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— Spy Club — 
 A Mosaic Campaign Game 

 

OVERVIEW 

 

"We could start a Spy Club," Beatrice suggested. "You know—we could 

search for clues and try to find mysteries to solve." And that’s how it all 

began. Everyone thought this was a brilliant idea, and you led the way out of 

the treehouse. This would be the first of many adventures of the Spy Club. 
 

Spy Club is a cooperative card game with a unique memory twist and a fun storytelling element. It’s 

up to you and your friends to collect the clues and crack the case before the suspect escapes or 

you run out of ideas! 

 

WHAT IS A "MOSAIC" GAME? 

 

Spy Club is a “mosaic” game, which means it is intended to be played as a series of games 

connected together to form a larger story called a campaign. In a campaign, some elements from 

each game carry forward and affect future games, and after each game some new rules and other 

elements are revealed. 

 

Campaign sound too complicated? Don’t worry. 

You can play just one game of Spy Club, just 

like you would with most games. Read the rules 

on pages 2-11 to understand the rules for 

playing a standalone game. 

 

 

 

Ready for a campaign now? We usually 

recommend playing at least one standalone 

game of Spy Club first, but feel free to start 

your campaign whenever you’re ready. Skip 

ahead to campaigns on page 12. 

  

OBJECTIVE (STANDALONE GAME) 
 

Each case has 5 aspects that the players must solve: the  Motive (red), the Suspect (purple), 

the Location (green), the  Crime (blue), and an Object (yellow) somehow related to the case. 

When you collectively get 5 clue cards of the same type into the center row at once, you solve the 

corresponding aspect of the case. If you solve all 5 aspects, you successfully crack the case!  
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COMPONENTS 

 

 
 

 

Campaign-Only Components 

Set these aside until instructed to use them. 

 

1 case log (scorepad)    55 generic tokens: 

1 case file (envelope)    * 12 / tokens  * 1 arrow token   

1 campaign deck (152 cards)   * 5 tracker tokens           * 5 player tokens  

1 sheet of stickers    * 16 mosaic tokens   * 6 discs 

      * 7 numbered tokens   * 3 star tokens  
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SETTING UP THE GAME 
 

IMPORTANT! Clue cards in Spy Club do not have a “front” and a “back”; they are double-sided. 

Take care, when moving or exchanging cards, to keep their face-down sides hidden from view. You 

only get to see what’s on the other side when you take a specific action to flip them! 

  

SITUATE THE BOARD AND SUPPLY 

(1) Place the central board in the middle of 

the play area. 

(2) Place the escape marker on the bottom 

space of the central board’s escape track. 

(3) Place the 18 idea tokens ( ) within reach 

of all players to form the supply. 

(4) Determine the difficulty you wish to play: 

- Novice: You don’t need to make any 

changes. 

- Intermediate: Advance the escape marker 

1 space, and also remove 3 ideas from 

the game. 

- Super Sleuth: Advance the escape marker 

2 spaces, and also remove 6 ideas from 

the game. 

 

CREATE THE MOVEMENT DECK 

(1) Divide the 22 movement cards into 3 sets: 

daytime ( ), sunset ( ), nighttime ( ). 

(2) Shuffle each set separately. 

(3) Stack the sets face-down — with on the 

bottom,  in the middle, and on top 

— to form a single, 22-card movement 

deck. Set the deck in the designated 

space on the central board. 

 

CREATE THE CLUE DECK 

(1) Place the incoming clues board to one 

side, making sure to use the board (and 

side) for the current number of players. 

(2) Shuffle the 54 clue cards thoroughly 

(occasionally cutting the deck in half and 

flipping half over) to form the clue deck. 

Place this deck in the card tray. 

(3) Place the card tray under the leftmost slot 

of the clues board. Place 1 card from the 

deck under the other empty slots. These 

clues, including the top card on the deck, 

are known as incoming clues: 

- 4 Players: Tray + 1 Clue Card 

- 3 Players: Tray + 2 Clue Cards 

- 2 Players: Tray + 3 Clue Cards 

 

PREPARE THE PLAYER AREAS 

(1) Give each player a player board made of 

2 interlocking pieces.  The pieces you will 

use for each player board depends on the 

number of players: 

• 3-4 Players: Slots for 3 cards 

  (large piece + small piece) 

• 2 Players : Slots for 4 cards 

  (large piece + large piece) 

(2) Select a starting player randomly. 

