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lects the Pulitzer winners each year evaluates each report based on its thorough documentation, the
1g evidence, the prestige of each newspaper, and its national reach. Who will claim the prestigious

“T'ruth always prevails, despite efforts to conceal it."
Joseph Pulitzer
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GAME SETUP

Place the game board in the center of the table with the side
for 3 to b players facing up.

Next, shuffle the News cards and place them, with the orange side facing up, to
form a deck in the designated area of the Kiosk (1). Flip one card over and place
it in the adjacent space. The orange side will indicate the money you will earn by
publishing News. The gray side will indicate where to place the two Block tokens
in the Newspaper. Place the two Block tokens in the sections of the Newspaper (2)
indicated by the card. These sections are completely blocked for this round and
cannot be used by anyone. Stay alert to stay ahead of your rivals.
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1t e Newspaper (4) in their designated spots.

place the 8 houses of each color in their respective area of the Kiosk (5).
the Reach of your newspapers. Leave the yellow houses in the box if
ith only 3 players, as they will not be needed in the game.

- with the Events deck. If so, shuffle it and place it in the

Jo not reveal any cards till the second round of play.
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Shuffle the Overtime deck and place it face down in its designated spot (7).
Next, reveal 3 cards and place each one in one of the available spaces on
the billboard (8). Leave the space with the phone empty.

Shuffle the Evidence and Investigation Lines
decks and place each one face down in its
designated spot (9).

Arrange the remaining components around the
board (Money, Contacts, Statements, Pins) s0
that they are accessible to all players.

Each player takes an Investigation Board, a stand, a pin, a string, five 1005
bills, the 6 Journalists and the 4 round tokens of their chosen color. Then,
place the round token representing the Pulitzer Coin on the 0 Points space
(10), with the +100 facing down, and your Journalist with value X on the
first space of Human Resources on the Newspaper (11). Finally, each
player must place their pin on the central photograph “7” (12) of their
Investigation Board and tie the string to it.

HUMAN RESOURCES

o

Shuffle the Report cards and deal one to each player. These

cards represent the Report yvou are investigating during the
game, with the most relevant Evidences highlighted and the
less relevant ones darkened.

On the back of each Report card, you'll find a glimpse of a real
Pulitzer-winning case and the year it was awarded.

Finally, draw the Press Pass or give it to the last person who
read a physical newspaper. You are now ready to begin.




HOW TO PLAXY

A —————

Pulitzer is played over 8 rounds, each divided into 2 phases: Placement and Resolution.

In the Placement phase, play proceeds clockwise, beginning with the player helding
the Press Pass. Players take turns placing a Journalist face-down on the Board (on
the Kiosk, Archive, Buses, or Overtime) OR placing a Request on the Newspaper.
Requests can only be placed if you still have unplaced Journalists and haven't passed.

Once all players have placed their Joumalists or passed, the Resolution phase begins,
where everyone plays simultaneously. Flip over all Journalists on the board to show

their values, determining who dominates each area.

At the end of the eighth round, the player with the best Report, Prestige (points
gained during the game), and Reach wins the Pulitzer.

GAME MODES

RBefore starting, choose a game mode:
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FINAL SCORE EXCLUSION

Phe Pulitzer Committee Tequires 2 Reportwithat | = CHRONICLE M ODE -~

ey - Report RO PIRAL
Jeast & highlighted Bvidences fro.m Y.our : SCORE Ex .
card. If you have fewer than & highlighted CLUSION

 INVESTIGATION MODE - | ( A [ Té' T/yé-

Evidences, you won't be part of the final scoring-

The player with the highest SCOTS, adding up
thelr Prestige (total sCOr€ during the .gam.@),
thr—;élr Reach (houses), and the total score frgm_
their Report, will be the one 1o win the awaid.
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Each game round is divided into two phases: Placement and Resolution.

During the Placement phase, on your turn and while you still have
Journalists available, you can perform one of three actions:

L ‘ . . m - '. = | 4 | » Place a Request in the Newspaper (on the indicated windows)
l ' ¥ k in an available space.
B o0, = ' o — |-
B | g ( ‘ o | ' | - » Place a Journalist facedown in the Kiosk (on the newspapers),
A= g B the Archive, the Buses, or the Overtime (on the W]'ndows_)
| 8 | on an empty space. You can't look at a placed Journalist's
26 '. 1) 3 L] 4

value or swap it.

5 ( CI } » Pass (mandatory if you have no Journalists left).
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Your Journalists are numbered from 1 to 5, representing their Journalistic
value. Five is your star Journalist, while 1 represents the freshly graduated
one. Choose carefully where to place each one.

Once all your Journalists are placed, or if you have decided to pass, you
won't take any further actions until the Resolution phase.

Some spaces are only available if there are 4 or b players. Use only the
spaces that correspond to the number of players.

