
1

In Gunrunners, players act as international police in pursuit of the Mer-
chant of Death, the infamous international arms dealer. The goal is to 
confiscate weapons by deploying agents to locations known for illegal 
arms trading. Players who have more agents at a location at the time of 
a “bust” will confiscate more crates. Each player also has at her disposal 
“Special Operatives” that provide a variety of powers to assist in their 
endeavors. At game end, the player with the most crates of weapons wins 
the game.

•	 56	Agent	Cards	in	4	Colors
•	 4	Location	Cards
•	 1	Warehouse	Card
•	 1	Bust	Card
•	 50	Cubes	(35	small,	15	large)
•	 1	Die
•	 1	Instruction	Book
•	 1	Reference	Card

CONTENTS

1. Place	1	Location	Card	per	player	in	a	vertical	row	on	the	table	from	top	to	
bottom.	The	top	Location	is	considered	“Location	1,”	the	next	is	“Location	2,”	
and	so	on.	Remove	unused	Location	Cards.

2. Place	4	crates	of	weapons	(i.e.,	4	small	cubes)	on	each	Location.	Note:	The	
small	cube	=	1	crate	of	weapons	and	the	large	cube	=	5	crates	of	weapons	
(players	may	make	change	when	necessary).

3. Place	the	remaining	crates	in	a	“supply”	nearby.
4. Place	 the	Bust	Card	above	 the	 Locations	and	place	 a	 small	 cube	 on	 the	

starting	space.
5. Place	the	Warehouse	card	beneath	the	Locations.
6. Each	player	 takes	a	set	of	 14	cards	 in	 1	 color.	Remove	 remaining	sets	of	

cards,	if	any.

PREPARATION

a	game	by	Steve	Finn
art	by	Rafaella	Ryon	-	design	by	Filipe	Cunha
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7. Each	player	places	1	of	their	“1	Agent”	cards	(not	the	Director)	face-down	to	
the	left	of	any	Location,	but	different	from	the	other	players.

8. Each	player	shuffles	her	cards	&	deals	5	cards	face-down	to	herself,	which	
is	her	starting	hand.	Players	may	look	at	their	own	hands,	but	not	others’	
hands.

9. The	players’	remaining	cards	are	placed	face-down	in	front	of	each	player	
as	a	draw	pile.

10. Choose	a	starting	player,	who	takes	the	die	and	places	it	in	front	of	herself.

In	the	game,	players	deploy	agents	to	the	various	Locations.	When	a	Location	
has	4	exposed	agents	(face-up	cards),	a	bust	occurs	and	crates	of	weapons	are	
confiscated.	After	7	busts	(or	if	players	run	out	of	cards)	the	game	ends.	The	
player	with	the	most	crates	wins.

GAME OVERVIEW

Example Setup for a 3-Player Game
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Players	take	turns	in	a	clockwise	manner.	The	player	taking	a	turn	is	the	Active 
Player,	and	his	turn	consists	of	4	phases:

Phase	1:	Deliver	Weapons	(mandatory)
Phase	2:	Deploy	an	Agent	(mandatory)
Phase	3:	Special	Operations	(optional)
Phase	4:	Bust	(mandatory	if	bust	condition	is	met)

During	this	phase,	the	Active	Player	first	checks	to	see	if	the	Warehouse	is	full	
(see	Warehouse	rules	below).	She	then	rolls	the	die	to	deliver	a	crate	from	the	
supply	(and	possibly	Warehouse)	to	a	Location	(or	possibly	Warehouse)	accord-
ing	to	the	following	rules:
•	 If	the	result	is	a	number	equal	to	or	less	than	the	number	of	Locations	in	

the	game,	then	she	moves	1	crate	from	the	supply	to	the	Location	indicated	
on	the	die	(counting	from	the	top	Location	to	the	bottom).

•	 If	 the	 result	 exceeds	 the	number	of	 Locations	 in	 the	game,	 (e.g.,	 the	die	
shows	a	4	in	a	3-Player	game),	the	Active	Player	moves	a	crate	from	the	
supply	to	the	Warehouse	Card.

Warehouse Rules

The	crates	in	the	Warehouse	stay	there	until	a	player	delivers	a	crate	from	the	
supply	to	a	Location,	in	which	case,	the	Warehouse’s	crates	are	delivered	along	
with	the	delivered	crate.

Example 2:	It	is	a	4-player	game.	Red,	the	active	player,	rolls	a	5.	Thus,	she	
moves	a	crate	from	the	supply	to	the	Warehouse.

Example 1:	Red,	the	active	player,	checks	the	Warehouse,	which	is	empty.	
She	then	rolls	a	3,	so	she	moves	a	crate	from	the	supply	to	Location	3,	
i.e.,	the	3rd	Location	from	the	top.