(3) Taking from the top of the clue deck, 

place 1 card above every empty slot on 

the player boards. Begin with the starting 

player’s rightmost slot and continue 

clockwise. Each player’s cards are 

collectively known as their hand. 

(4) Each player places 1  magnifying glass 

token on their player board below their 
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rightmost card. The card above the  

magnifying glass is known as that player's 

focus card. 

(5) Give each player 1  from the supply. 

 

POSITION THE SUSPECT 

The starting player places the suspect pawn 

above their player board, in the slot where 

their  magnifying glass is located. 

 

 

 
Setup for 3 players 

 

ABOUT CLUE CARDS 

Most clue card faces represent a potential solution to an aspect of a case, indicated by the color 

and the icon on the bottom of the card:  Motives (red), Suspects (purple), Locations (green), 

 Crimes (blue), and Objects (yellow). The other clue card faces are distractions (grey or 

colorless), which do not represent any aspect of the case. 
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HOW TO PLAY 

A game of Spy Club is played in a series of 

player turns — beginning with the starting 

player and continuing in clockwise order — 

until the end of the game. (See END OF THE 

GAME on page 11 for details.) 

 

When it is your turn, you must carry out the 

following steps in order: 
 

1. Use 3 actions (plus any teamwork 

bonus activities) 

2. Refill your hand & incoming clues 

3. Move the suspect pawn 

 

 

Step 1: Use Actions 

     plus teamwork bonus activities 

 

 

In this step, you may use up to 3 actions. (You 

may use fewer than 3.) For each action you 

use, perform 1 of the actions listed below: 
 

 Investigate 

 Shift Focus 

 Confirm 

 Scout 
 

(You may perform your chosen actions in any 

order, and you may choose an individual 

action multiple times.) 

Investigate: Flip any number of your clue cards 

once. You may flip your cards in any order and 1 

at a time, deciding after each flip whether to 

continue flipping. 

 

Example A: Jason investigates as his first action. He 

flips his middle clue card, revealing Troublemaker. 

He chooses to continue, flipping his right card to 

reveal Slingshot. He decides to leave his left card 

(Librarian) as is, without flipping it. 

 
 

 

Shift Focus: Move your magnifying glass to 

another of your clue cards, then gain 1  idea 

from the supply (if available) for each of your clue 

cards that is the same type as your new focus 

card. (Exception: Distractions do not represent an 

aspect of the case; you are allowed to shift focus 

to a distraction, but you gain no ideas for doing 

so.) 

 

Example B: Jason shifts focus as the second action 

of this turn. He moves his  magnifying glass from 

its current position over to the Librarian (which is a 

Suspect card). He then gains 2  ideas because he 

has two Suspect cards total. 
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Confirm: Move 1 clue card from your hand to the 

center row, either adding it to an empty slot or 

exchanging it with a card from the center. To do 

this, you must spend a number of ideas (0-3) 

equal to how many slots away that card is from 

your focus card. 

 
 

Example C: Jason confirms a clue as the third and 

final action of his turn. He moves the Troublemaker 

card from his hand to an empty slot in the center 

row, spending 1  idea because the Bully was 1 card 

away from his focus card (Librarian). 

 
 

Scout: Draw 1 clue card from among the 

incoming clues (including the top card of the 

deck). To do so, you must spend the number of  

ideas (0-2) indicated in the slot from which you 

are drawing the clue. You may place the drawn 

clue card in an empty slot in your hand, or you 

may discard 1 clue card from your hand to make 

room for it. 

 

Example D: Gabriella chooses to scout, so she spends 1 

idea to draw the Mom card from the incoming clues. Her 

hand is currently full, so she must discard a card to make 

room for it. She discards the Key, removing it from the 

game, then adds Mom to the now empty slot. 