After the Placement phase ends, flip over all Journalists on the board
to reveal their values. Keep them on the same spaces they occupy,
regardless of their area, and proceed with the Resolution phase,
resolving each area from the bottom of the board

(the Kiosk) to the top (the Newspaper).
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After the Resolution phase, you will conduct a brief Maintenance,
and then a new round will begin.

Once the eighth round is completed, proceed with the final scoring.
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THE KIOSK

Placing Journalists here will allow you to earn money by publishing News.

In the Resolution phase, you'll check who has the highest value in
columns and rows. The one who leads will earn valuable rewards.

PLACEMENT PHASE _
J

When you place a Journalist in this area, you immediately earn
the amount of money indicated on the News card, based on the
column where you placed the Journalist.

Once you place the token, you won't be able to
move it.

If you want to use tokens you have obtained in
previous rounds (see Resolution: Newspaper
page 15), you may place them under your
Journalist at the time you place them.

_f-
Check the total value of the Journalists for each player (and their tokens) first in
each column, from left to right, and then in each row, from top to bottom. The one

with the highest total value will receive the corresponding benefit in each column or
TOW.

In case of a tie, no one gets the benefit.

COLUMNS

National: 1 Contact token, the Press Pass (you will begin the next
Placement phase), and 3@ (move your Pulitzer coin along the outer
track of the board).

International: 2 Contact tokens and 6@.




Sports: One +2 token for Row Resolution. Place this token under one of your
Journalists on any Kiosk space. This Journalist will have +2 value in the Row
Resolution phase in this round. Alternatively, you may choose to take 3008 instead
of using the token.

Entertainment: One +2 token for Resolution in Overtime. Place this token under
one of your Journalists located on an Overtime space. This Journalist will have
+2 value during the Resolution of Overtime. If you don't have a Journalist in that
area, or prefer not to use it, you can instead take a Contact token.

Economy: Available only in b-player games. Gain 7(@ immediately.

ROWS

Achieving majority in a row increases the Reach
of your newspaper nationally, reaching more
households, represented by colored houses.

For each row, the player with the highest value gains
a house of the corresponding color. In the event of
a tie, no one gains a house.

Each house grants 3@ during the final scoring.

Additionally, the p]ayér with the most houses of each color receives 5@ (if there
is a tie, no one scores), and for each set of 4 houses of different colors (or 3ina
3-player game), you earn 10(@.
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THE REPORT

(ARCHIVE AND BUSES)

Placing a Journalist in this area will allow you to keep pulling on the thread and make

progress on your Report to aim for the Pulitzer.

PLACEMENT PHASE -
) 4

When placing a Journalist in the Report area, you must choose
between the Archive and the Buses.

The Archive is a support area, whose purpose is to increase the
number of cards gathered by the Journalists placed on the Buses.
When placing a Journalist, you must place them on the lowest
empty numbered space on the left.

On the other hand, when placing a Journalist on the Buses, you
must immediately pay the cost of that space, shown in the top
section. The spaces on the left Bus cost 300$ and 400%, the bus

stop costs 500$ and 700$, and the spaces on the right Bus cost
800% and 1000$, respectively. If you cannot pay the cost, you
cannot place a Journalist.

RESOLUTION PHASE

S

THE ARCHIVE

The Journalists are repositioned on the lower spaces, from left
to right, in order of highest to lowest value. In case of a tie, the
one on the space with the lowest number is repositioned first
(see example on page 13).

There are only 3 lower spaces, so some Journalists may not be
repositioned and, as a result, will not provide support to the Buses.

Each Journalist repositioned on the Evidence supports only one
Journalist on the Buses. If you have more Journalists repositioned
on the Evidence than on the Buses, you must choose which one
does nothing.

Each repositioned Journalist will add, depending on the space they
occupy, one Evidence card, one Investigation Line card, or aone of
each type, to the cards gathered by their partner on the Buses.

THE BUSES

Journalists on the Buses allow you to gather new Evidences to keep
pulling on the thread, placing pins, and completing your Report.

There are 3 pairs of spaces: the Bus on the left (to Washington), the
bus stop and the Bus on the right (to the airport). The farther right
you place your Journalist, the more cards you will get (as shown
at the bottom of the space), and the more chances you'll have to
improve your Report. S - ‘

You will receive 2 types of cards:
Evidence cards f , which relate to the
Evidence on your Investigation Board,
and Investigation Line cards }J, which
refer to each pair of columns (except the
central one) on your Board, distinguished
by letter and color.




You will take as many cards of each type( f}_)) as indicated by
the space your Journalist occupies, and if you have a Journalist
supporting from the BEvidence, you will add the corresponding cards.

The value of your Journalist determines the maximum number of
spaces on your Investigation Board (each Evidence takes one space)
you can move vertically and horizontally from the last Evidence you
have uncovered (or from the “?” photo at the start).

To discover a new Evidence on your Investigation Board, you must
choose one Evidence card and one Investigation Line card from those
you've gathered.

By combining these cards with the value of your Journalist, you
should be able to move to the space containing the Evidence of the
Investigation Line of the chosen cards.

