
In Among Thieves, players act as criminals and blackmailers in the seedy underbelly of The DysTopiAn 
Universe. You will work together to extort information from higher level employees of the largest 
corporations in the world. However, no one can be trusted. Will you share the ill-gotten gains of your 
exploits or will you backstab your partners in crime and keep the money for yourself?

To win in Among Thieves, you must have the most ISK at the end of the game while not being 
eliminated. At the end of the game, one or more players will be eliminated based on how the 
game ends. Most often, you will want to make sure you are not the player with the least honor.

Credits
Game Design: Floyd Pretz
Game Development: Nick Little and 
Brian McCarthy

Illustrations: Jarek Nocon
Graphic Design: Daniel Solis
Writer: Nick Little

Editor: Rachael Mortimer

8 player screens (8 different colors/patterns/icons)

8 honor track tokens (in corresponding player colors)

8 honor discs

103 ISK (ISK) tokens 
(25 x 1ISK, 37 x 2ISK, 15 x 5ISK, 16 x 10ISK, 10 x 25ISK)

1 Heistmaster token

CONTENTS
21 Corvid Economics corporation cards

21 LeFleur Digital Media corporation cards

21 Paragon Gyromatics corporation cards

3 Game End cards (1 for each corporation)

29 event cards

1 gameboard 

This rulebook
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CARD ANATOMY
Corporation cards have six parts:
A. Corporation: The corporation that card belongs to.
B. Honor (honor): If a card with this icon is in your stash at the end of the 

game, you gain 1 honor.
C. ISK value: The amount of ISK (ISK) this card adds to the payout of a 

heist. 
D. Event (event): If a card with this icon is added to the payout of a heist, an 

event card must be drawn and resolved.
E. Player count: This denotes at which player counts these cards are 

used.
F. Tier: Each corporation card has a tier of 1, 2, or 3. These numbers are 

used during setup to set up the corporation decks.

Event cards have three parts:
G. Name
H. Effect: This text is resolved when this card is drawn.
I. Player count: This denotes at which player counts these cards are 

used.

2

 A

 1

 3

 4

 5

 6

 B

 G

 H

 C  D

 E

 I

CORPORATION FRONT

EVENT FRONT

 7



SETUP
1. Set the gameboard in the middle of the table.

2. Based on the player count, remove cards from the 
corporation decks. Always use the cards that say “ALL” in 
the bottom right corner. If you are playing with three to six 
players, remove the corporation cards that have “7+” in the 
bottom right corner. If you are playing with seven or eight 
players, use all of the corporation cards. Repeat this process 
with the event cards. Return all of the cards you aren’t using 
to the box.

3. Shuffle the remaining event cards facedown to form 
the event deck. Place it on the table to the right of the 
gameboard.

4. Shuffle the tier 3 Corvid Economics corporation cards. These 
cards have a “3” on the bottom of the back of the card. Place 
these cards facedown next to the gameboard below the green 
Corvid Economics logo. This is the Corvid Economics deck. 
Then, shuffle the tier 2 Corvid Economics corporation cards 
and place them facedown on top of the Corvid deck. Finally, 
shuffle the tier 1 Corvid corporation cards and place them 
facedown on top of the Corvid deck. Repeat this process for 
the LeFleur Digital Media corporation cards and the Paragon 
Gyromatics corporation cards.

5. Place all of the ISK tokens in a pile in the middle of the 
table so that they are easy for the players to reach. This is the 
reserve.

6. Each player chooses a player color. Give that player the 
corresponding player screen and honor track token. Also, 
give each player an honor disc. Each player places their 
honor track token on the “7” on the honor track on the 
gameboard.

7. The player who most recently did something honorable starts 
the game as the Heistmaster. Give that player the Heistmaster 
token and 4M ISK. Give the player to their left 3M ISK. Give 
the rest of the players 2M ISK. Each player places these ISK 
tokens in their stash (behind their player screens).

8. Begin the game starting with the Heistmaster.
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GAMEPLAY
Players will take turns as the Heistmaster. During each turn, the Heistmaster will resolve 
the following steps in order:

1. Choose players to perform the heist.
2. Choose the corporation to blackmail.
3. Players on the heist decide to be honorable or 

dishonorable.

4. Determine Payout.
5. Events resolve, if necessary.
6. Players on the heist receive their reward. 

Players gain/lose honor.

1. Choose the players to perform the heist.
At the start of the turn, the Heistmaster will choose which players they 
want to perform the heist. The Heistmaster may choose themselves, and 
they likely should. The Heistmaster must choose a number of players 
equal to half the number of the players, rounded up.

• For a 3-4 player game, they’ll choose 2.
• For 5-6 players, they’ll choose 3.
• For 7-8, they’ll choose 4.

Negotiating: During this step, the Heistmaster may negotiate any deals 
involving the heist that they want. Players can make deals involving 
promises and ISK tokens, but nothing else. For example, you cannot give 
other players cards in your stash.

However, no deals are binding. You are criminals who cannot be 
trusted so choose your allegiances wisely.

Negotiation Example: Abby is the Heistmaster. Bob offers Abby 2ISK ISK  to choose her for the heist. 
Candi promises that she will be honorable if Abby chooses her for the heist. Abby negotiates Bob 
to offer more, she accepts Bob’s offer and takes 3ISK ISK  from him. But then she reneges, reaffirms 
Candi’s promise, and selects her for the heist team. All players should remember that promises 
are not binding, even if payments are made. 