Example:	Before	rolling,	Red	checks	the	Warehouse	and	sees	2	crates.	She	
then	rolls	a	3.	She	moves	1	crate	from	the	supply	and	the	2	crates	from	
the	Warehouse	to	Location	3.

HOW TO PLAY: (3-4 PLAYERS)

Phase 1: deliver weaPons
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The	Active	Player	must	take	1	of	the	2	possible	actions	to	“deploy	an	agent”:

Option A: Deploying a Probationary Agent

There	will	always	be	one	face-down	card	to	the	left	of	each	Location,	which	will	
be	called	Probationary	Agents.	These	agents	are	in	“training”	until	they	are	de-
ployed	to	the	“field”	 (to	the	right	side	of	the	Locations).	There	may	be	only	 1	
Probationary	Agent	at	each	Location	at	a	time	and	no	player	can	look	at	them,	
even	at	their	own.	(Exception:	see	spy	in	Phase	3)
•	 To	deploy	 1	of	her	cards	as	a	Probationary	Agent,	 the	Active	Player	first	

chooses	and	then	moves	a	Probationary	Agent	belonging	to	another	player	
from	the	left	of	a	Location	to	the	right	of	the	same	Location.

•	 When	moving	a	card	from	“training”	(on	the	left)	to	the	“field”	(on	the	right),	
the	card	is	turned	face-up	and	placed	in	an	overlapping	row	with	the	most	
recently	turned	card	furthest	to	the	right.

•	 The	Active	Player	may	not	choose	one	of	her	own	Probationary	Agents	to	
move,	but	must	move	an	opponents’	card,	except	in	two	cases:	(1)	when	a	
player	is	deploying	her	final	card	at	game	end	and	(2)	when	all	Probationary	
Agents	belong	to	the	Active	Player.

•	 After	moving	a	card	from	the	left	to	the	right	of	a	Location,	the	Active	Play-
er	must	place	1	card	from	her	hand,	face-down,	 into	the	recently	vacated	
spot	to	the	left	of	the	same	Location.	This	Agent	is	now	the	Probationary	
Agent	at	that	Location	and	may	eventually	be	moved	by	another	player	(or	
by	herself	in	the	2	exceptions	just	stated).

Phase 2: dePloy an agent

or

Warehouse Maximum

If	the	Warehouse	contains	5	crates	before	the	Active	Player	rolls	the	die,	she	
immediately	delivers	1	crate	from	the	Warehouse	to	each	Location.	She	then	rolls	
the	die	as	normal,	either	delivering	a	crate	to	the	Warehouse	or	delivering	the	
crates	(supply	+	Warehouse)	to	a	Location	according	to	the	die	roll.

After	rolling	the	die,	the	Active	Player	keeps	the	die	in	front	of	herself	to	signify	
that	she	is	the	current	Active	Player.	Phase	1	is	now	complete.

oPtion B: dePloy an “Undercover agent”

oPtion a: dePloy a “ProBationary agent”

Example:	Blue	is	the	Active	Player	and	it’s	a	3-player	game.	Before	rolling	
the	die,	Blue	sees	that	the	Warehouse	has	5	crates.	She	moves	a	crate	
from	the	Warehouse	to	each	Location	and	leaves	the	2	remaining	crates	
in	the	Warehouse.	She	then	rolls	a	2,	so	she	moves	1	crate	from	the	supply	
along	with	the	2	Warehouse	crates	to	Location	2.
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Option B: Deploying an Undercover Agent
•	 To	deploy	an	Undercover	Agent,	the	active	player	takes	1	card	from	her	hand	

and	places	it	face-down	to	the	right	of	any	Location.	The	card	is	placed	to	
the	right	of	the	most	previously	deployed	card	at	that	Location.

•	 Option	B	may	only	be	taken	if	the	active	player	does	not	currently	have	any	
Undercover	Agents	 in	play	at	any	 Location.	 In	other	words,	a	player	may	
have	no	more	than	1	face-down	card	anywhere	to	the	right	of	the	Locations.	
(Exception:	see	“Manager”	in	Phase	3).

•	 If	the	active	player	cannot	take	Option	B	because	she	already	has	an	Under-
cover	Agent,	she	must	perform	Option	A.

•	 When	a	player’s	sole	Undercover	Agent	is	removed	after	a	bust	(see	“Bust”),	
the	player	may	then	be	free	to	take	Option	B	again.

•	 Players	are	not	allowed	to	 look	at	any	Undercover	Agents,	 including	their	
own.	(Exception:	see	informer	in	Phase	3).

