2. The player who receives the Policeman character tile will reveal his/her role to the rest of identity to the Policeman. The Undercover Agent will also learn the identity of the News-
Wpreparatio". the players and be responsible for running the game. (Alternatively, players may also boy at this point.

choose to have one who has more experience with board games to assume the role of
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. Now, the Policeman will assign specific codes by means of body languageto the four
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. . ace down for later use.
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m or identifv who is the undercover asent amone therm! the role that each player will assume for the game and after checking their characters, all 4. Place the compass tile in the center of the table with South pointing towards where the “If it's hidden to the south, do this (fold arms across chest)”
’ y g g . . . -
- players should place their character boards face down in front of them. Policeman is seated and randomly place the four locations on each of the four directions “If it’s hidden to the west, do this (shake leg)”
MEOWMEDW MIA is 4 i e el e e e e : * Unless explicitly specified by the rules, no players may reveal or inform other players of indicated by the compass. “If it's hidden to the north, do this (do the motion of clapping without making a sound to
e sl from e S TTE R g fe i ”\ C their roles during the game. 5. Take out all Contrabands and Empty Crates from the box and place them aside for now. prevent other players from figuring out the code)”
outwit their opponents in the battle of smuggling. - 8 omponents Law enforcements Meowfia members Onc.e 'the “undercover connection” phase has been completed, the game will officially % It is absolutely vital that the Policeman assigns four different codes for the four locations;
o N T ez no location may be skipped during this phase.
The notorious Meowfia is trying to smuggle contraband L r§ § Q\ X \Q\ & N gt\, % The policeman should use body language as their codes rather than facial expressions or
through different locations in the city. However, the Q)S Q%,\ 2,? g? D é,z’ \\(.L _\\% § making passes by looking at specific directions.
Pawlice department has secretly planted an undercover § Q@qu? § Q Q? § § < ,;\\ Undercover connection ’ The Policeman may not attempt to misdirect other players by acting in a way that contra-
agent inside the Meowfia with the sole mission of sending Q X G | Q dicts what he/she says when assigning codes (i.e. claiming a code for a specific direction
out secret messages to put a stop to the smuggling o o o o ..'. In order to determine the location of smuggling operations run by the Meowfia, the law while pointing to a different direction).
el T e A T e > * * - - - B — enforcement has planted a undercover agent in the ranks of the Meowfia and created a ’* Since the Undercover Agent has to remain silent throughout the process (in order to
" : d ! 6 Qe & ot ot o ot A\ system of codes for the agent to secretly relay information to other members of the law remain hidden), the Policeman should ensure that sufficient instructions are provided
agen.t LA 1y GO D e ST B e \ . . dboard buildi I ) enforcement. This phase shall be performed as instructed by the Policeman character. All and act out the codes with reasonable exaggeration to get the message across. The
to win the game! | 11 Character tiles 1 Compass tiles 4 Cardboard buildings 7 o o o o | e oo oo A other players shall act accordingly as instructed: Undercover Agent should respond with as little movements as possible (i.e. with slight
= nods of the head) so that other players will not be able to guess who the Undercover
8 Qe Qe Qe e e o ode o /\ 1. “The undercover agent will now attempt to establish contact with the law enforcement. Agent is.
: == E , cl ”. At thi t, all pl t the Poli hould cl : : : ..
I P B B B N N ; Ve.ryone I 1s. I, I RS R G RIS SR . Finally, the Policeman will announce “The connection is now over; Undercover Agent,
9 | @ @ @ @ % e @9 @ @« /N their eyes and put both hands as fists on the table.
. please close your eyes. Newsboy, put down your thumb. Everyone, open your eyes on the
10 oo oo oo e od oo ode o e e\ . “Newsboy, hold up your thumb now.” The player who received the role of the Newsboy count of three. One, two, three!”
“ “ * . “ “ “ cT = will do so without opening his/her eyes. Skip this step in a 5/6-player game.
&¢ Characters used in the game. _
. /\ Players can choose to replace a Guard with a Bartender to add more variability . “Undercover Agent, open your eyes.” The player who received the role of the Undercover
=\Contrabands = ety EiEiE 1 Ring token 1 Rose token to the game. Agent will open his/her eyes while keeping both hands on the table and reveal his/her
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W Flow of the game

With the codes determined, the game can officially begin. Each round will proceed in three
phases following the order:“Smuggling — Interrogation — Flushing Out the Mole”, with
subsequent rounds following the same sequence until one faction wins.

HE Smuggling Phase I

During the smuggling phase, the Policeman must close his/her eyes and lower his/her
head while members of the Meowfia discuss and decide where to place 1 contraband
and 3 empty crates at the four different transaction locations.

Once the Meowfia has decided where the contraband and empty crates are hidden, the
Smuggling Phase ends and the Policeman will open his/her eyes.

% All players whose identity hasn’t been revealed must take part in the smuggling
phase, with full knowledge of where the contraband is located.

* There can only be 1 contraband in play during the smuggling phase.

B [nterrogation Phase i

1. The Policeman shall announce “Nobody moves! Hands up in the air!” All other
players should raise their hands as instructed.

2. After the Policeman instructs all players to put down their hands, the interrogation
may begin.

3. The Policeman gets to decide to interrogate the other players in clockwise or
anti-clockwise order, starting from the players sitting closest to him/her about the
actual smuggling location (skip players whose identities have been revealed). When
asked, players must name a location where they believe the contraband is (you are
not required to answer truthfully).

4. During the entirety of the interrogation process, the Undercover Agent can try to
make passes at the Policeman to reveal the actual location of transaction even if
other players are being interrogated.

*¢ The Undercover Agent may only start making passes at the Policeman after all
players put down their hands.

