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[bookmark: _Toc216350549]Specification
CORP is a cyberpunk themed game where the players manage dystopian corporations, and compete with each other to obtain profits, and to destroy their competition. Players collect assets to give their corporation bonuses, and hire security teams to defend their HQ. Corporations hire runner teams to sabotage or steal other players’ assets or money, and can play action cards to tip encounters in their favour.

[bookmark: _Toc216350550]Mission
Run your Corp to make a grotesque profit by Machiavellian means. Lie, cheat, steal, extort, or just murder to get the biggest advantage. Backroom deals are made with other players for temporary alliances, or to offer them assistance in a dire moment… for a fee. Collect vital assets, kidnap VIPs, sabotage production, extort the weak, steal research… do whatever it takes to emerge on top.

[bookmark: _Toc216350551]Key Mechanics
Players must build profits, which are spent to strengthen their position.
Profits are spent on assets, infrastructure, security, or runners.
Profits can also be used to buy stock in other companies, up to a complete buyout.
Assets are unique items that give you a special advantage or bend the rules.
Buildings on the map can be controlled buy your runners, adding additional bonuses or offering strategic advantages.
Infrastructure improves your corporation, increasing profits, allowing more action cards to be held, or allowing more assets.
Security protects your assets, profits, and infrastructure against runner teams sent against you.
Runners are sent against other corporations to sabotage or destroy, or take out other runner teams.
Action Cards let you tip the scales in an encounter, or alter the game for a moment.
Players make deals with other players for momentary gain against the others, or to bring down someone who is becoming too powerful.
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Set Up
Each player selects a Corporation and the matching Corp Mat.
Each player collects:
A set of 6-sided dice
2 Action Cards
¥5 Million Credits
Five Runner Cards are laid out next to the Runner Card deck. This is the Runner Pool, from which player’s pick Runner Cards to hire.
Five Security Cards are laid out next to the Security Card deck. This is the Security Pool, from which player’s pick Security Cards to hire.
Five Asset Cards are laid out next to the Asset Card deck. This is the Asset Pool, from which player’s pick Asset Cards to hire.
Each player rolls a die, with the highest roll going first. Tied rolls are re-rolled.
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At any time, you can trade credits or use an Action Card.

Pool Change: Pick one card in any of the pools (Asset Pool, Runner Pool, or Security Pool) and discard it. Draw a card to replace it.
Action Cards: You can discard any Action Cards. Then, if you have less than your maximum Action Card hand, draw 1 Action Card.
Upkeep: Perform any upkeep actions, such as Asset Card effects.

Profits: Collect your income, indicated by your Sales infrastructure.
Trade: Trade any Asset, Runner, Security, or Action cards.
Stock: Buy 1 stock in any corporation.

Corporate Action: Build a tile of infrastructure, buy an Asset, hire Runners, or hire Security.
Runner Action: Assemble/Disband/Reform a Runner Team, or move a Runner Team. 

[bookmark: _Toc216350554]The Corp Mat and infrastructure
Each Corp Mat has the corporate logo on it, three departments (Sales, Research, and Production) and the prices for infrastructure/stock.

During a player’s Corporate Action, they can build a piece of infrastructure in a department, starting at the bottom and working up. As the infrastructure pieces go up, the player uses the effect listed above the tallest piece in each department.

[image: ][image: ]Example: Joe buys infrastructure for his Sales department at ¥5 Million. Now, instead of making ¥2 Million each turn, he’s making ¥4 Million. Next turn, Joe buys another infrastructure for his Sales department at ¥10 Million (the next tier up). Now he’s making ¥6 Million each turn!


Research
The Research infrastructure increases the number of assets you can have under your control, allowing you to diversify your tactics or boost the potency of your runners and security.
Sales
The Sales infrastructure boosts the profit collected each turn, which are vital for everything.
Production
The Production infrastructure allows you to hold more Action Cards in your hand, allowing you more options to tip odds in your favour, or to bargain them off to other players in dire straits.

[bookmark: _Toc216350555]Trade
You can trade with other players during the game. You can trade credits at any time, and you can play action cards that affect encounters that you aren’t involved in. If you want to trade an actual card (handing over an action, asset, security, or runner cards), you can do so during your turn. You can give or take as many cards with as many players as you wish.

Example: Joe wants to buy John’s Market Research asset. They come to a deal and during Joe’s trade phase he gives John a couple million credits and takes the asset. They could have also traded during John’s trade phase.