Each time you discover new Evidence, place a pin and tie it with the
string.

Always keep in mind the Evidence highlighted on your Report card
and the value of the Evidence gathered in each Investigation Line
10 D in A and D, 5(2) in B and C and 3(Q) in X) if you want to
have a chance in the final scoring.

IMPORTANT: For practical
purposes, the left side of the
Investigation Board is connected
to the right side, so the spaces
on both sides are considered
adjacent (this does not happen
with the top and bottom of the
Investigation Board). However,
the farther the pins are apart,
the more string you will need.
The string never goes behind the Investigation Board.
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If you have placed more than one Journalist on the Buses,
you must resolve them separately. The cards you get with
each one cannot be exchanged or combined with those from
another. You must decide which Journalist to resolve first.

Keep an eye on how much string you have left, as it is a
limited resource. If the Evidence you gather is too far apart
from each other, you may not be able to complete your Report.

The central column (X) is an Investigation Line that
contains easy-to-obtain Evidence, which doesn’t require
a specific Investigation Line card, just the Evidence and
enough value in your Journalist to reach it.

IMPORTANT: At any point during the round, you may
discard the last piece of Evidence you obtained in

the previous round, but only the last one. Simply
release the string and remove the pin.

It's possible that no combination of your Evidence and
Investigation Line cards will allow you to place a new pin on
your Investigation Board. This could be due to your Journalist’s
value, the Evidence you have already uncovered or destroyed,
or if you prefer, you can choose not to place a new pin.

Next, discard all the Evidence and Investigation Line cards.
During the game, when the cards in one of the decks run out,
shuffle its discard pile and form a new deck.

You can get Witness Statements that
complement your Investigation. The Witness
Statements (see Extra Hours Resolution on
page 14) you obtain will grant you points

(3 or 5) depending on the Investigation Line
they belong to, as indicated in the topaight
corner of each one.

EVIDENCE DESTRUCTION

T -

There are double Evidence and Investigation Line cards that give
you more options when choosing, though you can only discover
a single Evidence with them.

However, if you use (not if you only obtain)
a double Investigation Line card to place
a new pin, you must destroy one of the
highlighted Evidence on yvour Report card
in that same Investigation Line. It can no
longer be uncovered.

Place a Destroyed Evidence token (the red side
of the Statement tokens) on your Investigation
Board using a pin. You must place it on a free
Evidence (without a pin) of your choice from
those highlighted on your Report card.

If there are no uncovered Evidence
left, you do not place the token.

Destruction of Evidence tokens placed
cannot be removed in any way.




1 . -1 1
he leftost Bus (A) allows you to take 1 Ewdenc? cardtzi;;
rfj'ivestigation Line card. The middie stop (B) lets you taxe

2 Evidence cards and 1 Investigation Line card.

Here is a complete example of the Resolution phase of the Report.

In this first round, Blue has placed 3 of their Journalists in this area,
2 on the Evidence and 1 on the bus staop.

Their Journalist with a value of 5 is the first to be repositioned in the
Evidence area. Thanks to this, their Journalist with a value of 4 on the
bus stop will take 3 Evidence cards and 2 Investigation Line cards,
instead of only 2 and 1.

From the starting space on their Investigation Board (the 9 photo),
Blue can obtain new Evidence up to a maximum of 4 spaceg away (the
Value of their Journalist), They take the corresponding cards and check
which Evidence they can reach in each Investigation Line, Among all
the available options, they choose to advance to Investigation Line A,
‘as it will grant them 10 in the final scoring.

They place a pin and tie it with the string.

The rightmost Bus (C), allows you to take 2 cards
of each type.




Blue is the first to reposition on the Archive, as their
Journalist holds the highest value, allowing jliI‘H o support
the Journalist on the Bus Stop. This way, t}le Joa.lma}ist_ WIH
(:IIEIFV 3 Evidence cards and 2 Investigation Line cards
instead of Z and 1, as indicated by their space.

From the first pin, Blue can move up to 4 Evidence spaces (the value
of his Journalist in the Bus Stop) orthogonally. Among the aptions available
with the Evidence and Investigation Line cards obtained (A) and (B),
he chooses the one that grants the highest score (A).

R e\



OVERTIME

S————

Place a Journalist in this area to grab the best opportunities outside the Newspaper.
Money, Prestige, Witness Statements... Make good use of your Contacts.

- 4 : ‘.—/ﬂ-
. PLACEMENT PHASE
J

When placing a Journalist, you must do so on the first empty

When choosing, you can spend 1 Contact token to
numbered space from the left. nord e o

card. You can only choose 1 card, so you'll leave more options for
the next player. Only one person can do this action per round.

The two spaces on the far right don't give you any benefit; they
l RE S OLUTION PHA SE . force you to destroy one of the highlighted Evidences from your

Report card in any Investigation Line of your choice.

Journalists are repositioned on the lower spaces based on

the highest value or, in case of a tie, the lowest number of
the space they occupy.