5. After all players have been interrogated, the Policeman must choose and reveal one
location. Two things can happen at this point:

The revealed location contains a contraband: this means the law enforce-
ment has successfully prevented the smuggling attempt and the Meowfia’s

nefarious plot has been foiled! Place the revealed contraband on the
Policeman’s character tile as a token to keep track and the Meowfia will
proceed to Flush Out the Mole Phase.

The revealed location contains an empty crate: this means the law enforce-
ment has been misled and the Meowfia has successfully smuggled the
contraband! Place the contraband on the compass token as a token to
keep track. In this round, the Meowfia will the step of Flushing Out
the Mole Phase. If the Newsboy hasn’t been identified , the law

enforcement may choose to repeat the “undercover connection” once again
to establish a new set of codes with the Undercover Agent.

*If the Policeman chooses to repeat the “undercover connection” again,
the Newsboy must reveal his/her identity. If the Newsboy’s identity has
already been revealed, the Policeman may not attempt “undercover
connection” again.

*1In a 5/6-player game, if the Policeman chooses to repeat the “under
connection” again, s/he will flip the Newsboy character tile that has
been set aside during setup as a reminder that this process cannot be
performed again for the rest of the game.

H Flushing Out the Mole Phase B

When a smuggling attempt has been foiled by the law enforcement, the Meowfia will
try to identify the hidden mole to be responsible for the failure. If the Meowfia man-
ages to correctly identify the Undercover Agent and kick him/her out of the organiza-
tion, they will win the game immediately!

1. When the Meowfia flushes the mole for the first time, the ring token should be given
to the player who was last interrogated by the Policeman. This step will be skipped
for the remainder of the game.

2. The player with the ring token will be responsible for running the discussion among
the Meowfia members while keeping the discussion within a reasonable time frame.
All Meowfia members shall discuss openly and defend themselves (if accused) or
accuse other players (carefully) as the Undercover Agent.

3. After all players have been given ample time to make their points, the player with
the ring will proceed to hold a vote: all players will point to the player whom they
believe to be the Undercover Agent on the count of three.

*¢ Both the Policeman and Newsboy (if identity revealed) may not take part in the
vote. All other players must vote for the Undercover Agent, including players whose
identities have been revealed.

* Naturally, you can only vote for a player whose identity has yet to be revealed.

4. The player with the ring token will count the vote. Apart from the player with the
ring token (whose vote counts for 1.5 votes), all other players taking part in the vote
will get 1 vote each. The player who received the highest number of votes must reveal
his/her identity. If two or more players tie for the highest number of votes, they will
get a chance to defend themselves before another vote is conducted for these players.
Repeat this process until one player receives the most number of votes.

5. If the Undercover Agent is revealed during the vote, the Meowfia members win the
game immediately! However, if other characters have been revealed, the corre-
sponding abilities will be triggered (refer to character abilities below).

6. Based on the outcome of the vote, Meowfia players can discuss if they should do
something during the next Interrogation Phase (i.e. perform a specific gesture) to
hinder the Undercover Agent from making his/her pass.

* The Meowfia players can restrict their members with specific gestures using at
most two out of the following five parts of the body: “head / left hand / right hand /
left foot / right foot”. For example, the Meowfia players may agree upon themselves
to tilt their head left while putting their right hand behind their back in the hope of
stopping the mole from making the pass easily. However, they may not ask Meowfia
players to hug their head and put their head on the table (as it will involve using
both of their hands and their head at the same time).

7. When the discussion ends, pass the ring token to the player whose identity was
revealed for receiving the most votes during Step 5.

* The Newsboy will never receive the ring token. If the Newsboy’s identity was
revealed during the vote, the player with the ring token will keep the token instead.

Remove all the empty crates from the locations and reset the locations before proceeding to
the next round.

”\Game end and victory conditions

If the law enforcement players manage to stop the Meowfia from smuggling 3 times without
the identity of the Undercover Agent revealed by the Meowfia at the third attempt, the
Policeman, Undercover Agent and Newsboy will win together.

If the Meowfia successfully smuggle contrabands in 3 separate attempts or correctly identify
the Undercover Agent and reveal his/her identity, the Meowfia players win!

* Even if the law enforcement manages to stop all 3 smuggling attempts, the Meowfia will
still win if the Undercover Agent was correctly identified in the end.

Character abilities

b UNDERCOVER AGENT

The law enforcement players lose immediately.

B - NEWSHOY

No more undercover connection can be
performed for the remainder of the game.

Permanently remove 1 location and 1 empty
crate from the game. For the remainder of the
game, there will be only 3 locations left.

—

AT — NS

At the end of the Interrogtion Phase in the
following round, the Policeman may reveal an
additional location.

The Guard must choose another player; the
chosen player may not take part in the smug-
gling process in the following round. During the
smuggling phase, the chosen player must close
his/her eyes so that they will not know where
the contraband has been hidden.

-

MISTRESS

The Mistress must choose another player
whose identity has yet to be revealed and give
him/her the Rose token and look at his/her
character tile (make sure no other players sees
it). If the Mistress has correctly chosen the
Undercover Agent, s/he will immediately switch
side to the law enforcement faction secretly.

KILLER

The Killer may choose to reveal the identity of
another player. If another Killer has been
identified this way, the newly identified Killer
may also reveal the identity of another player.

BARTENDER

The Bartender may secretly switch the character

tiles of two players whose identities haven’t been

revealed. Before the switch, all other players
(including the Policeman) must close their eyes
before the Bartender performs the switch. However,
the Bartender may not look at the character tiles
being switched. After the switch has been made, all
players may open their eyes and secretly check
their own identities.

% The Bartender may want to rotate all character
tiles on the table slightly to prevent other players
from figuring out the tiles that have been switched.