 



 

8 

 

Teamwork Bonus Activities: On your turn, as 

long as you have not yet taken your final action, 

you may carry out 1 or more teamwork bonuses 

with any other player whose focus card is the 

same type as yours. (Distractions do not count.) 

Teamwork bonuses do not use an action! 

 

 

Compare Notes - Trade 1 card from 

your hand with 1 card from another 

player’s hand. You each place the 

newly acquired card in the old card’s 

slot. (You are allowed to trade away 

your focus card.) 

 

 

Get Advice - Take any number of 

ideas from another player. 

 

You can carry out multiple teamwork bonuses in 

one turn, and you can team up with several of 

your teammates: you just need to have the same 

focus card type as the other player when you 

carry out the bonus. But remember — you cannot 

carry out teamwork bonuses if you have already 

taken your final action! 

 

Example E: Gabriella and Jason both have Suspects as 

their focus cards, so Gabriella can carry out teamwork 

bonuses with Jason. Gabriella takes 1 idea from Jason, 

then trades her Lying card for the Librarian card from 

Jason’s hand. (Since she still has 2 actions left on her turn, 

she could next confirm her Librarian and Mom cards, 

spending 1 idea total.) 

 

 
 

 

 

 

Step 2: Refill Hand + Incoming Clues 

 

  

After completing your actions, check to see if 

refills are needed for your hand and the 

incoming clues: 
 

- Hand: First, fill any empty slots in your hand, 

drawing from the incoming clues — starting 

with the rightmost clue and working to the 

left. If you have multiple empty slots in your 

hand, fill them from right to left. 
 

- Incoming Clues: Fill any empty slots in the 

incoming clues, sliding clues to the right and 

then moving new clues from the top of the 

clue deck into each empty slot (right to left). 

 

Example F: To refill her empty slots, (1) Gabriella moves 

the rightmost card from the incoming clues (Ice Cream 

Shop) to the rightmost empty slot in her hand. Then 

(2) she repeats the process with the next card from the 

incoming clues (Revenge) to fill the other empty slot in 

her hand. Finally, (3-4) she refills the 2 empty slots in the 

incoming clues from the top of the clue deck. 
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Step 3: Move the Suspect 

 

After refilling, reveal the top card of the 

movement deck and place it in the 

movement discard track to the right of the 

numbers (on the board or the previous card). 

The card you just revealed determines 1) if 

the escape marker advances and 2) how 

many spaces the suspect pawn moves. 
 

 

 
  

Advancing the Escape Marker 

If the revealed card has a door escape icon, 

advance the escape marker 1 space. If this 

causes the escape marker to reach the “X” 

space on the escape track, then the game 

ends immediately. 
  

 
 

Moving the Suspect Pawn 

Identify the number next to the suspect 

icon, and move the suspect pawn that 

number of spaces. The suspect pawn moves 

clockwise around the play area, from card 

to card (jumping to the next player’s hand 

as necessary), in a continuous circle. 

The suspect pawn then activates a specific 

event, based on which type of clue card is in 

the slot where the suspect pawn ended its 

move. Carry out the event effect 

immediately. 

 

Object – Fatigue! – Remove* ideas equal to the 

number of aspects (0-4) you have already 

solved in this case. 

 Crime – Loose End! – Move the 2 rightmost 

incoming clues to the discard pile. (Refill.) 

 Location – Decoy! – Advance the escape 

marker 1 space. 

Suspect – Sabotage! – Remove* 3 ideas. 

 Motive – Roadblock! – Flip all clue cards in all 

players' hands. 

Distraction – No effect. (The suspect got 

distracted instead.) 

 

* Some events require you to remove ideas. These 

should come from the general supply (if available) or 

from the personal supply of one or more players of 

your choice. These are removed from the game. 

 

Note: When the drawn movement cards reach the end of the movement discard track, collapse them all down to 

form a discard stack next to the movement deck. Continue to place each new drawn card to the right of the stack. 
 

 

 

 

Example G: To begin the final step of 

Gabriella’s turn, she reveals the top card of 

the movement deck. The suspect icon on the 

revealed card points to the number 2 from 

the previous card, so Gabriella then moves 

the suspect pawn 2 spaces clockwise. This 

lands the suspect pawn above Revenge (a 

red motive card), triggering the Roadblock! 

event. 