TYPES OF OVERTIME CARDS

Players whose Journalists are on the three spaces on the left will
take turns choosing one of the 3 available cards, from left to right. » Talk Shows Gosits you ety sk o i

Effect takes place immediatel
-y + Radio Nights: Grants you Prestige, between 4 and 8@.

» New Evidence: Take 1 Evidence or Investigation Line card.
You can use it instead of one of the cards you get to improve
your Report. -

+ The Statement: It shows one Investigation |
Line (A or D) or two (B ..and C).. If you've S?ETL .JE_NT-
already uncovered an Evidence in that - /A
nvestigation Line, take a Statement token :
(blue side) and place it under that pin.
1f it has two, choose one. If you haven't
uncovered any Evidences in that Investigation
Line yet, don't place it.

The Statement will grant you 3 or 5@
depending on the Investigation Line, in the
final scoring. You can't have more than one
Statement on each Evidence.

Tinally, discard all the Qvertime cards
selected during the round. During the game,
when the deck runs out, take the corresponding
cards from the discard pile, shuffle them, and
form a new deck.

After repositioning, Pink will first choose one of the available cards with his
value 4 Journalist, followed by Blue with his 4, and Green with his 3.
Blue will not cbtain any Overtime cards with his value 3 Journalist, since
Green has placed first, and must destroy an Evidence.
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THE NEWSPAPER ~

—————"

In this area, you will not place Journalists but Request tokens (the round
ones). You can place a Request in the Newspaper on an open slot within
a Section that is not blocked, as long as you haven't placed all your
Journalists or decided to pass. Once you place your last Journalist or
choose to pass, the round ends for you.

>
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There are 6 sections of the Newspaper where you can place a Request.
Each of these will provide you with benefits that you can use in the
following rounds:

RO | & [ MaNAGEMENT

\ PLACEMENT PHASE

HUMAN 4 P "1/ PHOTOGRAPHY
RESOURCES /& &\ "4\ \ DEPARTMEN?

PHASE
’ RESOLUTION p

You will resolve each section one by one.

* In the Editing Room, you'll get 1 token that allows you
to place 2 of your Journalists consecutively on your turn.
They can be placed in the same area.

* In the Newsroom, you will receive one +2 token that
you can place under one of your Journalists when you
place them in the News, increasing their value. You can
only place 1 token per Journalist.

= In Human Resources, you can hire new talents for your
team and continue training them to improve their value,
paying the cost with Money or spending Contact tokens.

The first time you make a Request in H.R., you will take
a Journalist with a value of X, leaving your Request
token in its place. From that moment on, you have a total
of 6 Journalist available, with only 2 Request tokens for
the remaining rounds.

Each time you make a Request in Human Resources, you can
advance the training of your Journalist as much as you can or
want to pay for. The cost is indicated at the top of each space.
The position of your Request token will determine all

the time the value of your Journalist X. )

You will receive as many @ in the final

scoring as indicated by the space your

token occupies.

In Management, you'll get 1 token that
allows you to place a Journalist in an
occupied space on the Buses, still
paying its cost.

In the Registry, you will receive
1 “+2” token that you can place under

one of your Journalists when you place

them in the Archive, increasing their

value. You can only place 1 token per

Journalist.

Finally, in the Photography & IS
Department, if you pay the cost in |
Money and/or Contact tokens, you will .
receive one +1 or +2 token that you .
can place under one of your Journalists
when you place them on the Buses,
increasing their value. You can only place '

one token per Journalist.

If there are no tokens available in the section where you
make the Request, take the token from another player's
reserve that they haven't obtained in that same round.

All the tokens are single-use only. [




MAINTENANCE BETWEEN ROUNDS

J A

Flip over the first card of the News deck, changing the amounts paid
for each type of News for the next round. Place the Blockage tokens
in the areas of the Newspaper indicated by the new card.

Do the same with the top card of the Events deck. Remember that in
the first round, no Events are revealed.

EVENT CARDS

e

Tvents cards change the dynamics of the Placement and

Resolution phase.

Pay attention to the jcon (upperTight side), becagse it
indicates the moment in which it is resolved. Using the
Tvent cards is optional and you must decide before
starting the game. Remember, you don't reveal any

card in the first round of the game.

The cards where you must place a Journalist only

allow one Journalist per Space.

I. AWARDS GATA

Tar each Journalist you place on the Kiosk,
in Entertainment, you gain 3 extra .

. GRAND FINALE
- ist on the Kiosk, in Sports, you

If you place a Journal : t
can do it face-up. In that case, youwll gain an amoun

of Money in Bills equal to the Journalist’s value r:ulus
300%. If you place your Journalist face- down, youll
gain the amount indicated on the News card.

I. PRIVATE INVESTIGATOR
You must place a Journalist on one of two sl

in this card. The Evidence space lets you bay 3.0035
to obtain 1 Evidence card. The Investigation L.llleS
space lets you pay 800% to obtain 1 Inve.stig.atlon
Line card. Cards obtained during investigation
can later replace the ones you obtain on the Buses.

ots

Discard any remaining Overtime cards on the board and replenish
the entire row. If at any point during the game there are not enough
cards left in the deck, shuffle the discard pile and form a new decdk.

