










VICTORIAN MASTERMINDS 

RULES SUMMARY

 SET UP 
•  In the Central Board, arrange the Buildings miniatures 

and the Basic Mission Cards shu�ed and faceup.•  Set the Secret Service Board’s needle according to player 
count  .•  Each player receives 1 Firepower Marker and places it in 
the level 1 of the Secret Service Board.•  Each player receives 5 Agent Gears of 1 color, creates a 
facedown Agent Pile, and shu�es it.•  Each player receives 1 Machine Sheet.•  Shu�e the Advanced Mission Cards forming a deck, and 
place it and other components near the Central Board.

 TURN ORDER 
1st-  The Active Player takes their top facedown Agent Gear 

and places it facedown in a Stack of Agents slot
2nd-  If all Agent Stacks have up to 2 Agent Gears, play 

passes clockwise.
       If there are 3 Agent Gears in a Stack of Agents, resolve it.

EXCEPTION: When playing Victorian Masterminds 
with 2 players, cities are resolved after the second Agent 
is placed in a Stack (as opposed to the third Agent).

 RESOLVING A STACK OF AGENTS 
•  Take the entire Stack of Agents and turn it faceup.•  From top to bottom each Agent receives the listed Spoils 

and attempts to perform that Agent’s Ability.• Return discarded Agent Gears to players Discard Area.•  Play passes clockwise.

 AGENT’S ABILITIES 
 • NUMBER 2: Collects their city’s Spoils a second time. 

 • HENCHMAN: Attempts to complete their city’s Mission.

 • SABOTEUR:  Prevents the Agent directly beneath them in 
the Stack from using their Ability. However, 
the latter still gains their city’s Spoils.

 • GUNNER:  Attempts to Capture a Building from their 
city, if you have su�cient Firepower.

 • ENGINEER: Activates your Machine Sheet Power. 

 SCIENTISTS 
•  RECYCLE (use 1 Scientist before playing the Agent):  

You may use a faceup Agent from your Discard Area.•  EXTRA TURN (use 2 Scientists after playing the 
Agent): Play another Agent from your Pile.•  CAPTURE! (use 3 Scientists after playing the Agent): 
You may Capture any Building regardless your 
Firepower. Then, increase Secret Service Level by 1.

 ENDGAME 
When a player completes their Machine Sheet or when the 
Secret Service reaches Level 12. The Active Player completes 
their turn, then all players (including the one whose turn 
triggered the �nal round) take a �nal turn.

Then, resolve all remaining Stack of Agents on the Board 
from top to bottom (from London to Washington).

To calculate your Mayhem Points, sum the following:

•  Any Mayhem Points present on completed Segment Pieces 
on your Machine Sheet;•  2 Mayhem Points per Building you’ve Captured;•  2, 3, or 4 Mayhem Points per Missions you’ve completed;•  2 Mayhem Points per Mayhem Token;•  1 or 2 Mayhem Points per Da Vinci Codex Token.

The player with the most Mayhem Points wins the game. 
(Tiebreaker: the player with the most completed Segments 
on their Machine Sheets.)
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