[bookmark: _Toc216350556]Action Cards
Action cards are used to do a variety of things, normally augmenting an action taking place on the board. 
You can increase the number of Action Cards you can hold by building your Production infrastructure. During your turn, you can discard as many action cards as you want, and (If you aren’t at your maximum hand) you can draw a new card during your turn.
Action Cards can be used at any time. You can even use most of your cards on encounters you aren’t a part of, either to help an ally or extort someone for credits.

Example: Joe’s runner team just got into a fight with security, and they are a bit underpowered. Joe plays “Assault Rifles”, which gives his team a +2 on their combat roll.

[bookmark: _Toc216350557]Asset Cards
Asset Cards are used to give permanent bonuses to your teams or give unique abilities to your Corporation.
Asset Cards are bought from the Asset Pool (the five Asset Cards laid out). When a card is purchased, its spot in the Asset Pool is filled by another card drawn from the deck.
You can increase the number of Asset Cards you can hold by building your Research infrastructure. You cannot acquire more Assets than allowed by your research. If you happen to acquire more Asset Cards than your Research infrastructure allows, you must immediately discard Assets until you are at your allowed amount.

Example: Joe buys the Satellite Network Asset, giving him the ability to look at another player’s Action Cards once per upkeep. Next turn, Joe’s Runner Team returns with a stolen Armory Asset, giving a permanent combat bonus to his Runner teams. However, Joe is only at Tier 1 Research, so he must immediately discard one of his Assets.

[bookmark: _Toc216350558]Security Cards
Security Cards form Security Teams, which are vital for defending your Corporate HQ.
Security Cards are bought from the Security Pool (the five Security Cards laid out). When a card is purchased, its spot in the Security Pool is filled by another card drawn from the deck.
Security Teams work much like Runner Teams, except they are automatically formed together when purchased, do not take actions on the board.
Security Teams exist solely to defend your Corporate HQ against enemy runners. Each type of security offers another barricade to enemy Runner Teams attempting to break into your Corporate HQ.
If you do not have Security if each type (Squads, Systems, and Firewalls), an invading runner team will automatically succeed at breaking through that layer of security.

Security Cards have stats that mirror the Runner Cards stats:
Defense vs. Combat.
Detect vs. Stealth.
Encrypt vs. Hacking.

[bookmark: _Toc216350559]Runner Cards
Runner Cards form your Runner Teams, which steal money and resources from other Corporations, can control buildings on the map, or destroy other Runner Teams.
Runner Cards are bought from the Runner Pool (the five Runner Cards laid out). When a card is purchased, its spot in the Runner Pool is filled by another card drawn from the deck.
Purchased Runner Cards are placed in a player’s Garrison, a collection of hired Runners in reserve that haven’t formed into teams.
Players can combine their Runner Cards into Runner Teams, where the highest stat among the runners is used for encounters and all the team’s skills are available for use.

Move is the maximum number of intersections a runner can move along during a Runner Action. The city is laid out in a grid, and each move allows the team to move down a street to the next intersection. Notice that some roads (highways) can cover more area in fewer intersections.
Combat is used whenever a team gets into a fight: an intentional attack, or the result of a failed infiltration.
Sneak is used to avoid a fight: Sneak past a Runner Team, or use the skill to break into a Corporate HQ.
Hacking is used to bypass security encryption, which is the final barrier to infiltrating a Corporation HQ and use your Team’s skills.

[bookmark: _Toc216350560]Forming/Reforming/Disbanding
You can use the Runner Action of your turn to form, reform, or disband a team. 
To form a team, collect the desired Runner Cards from your Garrison, and place the paired miniatures: One on the stack of cards, one on your Corporate HQ.
To disband or reform a team, you must move the team back to your Corporate HQ. You can then return the paired miniatures and Runner Cards to the Garrison, or change our Runner Cards between the team and your Garrison.

[bookmark: _Toc216350561]Runner Teams
Runners use only the best stat among the group, and share skills. While having more than one of a type of Runner may seem like a waste, keep in mind they’ll be useful if the better Runner goes down, or they might have an important skill.