  



 

10 

 

SOLVING AN ASPECT OF THE CASE & STORYTELLING 
 

As soon as you have 5 clue cards of the same type in the center row, you have solved the 

corresponding aspect of the case! Immediately pause and take note of any remaining actions the 

current player may have.  
 

Now you just identify which clue was the solution to that aspect of the case! Look at the most 

recently drawn movement card in the movement discard track of the central board. The symbol in 

the center of that movement card matches a symbol above 1 of the card slots in the center row, 

identifying the card in that slot as the solution. 
 

 
Example H: There are 5 Location cards in the center row, so you have solved the Location for 

this case! The “X” symbol on the most recently drawn suspect card matches the "X" symbol in 

the center slot, identifying the card in that center slot as the solution: you now know the 

Location for this case is the Diner. 

 

We encourage you to spend some time with your fellow sleuths discussing how the 

aspects of the case might be connected, as you solve them. Use your imagination! The 

notes below may help you to put yourself in the shoes of the Spy Club’s members: 
 

● Object –  An OBJECT related to the case in some way. (It may be the goal or target of 

the crime, a tool involved, a clue found at the crime scene, etc. Be creative!) 

●  Crime – The CRIME that was committed. 

● Location – The LOCATION where the crime was committed. 

● Suspect – The SUSPECT who committed the crime. 

●  Motive – The MOTIVE for the suspect to commit the crime. 

 

After identifying the solution card, set that 1 card aside and discard the other 4 cards to the 

discard area. Set aside the card with the solution. The current player then resumes their turn 

exactly where they left off. (If they had any actions remaining, they take them. If not, they move 

directly to refilling their hand, etc.)  
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END OF THE GAME 
 

The game ends immediately if any of the following happens: 
 

   You solve all 5 aspects of the case. (“Success!”) 

The escape marker reaches the “Escaped!” space of the escape track. (“Escape”) 

There are not enough ideas remaining to remove from the game when 

        required to do so by an event. (“Out of Ideas”) 

    You do not have a movement card to draw at the end of a players’ turn. (“Out of Time”) 

    You do not have enough incoming clues to fill all players’ hands. (“Clueless”) 

  

We encourage you to spend some time together discussing a possible story that 

connects the aspect(s) you have solved. Even if you didn’t solve all 5 aspects, consider 

the clue cards in your hands at the end and attempt to fill in the missing pieces. 

 

 

STRATEGY TIPS 

 

1. Teamwork is essential to solving all 5 aspects of the case. By carefully setting yourselves up 

to utilize teamwork bonuses, you may be able to solve 1 aspect of the case — and get 

started on solving the next aspect — a few turns earlier. 

2. Pay attention to where the suspect pawn might move next. The previously drawn 

movement card shows you the possibilities: this information may help you avoid 

particularly harmful events. 

3. When you confirm a clue card to the center, pay attention to how the incoming clues will 

refill your hand. They could set up opportunities for teamwork bonuses — or they could 

be triggers for certain events you’re looking to avoid! 

4. Note the varying clue card counts carefully (see chart below). The Motives and Suspects 

are particularly rare. You may want to wait until you know exactly where all 5 cards are for 

one of these more difficult aspects before you try to solve it. 

 Motives: 14 Suspects: 16 Locations: 18 

 Crimes: 21 Objects: 24 Distractions: 15 

5. Stay flexible. For example, if you start confirming Locations but then discover that you 

collectively have 5 Objects in your hands, it may be better to switch course. 
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— Campaigns — 

 
CAMPAIGN OVERVIEW 

 

“We need your help,” began Officer Kingsley. “Our evidence tells us that 

a series of 5 crimes will be committed, each laying the groundwork for 1 

master crime. The Spy Club has cracked many cases in this town: if you 

can't stop this master crime, no one can.” 
 

