code on this card to find out which zone near you is closer to the Mastermind. If multiple zones tie for
closest, one zone will be randomly selected.

You may enter the code on this card as one of the actions on your turn. After you complete the current turn and
receive your secret message, the Spy Phone will prompt you to take another turn.

Enter the code on this card to block all players from traveling by Sports Car or Motorcycle until the beginning of
your next turn. If any player plays an “Open Roads and Airports” card before your next turn, it will cancel this
action.

Enter the code on this card to block all players from traveling by Jet until the beginning of your next turn.
If any player plays an “Open Roads and Airports” card before your next turn, it will cancel this action.

Enter the code on this card to re-open all roads for travel by Sports Car or Motorcycle, and re-open all airports
for travel by Jet.

Enter the code on this card to set a trap on a randomly selected method of travel. The next player to travel by
this method will trigger the trap and must surrender two cards to you in a blind draw. You will not be caught by
your

own trap.

Enter the code on this card to hear how many zones away another randomly selected player is from the Master-

Warning! Changes or modifications to this unit not expressly approved by

Important: Please save this instruction sheet.
It contains valuable product information.

party responsible for compliance could void the user’s authority to operate
the equipment.

NOTE: This unit has been tested and found to comply with the limits for a
Class B digital device, pursuant to Part 15 of the FCC Rules. These limits .

BATTERY SAFETY INFORMATION

e Requires 3 AAA (LRO3) batteries, not included.

e Only adults should install and replace batteries.

e Do not recharge non-rechargeable batteries. Batteries
* Remove dead or exhausted batteries.

* Insert batteries correctly. Match positive and negative signs.

* The supply terminals are not to be short circuited.

e Do not use rechargeable batteries.

designed to provide reasonable protection against harmful interference in
residential installation. This unit generates, uses, and can radiate radio
frequency energy and, if not installed and used in accordance with the
instructions, may cause harmful interference to radio communications.
However, there is no guarantee that interference will not occur in a partict
installation. If this unit does cause harmful interference to radio or televisi
reception, which can be determined by turning the unit off and on, the ust
encouraged to try to correct the interference by one or more of the followi
measures:

e Reorient or relocate the receiving antenna.

e Increase the separation between the unit and receiver.

¢ Do not mix alkaline, standard (carbon-zinc), or rechargeable e Connect the unit into an outlet on a circuit different from that to which

(nickel-cadmium) batteries.

e Do not mix old and new batteries.
e Only the batteries of the same or equivalent type are

recommended to be used.

Fig. 1 the receiver is connected.
e Consult the dealer or an experienced radio TV technician for help.

e Do not dispose of batteries in a fire; they may explode. SPY TRACKDOWN  64002-4000  PS 5/08

e Dispose of batteries safely.

ATTENTION ADULTS—TO REPLACE BATTERIES
The Spy Phone requires 3 AAA (LR03) BATTERIES, not included. P-0. Box 194087 San Francisco, CA 94119-4087

1. Locate the battery compartment on the back of the Spy Phone.
Use a small Phillips head screwdriver to loosen the screw, and
remove the BATTERY COVER.

2. Remove all old batteries.

w

IF YOU HAVE ANY QUESTIONS, PLEASE CONTACT US AT
1-800-247-6570
wildplanet.com/help
©2007 Wild Planet Entertainment, Inc.

© 2007 Wild Planet Entertainment, Inc., San Francisco, CA 94104, USA.
All rights reserved. PRINTED IN CHINA.

“The very cool car and motorcycle on the front of this package were designed

Place new batteries in compartment as shown (Fig. 1). by the very creative people at Savannah College of Art and Design, including
4. Replace the battery cover and tighten screw.

its graduate Ed Bigda! Thank you SCAD!"