Return all used tokens to common reserve. You only keep the ones
you have obtained in the Newspaper this round. You don’t keep those
of the Kiosk and those you have not used from previous rounds.

RESOLUTION OF EACH EVENT

‘ I)_During the Placement phage,

;E) Before the Resolution phase of the Buges.

I11) Before the Resolution phase of the Archive.

; '.I'he first player to place a Journalist on the Kiosk
. in National, gains an extra 5008, the second ,
3008, and the third 1008, A blayer may place
multiple Journalists, even in the same turn, if

they use a Newspaper Editing token. ,

I. WAR REPORT

The first player to place a Journalist on the Kiosk,
in International, gains an extra 6 @
3 ® and the third earns 1 @ A player may place
multiple Journalists, even in the same turn, if they
use a Newspaper Editing token.

I. WEITE HOUSE SCANDAT,
Placing a Journalist on the Kiosk, in N ational, earns

an additional 500% but grants a T
arget tok
next page). 3 i

, the second eamns




1I. DOCUMENRT LEAK

Place a Journalist on this space. Reveal a
number of Evidence cards equal to their value,
choose 1 and keep it. You can use it to replace

. i on
an Evidence card you get in the future. Flace 1 Evidence extra card for their partners
the others face-up in front of you. This round,

the Buses, even those that cannot be repositioned
the other players can use one of them instead of - —4| on the 3 lower spaces.
the ones they've obtained for their Report. They .

must pay you 2008 if they do. Multiple players
can choose the same Evidence.

III. MASSIVE LEAK .
All Journalists placed on the Archive add

. IV. FURDRAISING

P USE A SOLO MODE DIE) :
IT. RAT RACE 7 ](?lace a Journalist on this space. Roll 1 dl?' S
For each Journalist with a value of 4 or higher that AT Journalist's value is higher than the roll, gam Do
You've placed on the Buses, vou must destroy one ' 5 1 Evidence Wildcard token. If the Journe?hs’t 5 va]ue.
of the highlighted Evidences from your Report card P 5 is equal, nothing happens. If the Journalist's value 15
in any Investigation Line of your choice. o lower, you gain a Target token.

1I1. SNITCHES

Place a Journalist on this space. Reveal a number of
Investigation Line cards equal to their value, choose
1, for a future investigation, and discard the rest.

If among the revealed cards there is a double
Investigation Line card, your Journalist is under
arrest and you will not be able to use him until you
Pbay his bail, at the beginning of a round. The bail is
equal to his value in Bills +300%.

1V. PRESS TRIAL

(USE A SOLO MODE DIE) e
Place a Journalist on this space. Roll 1 die:

If the Journalist’s value is higher than the roll,
gain 10 @ If the Journalist's value is equal,
nothing happens. If it's lower, you.lose 5.

and 500%. If you cannot pay both items in full,
pay as much as possible.

TARGET TOKERN: Tl :

) . If, at any time, you use a double Investigation Line
[ ~N Cortl nsien of destroying one of the Evidence cards

s from your Report, destroy 2, if you still have enougkh. .

Then, discard it. You can only have one Target Token

at a time.

Place a Journalist on one of two spaces of this
card. Compare the value of the 2 Joumnalists on
the card. The highest value, or in case of a tie, .
the leftmost one, gains an Investigation Line N i

Wildcard token. This also grants a Target token. INVESTIGATION LINE WILDCARD:

It allows you to choose any Investiga.tion Fine
instead of using one of the Investigation Line cards
you get in the future. Then, discard it.
II. THE INSIDER .
Place a Journalist on one of the two spaces of thi : < .

. e %  EVIDENCE WILDCARD: s,
card. Compare the value of the 2 Journalists on vo chooe aiiy Evliany o
e ot e, s Bvence s .- Itf al]‘?WS 3’110;1 of the Evidence cards you get in .
the 1 t : 4 X e - . .

Ost one, gains an Evidence Wildeard token. . gl




END OF THE GAME AND SCORING

Fn-_afl Scoring:

When you finish the eighth Resolution phase (when there are no + “sRn + ‘ + ; i

News cards left in the deck), the game ends, and you proceed to
the final scoring.

If you are playing in Investigation Mode, the first step is to check
if any players have not achieved the minimum of 5 Evidence
among the highlighted ones on their Report card to qualify for
the award. Those players are automatically eliminated. The rest
proceed with the final scoring.

If you are playing in Chronicle Mode, those of you who have
obtained 5 of the highlighted Evidence of your Report card wdll
earn 20 extra @) . If you have 8 or more, youw'll earn 35 extra (@ :

To the score achieved during the game, meaning your position
on the score track of the game board, you will add the points
indicated by your token position in H.R., the Reach of your
newspaper and the score of your Report.