Spy Club is a "mosaic" game, which means that you have the option to play a series of cases in a 

row that are connected together to form a larger story called a campaign. A campaign consists of 

5 cases, one for each of the 5 smaller crimes. (You do not have to play all 5 cases at one time. A 

campaign is intended to be played across multiple sessions, with a way to save your progress 

between each case.) 

 

 

COMPLETE 1 CASE (REPEAT 5 TIMES) 

 

A campaign consists of 5 cases. For each case, follow these steps:  

 

1. Unlock New Content (from the campaign deck) 

2. Set Up the Case 

3. Play the Case 

4. Record the Outcome (using the case log scorepad) 

5. Reset the Game / Save the Campaign (using the case file envelope) 
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1. Unlock New Content 

 

The campaign deck contains new content that will be unlocked throughout the campaign. Before 

you start each case, find the correct entry in the Campaign Card Index (page 20) to identify any 

new card(s) you should unlock from the campaign deck: 

 

CASE 

1 

If you are starting Case 1 of the campaign, then unlock the following cards: 
 

Case 1: 3, 4, 85 
 

These cards describe your objectives for the first case, how your accomplishments will 

be scored, and some new setup instructions for the campaign.  

 

CASES 

2-5 

If you are starting Cases 2-5 of the campaign, then you will unlock content based on 

what aspect of the master case you recorded at the end of the previous case. (See Step 

4, page 14 below.) Look up the entry for the discovered solution in the Campaign Card 

Index (page 20). For example, if you recorded the Diner in the previous case, you should 

refer to this entry in the Index: 
 

Diner: 73, 74 
 

If you recorded no new aspect in the previous case, find the “Nothing Recorded” entry. 

 

 

 

All the cards in the campaign deck have a number in the top left corner. Each card has two sides, 

labeled A and B. When you unlock a new card, only look at side A until you are instructed 

otherwise. Remove the cards from the deck, revealing their A sides, and read them in the order 

listed in the entry. 

 

Cards may have an  unlock icon, indicating what should be done when that card is first 

unlocked. After completing the unlock instructions of the first card, continue to read the other 

cards in the entry one at a time until you have completed all the unlock instructions. 

 

Note: Some cards will instruct you to unlock further cards: those cards may contain general rules, 

shared trackers, etc. that are unlocked by multiple cards. Those cards will be marked with an 

asterisk, like this: 
 

            Unlock card 46*. 
 

If you cannot find a card marked with an asterisk (*), it’s possible you have already unlocked it.  
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2. Set Up the Case 

 

After revealing any new card(s), follow the setup instructions on pages 4-5 to set up a single case 

as normal. 

 

If you are starting Case 1 in the campaign, skip ahead to Step 3. But if you are starting Case 2-5 

and you saved the campaign using the case file envelope after your last case, then you will need to 

remove the cards from the case file envelope to set the campaign back to its last saved state: 

 

Make sure to keep all the face up sides of the cards facing towards you as you pull them out of the 

bags and envelope so that you’ll know which side was face up when you saved the previous case. 

 

Campaign cards (those you just unlocked and those you removed from the envelope) may have 

instructions with an  arrow icon, indicating instructions to be followed at the start of each new 

case; follow those instructions now. 

 

3. Play the Case 

 

Play the case all the way through as normal. Some cards from the campaign deck have an  in 

progress icon; these are rule changes that apply during the case. 

 

Some new situations may arise during the campaign: 

 

1. REFILL: After you take all your actions, it is possible that another player may have an empty slot 

in their hand. Refill your hand first, as normal, and then refill the hands of the other players in 

clockwise order. After all players hands are refilled, then refill the incoming clues as normal. 

 

2. SOLVING AN ASPECT: In the base game, you solve an aspect by getting 5 cards of one type in 

the center row, but the campaign deck may introduce new ways of solving one or more aspects. If 

the card identified by the symbol on the movement deck does not match the aspect that is being 

solved, that card is not a valid solution for that aspect. Instead, look back at the previous 

movement card(s) until you find a symbol that does identify a valid solution. 
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The campaign deck might (for example) introduce a Wild card that lets you solve the Location 

with 4 Location cards and 1 Wild card. In this example, the “X” symbol on the movement card 

points to the Wild card, which is not a valid Location. Look at the symbol on the previous card, 

the triangle, which does point to a valid Location: this crime took place at the Diner. 

