InsikTRATION DEVELOPMENTS

Deuetopments Key

00 Thieves Guild

May re-draw on Thievery checks

XX

0 Improved Thieves Guild

Draw two, keep one on Thievery checks

oz s

Defends against
Starting Point Has Prerequisites Unit D3 |Threat of this
difficulty or less

A

FUELE THE D FATE

00 The Map Hall
Place two zones each turn during infiltration
setup, also place all alarms

L JasiN

01 Safehouses
May re-draw on Disguise checks

socs

I >

O Improved Safehouses
Draw two, keep one on Disguise checks

A EX

00 The Shadow Hall
May move through zones containing
guards by taking a stress card

pe2s

0 Great Spy Houses D4

Cancel one infiltration threat of difficulty 4 or less each year

TR

) Superb Spy Houses I

Cancel one infiltration threat of difficulty 5 or less each year

o8

) Fantastic Spy Houses D6

Cancel one infiltration threat of difficulty 6 or less each year

pe s