Each house obtained is worth 3 O Additionally, the player with
the majority of houses in each color will receive an extra § (g) (in
case of a tie, no one gains those points). Finally, for each set of

4 houses in each color (3 in 3-player games), you gain an extra 10 @

Finally, you will score your Reports. Each piece of Evidence
collected grants the Points indicated on each Investigation Line
(3, b, or 10). Additionally, Witness Statements provide the points
indicated in each Investigation Line (3 or 5).

If you pass through the starting space on the score track of the
game board again with your Coin, flip it to the side that shows
100 and continue scoring points as normal.

zer this year.
there is still

e moqt Contar't token:. will Dbtam the awald

ow a part of journalism history!




y to investigate, question, and challenge power.”

Joseph Pulitzer
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By MR.TRANJIS SR
' 1971, Daniel Ellsherg, a The editors: of the Times
analyst at the U.S. De-  and the Post were tasked with
of State, delivers hun- investigating thS p scheme.
otocopied pages to the Meanwhile, the U.S. govern-
- York Times first and, later, ment, with Richard Nixon at
‘The Washington Post. These its helm, launched a battle to
.oveal the government's —suppress press freedom. and
erm deception about the erode public trust. The battle
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\ GAME SETUP

CHANGES IN SETUP COMPARED 10
THE 3-5 PLAYER VERSION

Place the game board at the center of the table, using the side designed for

1-2 players. As you can see, the layout of the spaces has changed, and there are
geveral new elements to consider.

Tn this mode, you will not use Event cards. Shuffle and place the following decks

as usual: News (1), Overtime (3 & 4), Evidence and Investigation Lines (2). Set up
the Kiosks (5) and Newspaper tokens

(8), and block the areas indicated by the
gray News card (7).

Separate and place one house of each of the three colors near the News in their
corresponding area (8). In this game mode, Reach is not scored. Instead, the struggle
reflects the battle against the Administration and the people's confidence in the Press.

ot OVERTIME




{ |

iy

7l 4

Take the Red and Blue Agents. Place them face down and shuffle
them without revealing their values. These Agents represent
Government efforts to prevent your Report from leaking and
being published.
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Place the Agents on the Kiosk. Roll both dice twice, once for

each pair of columns (9). The resulting numbers indicate which
spaces remain empty. Starting with the Red Agents, place them
on the first two columns of the News area. If both dice roll the
same result, only one space will remain empty. Otherwise, there
should be two empty spaces. Continue this placement process
for columns 3 and 4 (9) with the corresponding color.
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If applicable, place the remaining Blue Agent on the corresponding
Bus space (10), and the Red Agent(11) on its own space. Flip and
reveal all the blue Agent values; the Red Agents remain hidden
until the Resolution Phase.

@ 99 98 97 95 95 84 93 92 91 90 89 88

Place Public Opinion (12) and Tum (13) tokens on their
corresponding areas.

Arrange the remaining components around the board (Money,
Contacts, Statements, Pins) so that they are accessible to
both players.

Each player now takes 1 Investigation Board, 1 pin and string,
500% in 100$ bills, 6 Journalists and 4 round markers of their
chosen color. Place the Pulitzer Coin on the 0 Points space and
the Journalist with the “X” value on the first slot of the Human
Resources space of the Newspaper (14). Finally, pin the string to
the central photograph 2 on your Investigation Board.

A the end of the game, you must have at least 5 Evidences
from the ones highlighted in your Report card to qualify for
the Pulitzer.

You can either give the Press Pass at random or give it to the last
person who read a printed newspaper, and you're ready to begin.




SOLO MODE

In this mode, you represent the Post and face both the
Government and the Times, with the exception that the actions
of the Times will be indicated by a card each turn. You will place
the Times Journalists on the indicated spots face down, without
revealing their values, before you play. This simulates the reality
of that time, as the Times was always one step ahead of the
Post up to that point.

Take 6 purple Journalists and 1 purple Request token; these

will be the components for the Times. Place the Journalist

with the X value on Human Resources section mumber 2 of the

Newspaper. Shuffle the remaining Journalists without revealing
their values and place them face down on the board. Keep the
Request token nearby, as it will be used later.

Take the 15 Times cards and separate them into b red,
5 aorange, and 5 yellow cards. Shuffle each small deck
separately. Then take 3 red cards, place 3 orange cards on

top of the red ones, and finally add 2 yellow cards to complete

the new deck. Discard the remaining cards. This small deck will
indicate the actions that the Times will take.

You can adjust the difficulty of the deck by changing the number
of cards of each color you add.

HOW TO PLAY YECLASSIFIR))

Authority I M. grogre

This game mode is played over a mazimum of 8 rounds, which are
divided into 2 phases: Placement and Resolution. The game can end

before completing the 8 rounds.

In the Placement phase, players will take turns in succession, starting

with the player who has the Press Pass, placing a Journalist face down
on the Board (in the Kiosk, Buses, or Qvertime) or making a Request in the
Newspaper. You can only place Requests in the Newspaper while you still

have unplaced Journalists and have not passed.

