


Disclaimer

This game is a work of fiction. Names, characters, places and incidents are either
products of the author’s imagination or are used fictitiously. Any resemblance to
actual events, locales, or persons either living or dead, is entirely coincidental.
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Tools of the Trade (Game Components)

Cards

3 - Abductor Cards

1 - 2nd in Command Card

7 - Major Demand Cards

4 - Escape Demand Cards

21~ Red Terror Cards

6 - Gold Pivotal Event Terror Cards
22 - Conversation Cards

Bits

5 - Custom Dice

15 - Yellow Hostage Pieces

1 - Red Threat Level Marker

1 - Blue Conversation Point Marker

Other

1 - Hostage Negotiator Tableau
1 - Rulebook (this booklet)



It happens on rare occasions, but it is what you have spent your life preparing and
training for... Hostages have been taken. You head to the command center at the scene.
The Crisis Commander briefs you on the situation, then you pick up the phone and
the mental jousting begins...

Game Overview

Hostage Negotiator 1s a solitaire card game. You play the role of a
Hostage Negotiator that has the responsibility and burden of
negotiating with a hostile Abductor who has taken Hostages and is
hell-bent on achieving some unscrupulous goal. Use your wits to adapt
to whatever the Abductor or the situation throws your way in order to
save the Hostages and win the game!

Object of the Game

Your goal as a Hostage Negotiator 1s to save the Hostages and have the
crisis end with the Abductor's capture or elimination. To win, at least
half of the Hostages must escape with their lives AND the Abductor

must be captured or eliminated.

The game ends in victory when ALL of the following objectives have
been accomplished (in any order):

1. There are no Hostages left in the Hostage Pool
2. At least half of the Hostages were saved
3. The Abductor has been captured or eliminated

You lose immediately if, at any time, ONE of the following 1s true:

- More than half of the Hostages have been killed
- The Abductor escapes
- You're unable to draw a Terror Card during the Terror Phase



- Set Up

1. Remove all of the components from the box.

|
2. Place the Hostage Negotiator Tableau on the table, leaving space for cards in front
of you.

3. Choose an Abductor Card or pick one randomly. For the first game, it is
recommended to choose Arkayne. Place the card to the left of the tableau as
indicated. Place the 2nd in Command Card underneath the Abductor Card.

4. Find the Major Demand Cards for the Abductor, shuffle them, and place the
demands indicated on the Abductor Card face down above the Tableau. Now do
the same thing with the Escape Demand Cards. Put all remaining Demand Cards
back in the box.

5. Place a number of Hostage pieces in the Hostage Pool area of the Tableau
equal to the number shown in the Hostage icon on the Abductor Card.

0. Place the red Threat Marker on the starting Threat Level on the inner dial. The
starting Threat Level is indicated in the Threat Level icon on the Abductor Card.

7. Place the blue Conversation Point Marker on the blue phone icon located on the
Conversation Point track (outer dial).

8. Take the 6 starting Conversation Cards - indicated by a zero in the blue
conversation bubble in the lower right corner of the card - as your starting hand.

9. Take the remaining Conversation Cards and sort them by name into separate piles.
Place these piles in two rows face-up in front of you. Order them from low to high
based on the cost in the lower right corner of the card.

This area of cards is referred to as the Available Area.

10. Shuftle the Red Terror Cards. Take 10 at random, and place them in a pile face
down on the table.

11. Shuftle the Gold Pivotal Event Terror Cards. Then take one at random and place it
face down beneath the Red Terror Cards. This deck is the Terror Deck.
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12. Put the dice on the table within reach.
13. Set aside the excess Hostage pieces.

14. All of the remaining cards may be returned to the box.
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Hostage Negotiator Tableau

The Tableau shows
critical information
you'll need to track

You must save at least
half the hostages

during the game.

Some cards require
you to roll and
compare to the
Threat Lievelssllie
number equivalent
for "S" is 0 and for
RIS 557

Conversation Points - Some cards add or subtract Conversation Points. Move the
blue Conversation Point Marker on the outer Conversation Point Track accordingly.
Conversation Points may go above or below the maximum and minimum numbers,
though this 1s rare.