2. Choose the corporation to blackmail.
After choosing which players are going on the heist, 
the Heistmaster will then choose which corporation 
to blackmail. If there are any ISK tokens on the top 
of that corporation deck, the Heistmaster gains 
those tokens and places them in their stash (behind 
their player screen). Then, the Heistmaster places 
2ISK ISK  from the reserve on each of the two other 
corporation decks.
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3. Players on the heist decide to be honorable or dishonorable.
Each player that was chosen to go on the heist chooses whether they want to be honorable 
(share the ISK) or be dishonorable (attempt to keep all the ISK for themselves). They do this 
by placing their honor disc white side up for honorable or black side up for dishonorable. 
They hide what they have chosen under their hand until all the players on the heist are 
ready.

Once all of the players on the heist have 
made their choice, they reveal what they 
have chosen.

If a player chooses honorable, they are an 
honorable player for this heist regardless 
of their place on the honor track. 

Additionally, if a player chooses 
dishonorable, they are a dishonorable 
player for this heist regardless of their 
place on the honor track.

4. Determine Payout.
Starting with the Heistmaster and 
moving clockwise, any player that chose 
to be dishonorable draws a card from the 
corporation deck that was chosen by the 
Heistmaster and places it facedown in their 
stash (behind their player screen). That 
player does not receive any ISK from this 
card. However, if that card has a honor on it, 
that player will gain one honor at the end 
of the game. That player may look at that 
card at anytime. Otherwise, the number of 
corporation cards you have in your stash 
and what information is on those cards is 
hidden information. 

In this example, two of the players have chosen 
to be honorable while one of the players has 
chosen to be dishonorable. 
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Determine Payout (cont’d)

Next, the Heistmaster draws one card from 
the corporation deck that was chosen for each 
honorable player and places them faceup in 
the middle of the table. These cards represent 
the amount of ISK that was blackmailed from the 
employees at that corporation. The total amount of ISK 
shown on these revealed cards is called the payout.

For example, because two players have chosen to be 
honorable, two cards were drawn from the Paragon 
Gyromatics deck. The two cards revealed were valued at 3M ISK
ISK and 2ISK ISK , so the payout is 5ISK ISK .

If there are not enough cards left in the chosen 
corporation deck, reveal as many as possible and the game 
ends at the end of the turn.

5. Events resolve, if necessary.
For each corporation card in the payout with an event, draw a card from the 
event deck and immediately resolve it before drawing the next event card.

6. Players on the heist receive their reward. Players gain/lose honor.
Players that were on the heist now receive their payout based on whether they 
chose honorable or dishonorable.

If all of the players chose to be honorable, each player on the heist will gain ISK equal to 
the payout. 

All ISK tokens a player has are kept in their stash. The amount of ISK a player has is hidden 
information.

For example, if 
there were three 
cards revealed that 
were valued at 3M ISK
ISK, 2ISK ISK , and 1ISK ISK , 
the payout is 6ISK ISK . 
Each player on the 
heist would receive 
6ISK ISK .

6ISK
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If any of the players chose dishonorable, all of the dishonorable players collect double the 
payout. If all of the players chose to be dishonorable, the payout is 0.

For example, if 
there was one 
dishonorable player 
and two honorable 
players, there would 
be two cards shown. 
If those cards were 
worth 2ISK ISK  and 3ISK ISK , 
the dishonorable 
player would gain 
10ISK ISK . The honorable 
players would gain 
no ISK.

Next, all of the dishonorable 
players lose one honor on the 
honor track. Then, if there were any 
dishonorable players, all honorable 
players gain one honor. If all of the 
players were honorable, no one gains or loses honor.

Note: Players cannot have less than 1 honor or more than 13 honor.

Finally, discard all of the cards revealed for the payout, the player with the Heistmaster 
token passes it clockwise, and the next turn begins.

PAYOUT RESULT (REVEAL ONE CARD FOR EACH 
HONORABLE PLAYER TO DETERMINE PAYOUT.)

END OF TURN HONOR 
TRACK REWARD

ALL PLAYERS 
HONORABLE 

All honorable players collect ISK equal to the 
payout.

No player is awarded honor.

AT LEAST ONE 
PLAYER IS 
DISHONORABLE

All dishonorable players collect ISK equal to 
double the payout.

All honorable players collect nothing.

All honorable players gain 
1 honor.

All dishonorable players 
lose 1 honor.

ALL PLAYERS 
DISHONORABLE

The players collect nothing because the payout 
is zero.

All dishonorable players 
lose 1 honor.

5ISKx2=10ISK
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GAME END
The game ends in one of two ways:

1. Each corporation deck has a tier 3 card called a Game End card. If one of these Game 
End cards is revealed for the payout, the game ends at the end of the turn. When the 
game ends, players reveal the corporation cards they have in their stash. Each player 
gains 1 honor for each card with an honor on it that they have. Finally, resolve the Game 
End card that was revealed on the last turn to determine the winner. 

Note: It is possible that the Game End cards are not revealed because a dishonorable player 
drew them and placed them in their stash. When this happens, that Game End card is not 
resolved and the game continues.

2. If none of the Game End cards are added to the payout, the game will end at the end 
of the turn when one of the corporation decks has no cards in it. Players reveal the 
corporation cards they have in their stash. Each player gains 1 honor for each card with 
an honor on it that they have. Then, the player(s) with the lowest honor are eliminated from 
the game. Finally, the player with the most ISK wins the game! 

Ties: In either case, if there is a tie, the tied player with the most honor wins. Then, the 
player with the most ISK. If there is still a tie, all tied players win. 

Check out other Geekway Design Contest Winners

BEEEEES! is a real-time, dice-rolling 
game for 2-5 players.

Shogunate is an innovative “You pick, I do” 
game of tactics and strategy.


