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Basic Game Quick Reference
Sequence of Play

Phase

Briefing .
Draw Cards to Ten in Hand
Healing -
Agents Recover Health
Requisition
Agents Obtain Equipment

Deployment
Agents Assigned to Section

Case Assignment
Site Card Played

Investigation
Site Investigated
Play Cards
Resolve Site

Debriefing
Discard Up to Three Cards
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The X-Files™ Collectible Card Game

Mystery, intrigue, the unexplained. .. welcome to The X-Files
Collectible Card Game. Like the television program upon
which it is based, The X-Files CCG will open up a world of
bizarre and compelling adventure for those brave enough to
attempt it and resourceful enough to discover its secrets.

In The X-Files television series, a strange event happens at
an unusual place. Soon, FBI Agents Fox Mulder and Dana
Scully appear on the scene to investigate. Mulder and Scully
open an X-File on the case and, with the aid of other agents,
civilian witnesses, specialized equipment, and their own
wits, attempt to solve the mystery. During their investiga-
tion, the pair run into all sorts of difficulties and deterrents,
including sinister adversaries like The Cigarette-Smoking
Man and the Alien Bounty Hunter, not to mention their more
unexplainable foes. As these forces conspire to destroy evi-
dence and hinder investigation, Scully and Mulder continue
to seek answers.

Your objective in The X-Files CCG is to identify your oppo-
nent’s X-File. To achieve this goal, your Agents will use their

skills to investigate sites. The Agents may further be aided

by helpful equipment, witnesses, and events. You must also
protect the secrecy of your own X-File by using adversaries,
bluffs, and events to thwart your opponent’s investigation.

The X-Files Collectible Card Game puts you in Scully and
Mulder’s shoes. You will use deductive reasoning to solve
their current X-File.
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What is a Colieciible Card Game?

Collectible Card Games (CCGs) are a relatively new genre in the
gaming field. Much like baseball trading cards, one of the joys of

CCGs is searching for and obtaining valuable cards to improve your |

collection. Like trading cards, CCGs have rarities built into the card
distribution system, making some cards harder to find than others.
Unlike trading cards, CCGs actually derive a large part of their value
from the game effects listed on each card. The cards you collect can
be used to create game-winning combinations. Collectible Card
Games are also different from other traditional card games (like
poker) because they are not played from a common deck. Both you
and your opponent play with your own decks, which can be tailor
made to fit a particular strategy or game-play style. Thus, you have
the ultimate control over the game result.

The X-Files Collectible Card Game is available in Starter Decks of |
sixty cards and Booster Packs of fifteen cards. The cards are distrib- &

uted randomly and there are 354 different cards in the basic set.
Similar to other CCGs, this set is produced in limited quantities to add
to the collectible value. We hope that you enjoy this new gaming genre.




Overview of The Rilles

The rules for The X-Files Collectible Card Game are broken down
into two levels, the Basic Game and the Advanced Game. If you are
familiar with gaming in general or Collectible Card Games in partic-
ular, you may wish to play the Advanced Game immediately. The
Advanced Game rule book—about sixty-five pages long—will pro-
vide you with the complete X-Files experience. In an Advanced
Game, you will have greater control of Agents and the ability to spe-
cialize in different areas. The Advanced Game puts you in control of
investigating an X-File.

Whichever game you choose to start with, we welcome you to the fun
and excitement of The X-Files Collectible Card Game.
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Object of The Game

Each player begins by selecting an X-File. An X-File card summa-
rizes one of the principal mysteries or antagonists that Fox Mulder
and Dana Scully have dealt with in their investigations. To win the
game, a player must identify which X-File card his opponent select-
ed. Once a player has correctly determined which X-File the oppo-
nent chose, that player wins the game.

In order to identify your opponent’s X-File, players select a team of
Agents. “Agent” is the term used to describe the many characters
who aid in investigating X-File cases. Agents are used to Investigate
mysteries at various Sites. As the player's Agents successfully
resolve Sites, the player may ask his opponent questions about the
X-File to gain additional information. Through deductive reasoning
and the process of elimination, a player can determine who or what
the opponent’s X-File is—and thus win the game.




Card Design

There are nine different types (or suits) of cards in The X-Files
Collectible Card Game, Most of the information contained on & card
is common to all cards. The common information is:

&) The Name of the card.

3 The Card Type: Indicates the card’s suit, and its function within
the game.

&) The Advanced Indicator: If there is a yellow/green “X” hers, it
denotes that the card is used only in the Advanced Game.

(-3 The Card Number: A unique identifier for each card in the set.

(53 The Activators: Indicates when this card may be played.
Activators do not appear on Agent or X-File card types.

(3 The Keywords: Indicates what type of cards may be used against
the particular card. Keywords do not appear on X-File card types.

&9 The Game Effect: Explains the effect of this card when played.

Not all cards have a game effect, while some have very extensive
game effects.
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(=) The Card Cost: Indicates the amount it will cost in Conspiracy
Points (CP, or §'%) or Resource Points (RP, or [ J) to play the card

-from a hand in an Advanced Game. The Card Cost is used onLvm
the Advanced Game.

() The Story Line: Consists of a brief quote or phrase relating to
the subject of the card, taken from The X-Files television series.

A complete listing of all card suits, with detailed explanations, appears
at the end of the Advanced Game rule book.
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THE BASIC GAME
Starting Play

8 The Basic Game is designed for two players. To begin play,
- a each player will need a sixty-card Starter Deck.

_gr; % Prior to starting a Basic Game, open your

3‘“ Starter Deck and remove all cards marked

m with & yellow-green “X” in the top left corner.

The “X” indicates cards only to be used in the
Advanced Game. Place the “X" cards aside.