Adjusting the Threat Level - When the Threat Level increases or decreases, move
the red Threat Marker on the inner track accordingly. If the marker 1s on the K and
the Threat increases, do not move the marker. Instead, the Abductor kills a Hostage
for each level the Threat would have increased. Similarly, if the Threat is on the S and
the Threat decreases, do not move the marker. Instead, save a Hostage for each level
the Threat would have decreased. Example: The Threat Level is "'S". You are able to
decrease the Threat by 2. The Threat Marker does not move and you save 2 Hostages by moving the
Hostage pieces from the pool to the "Saved" area of the Tablean.

Hostages - The Hostage pieces begin the game in the Hostage Pool. When a Hostage
is killed, move one of the hostage pieces from the Hostage Pool into the “Killed” area
of the Tableau. Likewise, when a Hostage is saved or released, move one into the
“Saved” area. When a card or game effect specifies a Hostage to be killed and there
are no Hostages left, flip a Red Terror card into the discard pile (do not

resolve any card effects). If there are no Red Terror cards left, ignore this effect.



Gameplay

The game revolves around the conversations between you and the Abductor. Your
goal is to use your negotiating skills to influence the Abductor and save the Hostages.
You do this by strategically playing cards and making successful dice rolls. At the
beginning of each turn, a new conversation begins. This is your chance to influence
the Abductor to release the Hostages!

The Game Turn

A game turn in Hostage Negotiator has 3 phases:

1. The Conversation Phase
2. The Spend Phase
3. The Terror Phase

The Conversation Phase

The Conversation Phase is where you play and resolve Conversation Cards from
your hand to influence the Abductor’s Threat Level, earn Conversation Points,
and save Hostages.

Play Conversation Cards by placing them in the play area.

Example of a Conversation Card:

Back

Card Name
Effects

2+ successes

1 success

0 successes/failure

EffeCtS “Lers R owr By M., feirfer one Flavor TeXt
: of o unll per winee oy et 5 wee fase
lf played wur cool. "
Cost
face down




You may use Conversation Cards in a few different ways:
:

- Any Conversation Card in your hand may be played face-up to resolve it. Resolving

Conversation Cards is done by making a Threat Roll (described below) unless the

card says otherwise.

- You may choose to play any Conversation Card from your hand face-down to

gain 1 Conversation Point instead of resolving the card normally.

| Tip! This is a subtle but important skill the best negotiators use to their benefit!

- During a Threat Roll, you may play any 2 Conversation Cards from your hand

| face-down to convert a 4 into a success. You may do this once for each rolled 4.

Threat Rolls

Most Conversation Cards (and some other cards) require a Threat Roll. Roll the number
of dice shown on the tableau corresponding to the current Threat Level. Each result of

5 or higher is considered a success. For each result of a 4, you MAY play 2 Conversation
Cards from your hand face-down to make it a success. If none of the dice result in or are

converted to a success, the Threat Roll has been failed.

Threat Roll Examples:

Threat Level is 4, roll 2 dice...

Result Successes

@
o
20 E-O
O

Additional Rules for Threat Rolls:

- Some card effects modify the number of dice you roll.

Threat Dial

- You will always roll at least 1 and at most 5 dice.

- If more than 2 successes are rolled, treat it as 2 successes.

i

TTP! The chances of
your success greatly
depend on the
temperament of the
Abductor, which s
measured by the
Threat L evel.

As you calm the
Abductor, yon gain
more dice for

Threat Rolls.
Conversely, fatlures
could result in
angering the
Abductor, allowing
you fewer dice to roll.



Resolving Conversation Card Effects

Conversation Cards have 3 potential outcomes: 2+ Successes (m), 1 Success (),
or Failure (a) Resolve the effects of the card in order from left to right according
to the outcome of the Threat Roll. Common effects are denoted by symbols. The

effects can be positive or negative.

)
D

&
29

Ending the Conversation

Add (+) or subtract (-) the specified amount of Conversation Points.
Move the Conversation Marker accordingly on the tableau.