[bookmark: OLE_LINK1][bookmark: OLE_LINK2]Example: Joe spends his Runner Action to take some Runner Cards from his Garrison, and assembles a Runner Team. He chooses a Thug (Combat 2, Stealth 0, Hacking 0, Move 1), Thief (Combat 0, Stealth 2, Hacking 0, Move 1, Steal Credits), and a Hacker (Combat 0, Stealth 0, Hacking 4, Move 2, Steal Data) and another Hacker (Combat 0, Stealth 0, Hacking 5, Move 3, Steal Research).
As a Runner Team, this group has Combat 2, Stealth 2, Hacking 5, Move 3. The Team has the skills: Steal Credits, Steal Data, Steal Research.
Not that only the highest Hacking skill is counted, but the Hacker can still offer its skill of Steal Data.
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There are buildings scattered about the map. If a Runner team moves past one of the building’s driveways, then can move inside the building and “control” it. They receive any bonus listed by the building, or can use that building’s ability.
If the Runner Team leaves the building or is attacked and destroyed, the player immediately loses the bonus from the building.

[bookmark: _Toc216350563]Runner Encounters
Runners get into encounters when they land on the same tile as another runner team, or get caught by security in a Corporate HQ.

[bookmark: _Toc216350564]Sneaking Past Runners
NOTE: A Runner Team must have at least 1 Stealth to attempt to sneak.
If you are attempting to move through an intersection occupied by another runner team, or sneak past a Runner team resting in Corporate HQ…
Roll as many dice as you have Stealth, adding any dice from bonuses. Any die with a 5 or 6 is a Hit.
The defender will do the same, rolling his Stealth or Combat.

If you have more hits, you can continue moving past them or occupy the same tile.
If you have equal or fewer hits, you are attacked by the Runner Team.

[bookmark: _Toc216350565]Attacking Runners
NOTE: A Runner Team must have at least 1 Combat to attempt to attack.
If a Runner Team lands on a tile occupied by another Runner Team and doesn’t attempt to sneak past them, they attack them. 

Attackers can choose to retreat at any time.
If the Defender has 0 in Combat after detractions or bonuses, they can still roll ONE free die (if the attacker has 0, they must retreat).

Roll as many dice as you have Combat, adding any dice from bonuses. Any die with a 5 or 6 is a Hit.
The defender will do the same, rolling his Combat.

If the Attacker has more hits, the defender picks one of their Cards on the Team and discards it.
If the Defender has equal or more hits, the attacker picks one of their Cards on the Team and discards it.

This continues until the attacker retreats, or one of the Team’s is destroyed.
NOTE: The defender and attacker should roll at the same time. Action cards can be used before rolling, but after the results are determined you can’t roll more dice to change things. The consequences happen as soon as the dice hit the table.



VS.



Example: John’s Runner Team tries to smash up the Joe’s Team. They attack, rolling 3 dice, and getting 2,2,6. That’s 1 hit! The defender’s roll 2 dice, getting 2,4. That’s 0 hits. The defender lost this round, and has to discard his thug or thief. The attacker could retreat now, but presses his advantage! 


[bookmark: _Toc216350566]Stocks and Buyouts
When a Corporation becomes powerful enough, it can attempt to buy out its weaker competitors.

[bookmark: _Toc216350567]Buy Stocks
During the game, players can purchase stock from another player’s company, once they have filled in two tiers of each department (up to the “Stock line”). Note that only the purchaser needs to meet this requirement.
When you buy stock, pick one (only one per turn) of the Infrastructure pieces on the target’s Corp Mat that they still own. Pay the Price listed to the player, and replace that piece with one of your own. If anyone buys this Stock, you get the money for it.
NOTE: If a Corporation has no Infrastructure, you cannot buy a majority share as they aren’t even listed. This also means they aren’t even a threat to your victory, and do not count as opponents for winning the game.

Example: John wants to move aggressively against Joe, by buying out his Corporation. Since John has over 2 infrastructures in each of his departments, he can buy stocks. John gives ¥5 Million to Joe, and replaces a tier 1 infrastructure with his own.

[image: ]        
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When a Player manages to buy over half the Infrastructure tiles in another Corporation, that Corporation becomes the Player’s Vassal. A vassal may no longer take any hostile actions against the Parent Corporation.
This includes:
Attacking their Corporate HQ or Runner Teams
Playing Action Cards Against them (either by hurting their teams or helping their opposition)
Using negative Asset Effects against them

The player can still make side deals with the other corporations, such as a truce, promising to focus an attack against another competitor in exchange for liberation, or to convince other Corps to buy away the controlling player’s Stock.

As soon as the Parent Corporation loses its majority share, the Vassal is freed.

NOTE: A Parent Company has no obligations to its Vassal, and can still take hostile actions against them.