In this game mode, you can place your Journalists on spaces occupied by

Agents, but never on spaces occupied by Journalists.

Each turn in which the player with the Press Pass takes an action, up to
a maximum of 7 per round, move the turn marker up 1 space. If you are

playing in tumns 6 and 7, you will give an advantage to the Government.
The player who has the Press Pass can pass after turn 5 or continue
playing, keeping in mind that, if you play turns 6 and 7, you will give
advantage to the Government. The other player will not be able to play

turns 6 and 7 if the one who has the Press Pass has passed.
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Each round, during the Maintenance, just before you play,
reveal a Times’ card and place its Journalists on the
indicated spaces, without revealing their values until the
Resolution phase. You cannot place your Journalists on spaces
occupied by Times’ Journalists, as if they were another player.

When you reveal the first orange card, place the Request token
on the 2 of H.R. and take the Journalist X, who will have that
value. When you reveal the first red card, Journalist X will then
have a value of 4
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Once both players have placed their Journalists or have passed, When the eighth round concludes (or if Public Opinion completely

the Resolution phase begins, in which you will participate sways towards one side before that, see Resolution: Kiosk), you
simultaneously. You will flip all the Journalists on the bhoard, in the will check who has met the minimum recuirements of the Pulitzer
same spaces they occupy. Do the same with the Red Agents. committee (a Report with at least 5 highlighted Evidences on

your Report card) and participate in the final scoring. The player
After revealing the values of the Agents and Journalists, their values who has obtained the most points will be the one to receive the
will be compared space by space. Whoever has the highest value wins coveted award.

the space, removing the loser from the board. In case of a tie, the
Journalist is considered the winner and the Agent is removed.

CHANGES IN THIS GAME MODE

The following explains the different areas of the board,
with special emphasis on the differences compared to
the 3-5 player mode.

THE KIOSK

PLACEMENT PHASE

S

Compare the values of the Agents and the Journalists, space by space,
The one with the lowest value will be removed from the board and will
not participate in the Resolution. In the event of a tie, Journalists are
always considered the winners, so the Agent will be removed.

Placing Journalists gives you Money immediately,
according to the News card.

Your Journalists can share a space with the Agents,
but never with other Journalists.

Once there is only one Agent on each space, you can broceed with the
Resolution of Columns and Rows.

-

. COLUMNS - 5
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They are resolved as in the 3-5 player mode. The player with the highest
-0 total value from all their Journalists will receive the column’s bonus.

In the event of a tie, no one receives it, and if any Agent team win,
nothing happens.

ignore the Press P .




ROWS

You wrii compete for the ma
of both Newspapers again

jorities in the rows togethey.

(Times and Post) and all the
- If the Journatistg win, move
Agents win, move the house

The Journalists

You must keep an eye on the movement of the Public Opinion
token, since if at any time the token reaches the Hat or the
Capitol the game is over. Public Opinion starts closer to
Nixon's Government. 3

If it reaches the Capitol, the game ends immediately. Public -

Opinion has completely lost trust in the Press, and as a result,
you have lost the game.

If, on the other hand, it reaches the Hat, it is considered
that Public Opinion has lost all trust in the Government,
and therefore, the Press wins the game. However, ig

your Report good enough to win the Pulitzer? You must
continue with the Resolution of the round, which will
still be the last, to check if you have met the committee's
minimum requirement (5 connected Evidences among those
highlighted on your Report card) to qualify for the award
(see Final Scoring on page 26).
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q If throughout the game Public Opinion does not lean towards
E Ij either side, it will end_norma]]y after round 8. Handle the

- influence over Public Opinion carefully if you do not want
g to face a sudden end.

In this example, the Green Journalists total 3,
but the Government Agents total 7.




PLACEMENT PHASE

ournalist on the Ruses, you
ly the cost of that space,
The left Bus cost 300%
osts 5008, and the ,
sts 800%. If you cant
Jourmalist.

YWhen you place 5.1 J
muast pay immediate
as indicated at the top.
and 4008, the Bus stop ©
space o the right Bus :30 ey
gfford the cost, you can't p "
sts can also share sPaoes V\nte
pe resolved in the saJ.:n .
the one with the h:lgft%es
a te, the J oumalist)

Your Journall s ca
the Agents. This will ‘
way as in the News;
vahie (and in the event of
will remain on the space.

RESOLUTION PHASE ¢
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THE INVESTIGATION (BUSES)

In this game mode, there is no Archive, so the only way to support your Jowrnalists on the Buses
will be through Requests in the Newspaper (see Resolution: Newspaper Page. 26).
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If you're playing in solo mod e, you don'’t need to
draw the Evidence and Investigation Line cards
from the Times during the Resolution phase.

For practical burposes, the Timegs' Journalists
only represent the obstacles other players
would lace in your way to freely take any actions.