Increase (+) or decrease (-) the Threat Level by the specified amount.
Move the Threat Marker accordingly on the Tableau.

Increase (+) or decrease (-) the number of dice you may roll by the number
of dice icons shown. Apply this effect for the duration indicated.

The Abductor releases a Hostage for each of these icons. Move the Hostage
piece(s) to the Saved area on the tableau.

The Abductor kills a Hostage for each of these icons. Move the Hostage
piece(s) to the Killed area on the Tableau.

No more Conversation Cards may be played and the Conversation Phase
ends. Proceed to the Spend Phase.

TIP! Do not be afraid to end the

If you do not wish to play another Conversation conversation while you still have
Card or are unable to play one, the Conversation some cards in_your hand.

ends. Additionally, some Conversations end Sometimes those cards will be of
before you want them to based on Conversation much greater use in the next
Card results. conversation.



An Example Conversation:

You are a few turns into the game. The Threat Level is currently at 2. This means you
roll 2 dice when making a Threat Roll. With 3 Conversation Cards in your hand and
the Conversation Point Marker on zero, you begin the Conversation Phase...

First, you play Keep cool in an attempt to decrease
the Threat Level, which would allow you to roll an
additional die on for the next card. You roll the dice...

‘.4 No successes

Since you still have 2 Conversation Cards in your hand,

you could play them face-down to turn the 4 into a
success, but you decide against it and lose 1 CP.

“Lers feep anr Dexiels moww, . neseher pne H

" ;
of ws werld ger whar we wanr if wy soie

You roll the dice...

ONT oY
- Just stay calm a u
. ) 3 6

2 successes!

Next, you play Just stay calm
youp YJ Y You decrease the

Threat Level by 2
and move the Threat

to again try to lower the Threat
Level.

Market to the "S",
§ Eutan yout are angyy, bul pusr s the IOWCSt pOSSible
calm and deat dy anyiling rash. /f

out do anything resh. J Threat Levell Now

vou kil arey of thw hoseager all ber

@y off Se. pwsz sty cabm.”

you get to roll 3 dice
for Threat Rolls!

Finally, you play your last card, Small Talk, to gain some
Conversation Points. You like your odds now that you're
rolling 3 dice. You roll the dice...

3 successes!

Even though you rolled 3 successes, only 2 are needed to

“So tell e do you hoy Fowily?

Tive gor & wifé anel 3 kids mywlf achieve the best outcome. You increase your Conversation

n I !
all boys. They are everything o we

Points by 3, leaving you with 2 to spend. Since you have

no cards left to play, the Conversation Phase ends.
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The Spend Phase

The Spend Phase 1s your chance to spend your Conversation Points.
Do the following in this order:

1. You may spend Conversation Points earned this turn to purchase Conversation
Cards from the Available Area. Move the Conversation Point Marker down
accordingly and put the purchased cards into your hand.
- You may NOT purchase cards played during the Conversation Phase.
- You may NOT purchase a card if paying the cost would result in moving the
Conversation Point Marker below the blue phone (zero) on the track.
- You may purchase multiple cards if your Conversation Points allow, but you
may NEVER have more than 10 cards in your hand (hitting this is rare).

2. Reset Conversation Points to 0 - unused Zero Cost Cards

| or negative points do NOT carry over Unless doing so would put \ 0
| to the next turn. you over the hand limit, ‘
‘ you may ALWAYS purchase any
| 3. Lastly, place all Conversation Cards played and all zero cost cards from the

during this turn back into the Available Available Area, because doing so
Area with other cards of the same name. does not require you to spend
| This includes the zero cost cards which Conversation Points. You may
| may all be placed in the same stack since purchase zero cost cards even if

they are free to purchase from the the Conversation Point Marker is
Available Area. on a value below zero.

Reminder: Cards played this turn
Purchase cards from the Available are NOT available for purchase.

Area using your Conversation Points!

Move cards played

this turn back to

the Available
Area AFTER

all purchases

| You may take ALL
the zero cost cards,

but must respect

the hand limit

! are complete.

Place purchased
cards in your hand
of cards.