[bookmark: _Toc216350569]Mergers
If a Vassal manages to acquire a majority share in its Parent Company, they are in a Merger, where they are both Vassals to each other. Mainly, this means they cannot take hostile actions against each other (whereas in a normal Parent-Vassal relationship, the Parent Corp could still abuse the Vassal).

NOTE: It would be in the interest of any other Corp to break up this merger fast. Without the possibility of betrayal, all those Runners are going to shift targets…



[bookmark: _Toc216350570]Infiltration (Breaking into Corporate HQs)
NOTE: The Runner Team will need – at least – a hacker and a thief, or a hacker and a thug to break into a building.
When a Runner team attempts to break into a Corporate HQ, there are three steps they must accomplish. If the Security Team does not have a Card of that type (Squads for step 1, Systems for step 2, or Firewalls for step 3) the player automatically succeeds. The Security Team can still roll if attacked:

Security Squads
Fight through the Security Squads. 
Get into a Attack the Security Team and attempt to destroy them (follow the rules in “Runner Encounters”).
OR
Sneak past any Security squads.
Roll as many dice as your Stealth stat, while the defender rolls as many dice as the Security Squad’s Defense. Count up any dice with 5’s or 6’s. 
If you have more, go on to the Security Systems. If you’re tied or have less, you are attacked by the Security Team.

Security Systems
Sneak past any Security Systems.
Roll as many dice as your Stealth stat, while the defender rolls as many dice as the Security System’s Detect. Count up any dice with 5’s or 6’s. 
If you have more, go on to the Security Firewall. If you’re tied or have less, you are attacked by the Security Team.
OR
Hack into the Security System
Roll as many dice as your Hacking stat, while the defender rolls as many dice as the Security System’s Detect. Count up any dice with 5’s or 6’s. 
If you have more, go on to the Security Firewall. If you’re tied or have less, you are attacked by the Security Team.

Security Firewall
Hack into the Security Firewall
Roll as many dice as your Hacking stat, while the defender rolls as many dice as the Security Firewall’s Encrypt. Count up any dice with 5’s or 6’s. 
If you have more, you succeed in breaking in! If you’re tied or have less, you are attacked by the Security Team.
Success!
Use your Team’s Skill
If the team succeeds in these actions, they may then use any one skill against the corporation.

Steal Credits (¥): Roll a die and add your Team’s Hacking or Stealth stat. Take this number in Millions of credit from the Corporation and place it on the Runner Team’s stack of cards. When this team returns to your Corporate HQ, take this money and add it to your own.
Steal an Asset (Personnel, Products, or Data): Select the Asset your Runner’s Skill allows you to steal from the Corporation, and place it on the Runner Team’s stack of cards. When this team returns to your Corporate HQ, take this Asset Card and add it to your own. If you have more Asset Cards than you are allowed, immediately discard your Asset Cards until you are back at the allowed number.
Steal infrastructure (Research, Sales, Production): Remove the highest Infrastructure piece from the department your Runner’s Skill allows you to steal from the Corporation’s Corp Mat and discard it. Place one of your own Infrastructure pieces from your reserve on the Runner Team’s stack of cards. When this team returns to your Corporate HQ, take this infrastructure Piece and add it to the same department it was stolen from. You cannot add more than the highest tier.

[bookmark: _Toc216350571]End Game

[bookmark: _Toc216350572]Supremacy
In order to win the game you must devastate your opponents in one of two ways.
Vassalage: If you can get a majority share in a Corporation, they become your vassal and do not count as opponents.
Ruined: If a Corporation has no infrastructure, they do not count as opponents.

If you can ruin or control every other Corporation, your dominance is assured, and the city is yours.

[bookmark: _Toc216350573]Shared Victory
No such thing.
Even if you had an alliance during the game, there can be only one Corp in control. Betray them before they can betray you.

[bookmark: _Toc216350574]Game Over
If you’ve achieved Supremacy, you win the game. Any ruined corps lose the game. Any Vassals under your control get 2nd place, 3rd place, and so on. You decide who gets what place, based on how well they’ve served you during their vassalage.
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Turn
Round
Hand
Discard
Draw
Disband
Destroy
Steal
Corporate HQ
Buildings
Corp Mat
Infrastructure
Stock
Majority Share
Vassal
Parent Corporation
Tiers
Department
Asset
Asset Cards
Asset Pool
Runner
Runner Cards
Runner Teams
Runner Miniature
Garrison
Runner Pool
Security
Security Cards
Security Pool
Trade
Action Cards
Credits/Money
D6/Die/Dice
Hit
Miss
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