Separate the X-File and Agent cards
from the rest of the Starter Deck. Each player
selects one X-File card. The X-File chosen is set
A\ aside, face down. Place this card in & conspicuous
A place so that it may be consulted during game
play. Place the other X-File cards aside, as they
A are not used in the game.
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After selecting an X-File, each player must
select a team of four Agents. Any Agent card that the player
owns may be selected for this team. Each player may select
the same Agent without penalty. Thus, both players may start
the game using Agent Fox Mulder.
However, an individual player may not use
two cards of the same Agdent in their

starting four Note that Agent cards §
inelude text titled Game Effect, but that
the Game Effect is not used in the Basic

Game. An Exawple of an Agent Card —
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Advanced
Cards have
a yellow-green
i Hhe cormer

Ramdy is selecting his stavting four Agents. He chiooses Agent Fox
Mulder, Agent Dama Scully, Assistant Divector Walter Skinner,

' and Agent Kaven KossefE. This is am acceptable stavting team.
He wmay wot select two Mulders amd two Scullys.

Each player then divides the surface area on which they are playing
into three main Sections: the Bureau, the Field and the Hospital.
The Bureau should be to the left, the Field in the center, and the
Hospital to the right. The Bureau Deck should be placed in the Bureau
Section of the table. Create a Discard Pile next to the Bureau Deck.
Cards will be placed face up on the Discard Pile after they are used or
when they are discarded. Below is a diagram of a typical table layout.
Each Section’s use will be further defined later in these rules.
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Starting Play continued..,

After creating table sections, place your four Agents face up in the
Bureau section. Your remaining cards become what is referred to as
your Bureau Deck. Shuffle this deck, have your opponent cut it, and then
place these cards face down in the Bureau section. Deal yourself seven
cards from this deck. Randomly decide which player will begin play.

Two items that will aid in game play are the X-File Notebook and

tokens used to track certain information. The Notebook is included
in Starter Decks. It lists all of the X-Files and their characteristics.
The Notebook is used as a checklist when you discover information
during game play. Tokens are not included with the game, but may be
any common item. Pennies, beads, or similar objects are ideal.

Starting Play Summary
1. Remove all cards with an “X” in the top left corner.
@. Select one X-File Card.

3. Select a team of four Agents. Remove them from the deck.

4, Divide your playing area into three sections: the Field,
the Bureau and the Hospital.

8. Shuffle and cut your remaining cards, then deal out seven.
Put the remainder of the deck face down in your Bureau section.

6. Randomly decide who goes first.
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TURN EXAMPLE:GAME SETUP

Reamdy amd Les awve about to play & tweo-player Basic Game.
APter opening their Stavter Decks, both Ramdy amd Les vemove
all cards with am "X’ i the top lePt corner. Both players choose
on X-File amd place the card £ace doum to the side. Randy
selects Agent Fox Mulder, Agent Dama Scully, Agent kaven
KossefE, amd Assistamt Divector Walter Skinwer prior to stawting
the gawme. Les also selects his four Agents.

Ramdy and Les each create Bureauy, Field amd Hospital
sections on their playing surface. Each player places his Agents
£ace up i Hhe Bureau to stavt the game. Both players shuffle
tHheir cards and have the oppovent cut thewm. These cavds ave
placed face Aown i their Bureau sections and become the
Bureau decks. Ramdy amd Les draw seven cavds each to begin
play. Ramdy wins o coin toss amd elects to go fivst. Ramdy and
Les ave wow veady to begin the Basic Gawme.
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Basic Game Turn Summary -
Each turn is broken down into phases during which players will be
t able to perform specific actions. All phases must be conducted in &

order. Below is a summary of these phases, followed by a more

i i Ea
" T o 2 s "' il
ﬂ% \

=

| detailed explanation of each. The player whose turn it is will be 6. Investigation Phase

~ referred to as the Investigating Player. The other player is referred

o to as the Directed Player. We use the term “Directed Player” because Resolve Site:
% this player will often have a Site question “directed” at him by the -, S\ Condilet the SKIIL.CREA listed on the Site eard
- @ Investigating Player. . ;
| i . Bach player may play up to three cards.
1. Briefing Phase b. Each player may play up
Both players draw cards to bring their hand size to ten cards. ¢. Resolve cards.
2. Healing Phase d. Determine if the Prerequisite is achieved after

the card effects have been resolved.

Remove one token from any Agent in the Hospital. B D
e. If the Prerequisite is met, ask a Characteristic

3. Requisition Phase question and/or guess the X-File's identity.

Agents in the same location may exchange Equipment.
4, Deployment Phase .

- _ i _ , 4 7. Debriefing Phase
Agents may be assigned to the Field, Bureau or Hospital.
You may discard up to three cards.

5. Case Assignment Phase i

The Investigating Player may play one Site card. After the Debriefing Phase, your turn is completed. It is now your 1

4. opponent’s turn.

W
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The X-File

~  In order to win The X-Files Collectible Card Game, you must identify
| your opponent’s X-File. An X-File is an entity directly from The X-Files ¥
- television series which symbolizes the force behind different X-File cases.

| Each X-File card has four characteristics, There are five types within
4 each characteristic. Below is a list of the characteristics and types.

¢) Affiliation: €) Method:
Subterfuge
Possession

Violence

Evolutionary .
. _ i tion
Primordial Manipula =

Threatg: -« -« -+ " &
) Result:

1§ &R For.

Physiological Imbalance - &
Manipulation of Evidence- (3¢]

. 1 During the game you will ask specific questions about your oppo-
1 nent's X-File characteristics. Through the process of elimination, you
4 can determine the X-File's identity. We have included a Notebook in
your Starter Deck to help you with this process. The Notebook lists
all possible X-Files your opponent may have selected and each of
their characteristic types. Use this Notebook to check off X-Files as

] you gain information.
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