The Terror Phase

Draw the top card of the Terror Deck and resolve it per the instructions and symbols
on the card. If there is no card to draw, all remaining Hostages are killed, the
Abductor escapes, and you lose the game. The Terror Cards represent the
Abductot’s actions and/or events that happen in the minutes or hours between
conversations.

Some Terror Cards have a secondary effect at the bottom. This effect must be resolved
after the main card effect IF there is at least one unrevealed (face-down) Demand. If all
Demands have been revealed (the cards are face-up) then ignore the secondary effect.

Example Terror Card: Terror Cards and Threat Rolls

Some Terror Cards specificall
Back p y
Face require a Threat Roll. You MAY

THE SITUATION use Conversation Cards that impact
IS WORSENING :""‘“ 3

these rolls, including converting a
4 to a success as described on pg. 7.

Card Name
Effects

% amy wnrevealed
demand:

Secondary effects

The Pivotal Event and the Last Conversation

The last card of the Terror Deck is a Gold Pivotal Event. This
climactic event will make winning the game more difficult or,
on occasion, easier. After resolving the Gold Pivotal Event
Terror Card you will have one last conversation with the
Abductor. This is your last chance to save the rest of the
Hostages and eliminate or capture the Abductor.

IMPORTANT!!! In the last conversation (after the Pivotal Event), you may spend
Conversation Points to purchase cards from the Available Area DURING the
Conversation Phase. The cards acquired may then be used from your hand
immediately. This reflects a last ditch effort to come through and save the day!
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Additional Rules

Demands Major and Escape Demand Cards

There are 3 types of Demands: begin the game face-down because

Majot, Minor, and Escape. the demand has not yet been
Back communicated. You may use the
“Listen to demands” Conversation

Cards to listen to the demands of the

MAJOR DEMAND Abductor. Once revealed, flip the

‘SQ“Q < Demand face up. These types of

demands remain in play until the
Abductor leaves play .

Minor Demand Cards are revealed
from the Terror Deck and remain in
play until conceded.

You may concede a face-up Demand
Card during any Conversation Phase

by spending the appropriate

Conversation Points to influence the
Crisis Commander to allow the

N 2
Major Demann: Card ] .
Supply of Weapens N concession. When a Demand is
, ame
conceded, apply the benefit first and
‘- the penalty second. When a Major
Spend 4 Jroconcede —— = CP Cost . ! .
during:ﬁ;%umvcmuion for: T Demand is COI’lCCdCd, 1t Stays n plﬂy
(ifany)  and is rotated 90 degrees to the right.
L @ ——— Effects Major Demand penalties continue

' 4
§

until the Abductor is captured or

NG
s
<
&

st

ted

_ : eliminated. No Demand may be
EE et g e Penalty  conceded more than once.

<

-
S

n

)
Lay

P

¥l

PENALTY FOR
CONCEININ
t

m‘,:ﬂ-"‘

i

Minor Demands generally have no Conversation Point (CP) cost to concede.
Unlike Major Demands, Minor Demands are discarded to the Terror Deck discard
pile after the effects and penalty are resolved.
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Additional Rules (continued)

Capture or Eliminate the Abductor
In addition to saving the Hostages, you need to capture or eliminate the Abductor so
that he or she can never again terrorize the innocent.

Capture the Abductor

When you capture the Abductor, the game ends in victory! You can capture the
Abductor when there are no more Hostages to be saved. The next time you would
save a Hostage, the Abductor surrenders and is captured instead. The only exception
is that this does not apply during the Terror Phase. Any game effect that would cause
the Abductor to be captured during the Terror Phase should be ignored.

Eliminate the Abductor
You may eliminate the Abductor during the Conversation Phase with a card that
allows you to do so, such as "Sniper, take the shot!" or "All units get in there NOW!".
If there are no Hostages left in the pool when the Abductor is eliminated, the game
ends in victory!