EYES ONLY

Next, compare the cards with your Beport card as if you had obtained
them with one of your Journalists. I any combination of the Evidence
and Investigation Line cards matches an uncovered highlighted Evidence
on your Report card, that Evidence will be destroyed. Only one can
be destroyed per Agent. To do this, place a Destroyed Evidence token
(the reverse side of the Statement tokens) on your Investigation Board,
on that Evidence. If the combination of the cards could destroy multiple
bieces of Evidence, always choose the one with the highest value, In
the case of a tie, yvou choose which one to destroy. If no combination
matches any of your highlighted Evidence, nothing happens.

Once the blue Agent has been resolved, you must do the same with the
red Agent, if there is ohe, located in the rightmost space, broceeding in

the same way but without taking aditional cards as it happens with the
Blue Agent.

Remember that you can remove Agents by placing one of your
Journalists on the same space that matches or exceeds their value.

If, during the course of the game, you have had enough evidence destroyed
to make it impossible for you to gather the required b hightlighted Evidences
to qualify for the Pulitzer, you will be eliminated from the game at that
moment. If 2 players are playing, the other blayer wins in that moment.
After resolving the Agents, proceed with your Journalists as in the

3-5 player mode,

_25_




OVERTIME

There are no changes in how to Place or resolve in this area.

' In solo. mode, each time a Journalist from the Times must take a card
here, discard the card with the highest number.

l THE NEWSPAPER

It’s resolved like in the 3-5 player mode, but the Registry +2 token
is used differently.

' This token is placed next to one of your Journalists when
you place it on the Buses. This token does not increase
its value, but instead, lets you take 2 additional Evidence
or Investigation Line cards of your choice. However, they
must be 2 cards of the same type.

If two players are playing and both are competing for the

I. l MAINTENANCE BETWEEN ROI]NDS V. i award, the one with the most points, adding those earned

during the game, the Report and those from the H.R., will
win the prize. If only one player is competing for the award,
they will be the winner.

Tollow the same steps as with 3 or more players, but skip the
Events. Place the Agents as usual, and if youre playing solo,
also place the Times Journalists.

If you're playing in solo mode, calculate your final score by
adding the points from your Report, those from the H.R. and
the points you've accumulated during the game and check the
following table. If you beat the Times’ score, you win the Prize.

| | FINAL SCORING

1f the game ends because Public Opinion aligns with the

Government or because you have had so many pieces
of Evidence destroyed that you can no longer meet the Rouxd in which 105 6 - 8
requirement of 5 highlighted Evidences, the game ends for the game ended
you at that moment, and you do not qualify for the Prize.

Final score
If the game ends because Public Opinion aligns with the recoxrded by 45 &0’ 75 B85
Press or because you have completed § rounds of play and the Times

have achieved at least b highlighted Evidences on your
Report card, you will qualify for the Pulitzer.

“What the president never accepted, or even understood clearly—as most people do |
not understand—is the autonomy that editors have and must have to produce a good 1
newspaper. I used to describe it as freedom, not as license. &

Katharine Graham, CEQ of The Washington Post Company
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SUMMARY OF THE GAME
(3 to 5 Players)

O 1L Tha Vot Frms Company,

PULITZER -

PLACEMENT PHASE N | Moddfor
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» Place a Journalist face-down (cannot share space with another
Journalist). Remember to take the corresponding money when
placing a Journalist at the Kiosk.

» Place a Request on the Newspaper (as long as there are still
spaces where Journalists can be placed).

» Pags (you will no longer participate in the Placement Phase). &

Your Jﬁurnafc'gfs Can

Compoete yuith
Adenfs for s;oaiifmmen*

RESOLUTION PHASE y

Remember that zones are resolved starting from the bottom : -
ot ol
of the board. ) _ i Jou piay more than

& turns, you'll give the

Flip all Journalists on the board face-up. ' Governiwent wore oF fions.
You decide.
= Kiosk: Resolve who has the highest value in each column
(and obtain the corresponding bonus) and then each row
(houses that provide points for the final score).

s Archive and Buses: Recall the Journalists at the Archive and [ / : RESOLUTION PHASE

take the Evidence cards and Investigation Line cards related "if.‘__ .
to the spaces your Journalists occupy on the Buses. Try to ¥
obtain new Evidence to continue your investigation on your
personal board.

Overtime: Reorganize the Journalists and take the cards from = R AT
the spaces in the new order. Remember that the government IZOWS de{-gymine H‘e mdmﬂﬂm\
may destroy Evidence. o f Dublic Opfnfon.

to avold

g
Newspaper: Take the tokens and Journalist pieces corresponding Keepr an el ;“
to your zones for use in future positions. The H.R. marker an aon!JP+ einot
indicates the value of your Journalists X.

the points obtained during the game, those from
H those from the Beport. Remember: .,
de: A player may be eliminated from the final score. There's no Archive, but
1al points for collected Evidence. you can SUp ort your
Jourmfis}s vom the
Newspajper:

wins the Pulitzer.