 

 

4. Record the Outcome 

 

At the end of each case, you have the opportunity to record one new aspect of the master case. 

The master case will have one aspect in common with the case you just finished: perhaps they 

happen at the same location, the same suspect is involved, etc. Choose one of your solutions from 

the current case to record. (This represents the Spy Club’s hypothesis about the master case.) 

 

 
In Case 2, the players solve 3 aspects: Troublemaker (Suspect), Slingshot (Object), 

and Diner (Location). They choose Diner, identifying that as their hypothesis for 

the Location of the master crime, as well. 

 

We encourage you to spend some time together discussing the possible story for the 

master case before you choose, connecting it to the current case and the other cases 

from the campaign. (For example, this case involved the Bully, the Slingshot, and the 

Diner. You could record the Slingshot: maybe the master suspect had the bully steal the 

slingshot for them to use in the master crime? Or you could record the Diner: maybe the 
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bully trespassed there to plant something that would aid them in the master crime?) Use 

the space on the case log scorepad to write your thoughts on the story. 

 

Important Note: The aspect you record for the master case must be a new aspect you have not 

yet recorded in this campaign. (Let’s say you recorded Neighbor as the Suspect for the master 

crime in Case 1 in this campaign: you cannot record the Suspect again. In this example, you could 

choose either the Object or the Location to record in Case 2.) 

 

Record the aspect type and the solution you chose, along with your score for the game, on the 

campaign case log (scorepad): 

 

Case Aspect Type Solution Points 

1 Suspect Neighbor 17 

2 Location Diner 14 

3    

4    

5    

 

Some cards from the campaign deck have a  pencil icon, indicating what should be done when 

you record the outcome of each case. Complete these  instructions before continuing. 

 

Some cards from the campaign deck have a  flag icon, indicating what should be done at the 

end of each case. After you have recorded the outcome of the case, the case is over: complete 

these  instructions before continuing. 

 

If you have finished Case 5, you have finished the campaign! Skip ahead to END OF THE 

CAMPAIGN on page 18.  Otherwise, continue to Step 5.  
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5. Reset the Game / Save the Campaign 

 

RESET THE GAME: After the case, you will reset all the components from the base game: unless 

otherwise specified, return all the ideas back to the supply, collect and shuffle all the clue cards, 

and collect all the movement cards. However, unless otherwise specified, do not return the 

campaign cards you have unlocked to the deck: they will continue to be a part of the campaign 

into the next case. 

  

If you want to play the next case in the campaign immediately, jump back up to Step 1 above on 

page 13 and continue with the campaign. But campaigns are intended to be played across 

multiple days. Spy Club includes a case file envelope you can use to put everything back in the box 

and SAVE THE CAMPAIGN in between sessions: 
 

● Give each player a plastic bag to store any unlocked campaign cards that are associated 

with their player. Place those bags in the case file envelope. 

● Place all the other unlocked campaign cards, cards that relate to the campaign as a whole 

(not associated with any specific player), into the case file envelope as well. 
 

Make sure to keep all the face up sides of the cards facing towards you as you put them in the 

bags and envelope so that you’ll know which side was e face up when you set up the next case. 

 

Cards from the campaign deck may have an  envelope icon, indicating what should be done 

when you save the campaign state. Complete these  save-the-campaign instructions now. 

 

When you are ready to start the next case, start back at Step 1: Unlock New Content on page 13. 
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END OF THE CAMPAIGN 
 

 

 

 

 

 

 

RESET TO THE BEGINNING 
 

At the end of the campaign, reset the campaign deck back to its original state for the next 

campaign. 

 

 Empty everything out of the case file envelope. 

 Place a blank white sticker over the top of any stickers you placed during the campaign. 

 Place the cards (with side A facing forward) back into the campaign deck so that all the 

cards are in numerical order.  
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— Campaign Card Index — 
 

At the beginning of each case, you will unlock new content from the campaign deck. This index 

identifies which cards you will unlock. See Step 1: Unlock New Content on page 13 for details. 

 

 