If there are still Hostages in the pool when the Abductor
is eliminated, remove the Abductor and ALL Demand

Cards from play. The 2nd in Command Card should
now be visible in the Abductor area to the left of

the tableau. Demands may not be conceded, and any
penalties from previously conceded Demands no longer SHECIAL RULES

Replaces the Abdisitioecant 11 ths Aydbseice is chimine

AND biomunges el o) in the Hotepy ool

apply. Any new Minor Demands drawn from the Terror
Deck should be immediately discarded with no effect.

The 2nd in Command is far less reasonable and will kill

one Hostage for every point of Threat Level increase, but he will NEVER kill the
last Hostage in the pool. The 2nd in Command may not be eliminated, but he will
immediately surrender when there are no Hostages remaining in the pool.

Winning the Game

You win if at any point there are no Hostages left in the Hostage Pool, you have
saved at least half of the Hostages, and the Abductor has been captured or eliminated.
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CAREER ACHIEVEMENTS

CHALLENGE YOURSELF TO COMPLETE THESE TASKS |
SUCCESSFUL NEGOTIATIONS — 010 025 0 50 0 100 Y

GENERAL

[0 CONSECUTIVE VICTORIES AGAINST ALL 3 ABDUCTORS

[1 SAVE A HOSTAGE WHILE THREAT ISON « K«

[0 ELIMINATE THE ABDUCTOR BY THE END OF TORN 3

[0 WIN A GAME AFTER CONCEDING AN ESCAPE DEMAND

[1 SAVE 5 OR MORE HOSTAGES IN ONE TURN

[0 DECREASE THREAT BY 4 OR MORE IN ONE TORN ( INCLODES SAVES)
[1 WIN A GAME IN5 TURNS OR LESS

0 PLAY ZERQ CARDS DURING A CONVERSATION PHASE

(1 WIN THE TORN REFORE THE PIVOTAL EVENT

ARKAYNE

L1 WIN WITH ZERO CASUALTIES

03 WIN WITHOUT CONCEDING ANY DEMANDS ( INCLODING MINOR DEMANDS )
(1 GET 5 DICE TO ROLL FOR AT LEAST ONE THREAT ROLL

03 WIN WITHOUT REVEALING AT LEAST ONE DEMAND

[ ELIMINATE ARKAYNE WITH 2+ HOSTAGES STILL IN THE HOSTAGE POOL

DONNA

[ WIN WITH THE THREAT MARKER ON THE « S «

[0 WIN [N A GAME WHERE DONNA TAKE S ADDITIONAL HOSTAGE S

[0 REVEAL BOTH DEMANDS IN THE FIRST TURN

[0 ROLL TNOQ DOURLES IN THE SAME THREAT ROLL  « 4+ DICE REQUIRED «
[ ACHIEVE TNOQ SIXES BY RERQLLING A DIE

EDWARD

[1 WIN BY CONCEDING MEDICAL CARE

[ WINBY ELIMINATING EDWARD AFTER THE PIVOTAL EVENT

[ PLAY 6 CONVERSATION CARDS FACEDOWN IN ONE TURN

[1 WIN A GAME WHERE THREAT REACHED « 6 « DURING THE GAME
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Qulck Reference

. ,;ou WIN by completmg | Youlose 1mmed1ately it

; ALL of these objectives: ONE of these occurs:

1. No Hostages in Hostage Pool - More than half the Hostages
2. At least half of Hostages saved have been killed '
3. Abductor captured or eliminated | - The Abductor escapes

e - You’re unable to draw a Terror
The Game Turn ‘ Card during the Terror Phase

1. Conversation Phase - play and resolve Conversation Cards

2. Spend Phase - spend points to buy Conversation Cards
3. Terror Phase - draw and resolve a Terror Card

‘ :Threat Roll

Roll dice indicated by the current Threat Level
Each result on the right equals one success. -

Card Outcomes e You may also

Conversation Cards have 3 possible outcomes: play a {@ face-
2+ Successes () 1 Success (&), or Failure (a) ~down for +1)

: Card Effects

+1) Increase (+) or decrease (-) Conversation Points

@ Increase (+) or decrease (-) Threat Level

J . Increase (+) ot decrease (-) the number of dice you may roll -

The Abductor releases a H_ostage for each of these icons

(u The Abductor kﬂls a Hostage for each of these icons