Example:	Red,	the	Active	Player	once	again,	has	no	Undercover	Agents	in	
play	at	this	point,	thus	she	decides	to	take	option	B	and	she	secretly	
places	a	“4	Agent”	card	from	her	hand	face-down	to	the	right	of	Location	
1	and	places	it	furthest	to	the	right	of	previously	played	cards.

Example:	Blue,	the	active	player,	(a)	takes	Red’s	face-down	Probationary	
Agent	at	Location	2,	flips	it	over,	and	moves	it	to	the	right	of	Location	2.	
She	then	(b)	places	1	of	her	own	cards	face-down	into	the	spot	previously	
occupied	by	Red’s	card.
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Draw card

After	taking	either	Option	A	or	B,	the	Active	Player	draws	1	card	from	her	draw	
pile	and	adds	it	to	her	hand.	If	she	has	no	cards	remaining	in	her	draw	pile,	she	
continues	to	play	with	the	cards	in	her	hand	until	the	end	of	the	game.

In	this	Phase,	one	of	the	players	may	perform	a	Special	Operation	only	 if	the	
active	 player	moved	 and	 flipped	 a	 Special	 Operative	 while	 taking	 Option	 A	 in	
Phase	2.
•	 The	owner	of	the	revealed	Special	Operative	in	question	is	the	Power	Player.
•	 The	Power	Player	may	use	the	power	of	the	Special	Operative	card	but	is	not	

required	to	do	so.
Example:	Yellow	is	the	active	player.	On	her	turn,	she	chooses	to	deploy	a	
Probationary	Agent	(Option	A).	First,	she	(a)	takes	Red’s	Probationary	
Agent	from	the	left	side	of	Location	1,	flips	it,	and	moves	it	to	the	right.	
The	card	she	flips	is	Red’s	Saboteur	card.	Red,	the	power	player,	is	given	
the	opportunity	to	(b)	use	the	power	of	the	Saboteur.	After	Red	does	so,	
Yellow	resumes	her	turn	as	active	player	and	(c)	places	her	Probationary	
Agent	to	the	left	side	of	Location	1.

Phase 3: sPecial oPerations
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Each	Special	Operative	grants	the	Power	Player	it’s	own	unique	ability,	as	follows:

1. Director:	Move	any	 1	 face-up	 card	 from	one	 Location	 to	an-
other.	The	moved	card	 is	placed	 furthest	to	the	 right	at	the	new	
location.	The	Director	may	move	itself.

2. informer:	Secretly	 look	at	any	one	Undercover	Agent	(i.e.,	any	
face-down	card	to	the	right)	and	then	place	it	face-down	into	
another	Location	or	return	 it	to	the	same	Location.	 In	either	
case,	 the	 card	 is	 placed	 furthest	 to	 the	 right	 of	 the	 other	
cards	at	that	Location.

3. Saboteur:	Try	to	sabotage	any	face-up	card.	To	do	so,	choose	
a	face-up	card	in	any	Location	and	roll	the	die.	If	the	result	is	equal	
to	or	higher	than	the	number	on	the	chosen	card,	the	Saboteur	is	
successful	and	the	chosen	card	is	discarded.	If	the	result	is	lower,	
there	is	no	effect.

4. Spy:	Pick	up	all	the	Probationary	Agents,	secretly	look	at	them,	
and	then	distribute	them	to	the	Locations	of	your	choice.	All	
cards	need	to	be	placed	as	a	Probationary	Agent	(i.e.	to	the	
left	of	a	Location)	and	each	Location	must	have	exactly	1	Pro-
bationary	Agent,	as	usual.

5. manager:	At	the	time	of	choosing	Option	A	or	B	in	Phase	2,	if	
the	Active	Player	has	a	face-up	Manager	in	play,	the	Active	Player	is	
allowed	to	place	a	2nd	Undercover	Agent	if	that	player	currently	has	
1	Undercover	Agent	in	play.	In	other	words,	the	Manager	extends	the	
maximum	number	of	Undercover	Agents	in	play	to	2	for	the	Active	
player.	Note:	If	a	player	has	2	Undercover	Agents	and	her	Manager	

is	discarded,	the	player	is	allowed	to	keep	both	of	those	Undercover	Agents	
in	play	until	1	or	both	of	them	is	discarded.	At	that	point,	the	player	must	
not	have	more	than	the	maximum	of	1	Undercover	Agent	in	play.

6. runner:	Move	2	Crates	from	one	Location	to	one	other	Loca-
tion.	You	cannot	split	the	delivery	to	two	different	Locations.
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When	placing	or	moving	cards	in	the	field,	due	to	any	Special	Operative’s	ability,	
always	place	the	cards	to	the	right	of	previously	played	cards.

After	use,	all	Special	Operative	cards	remain	face-up	at	the	Location	until	they	
are	removed	because	of	a	bust,	moved	by	the	Director,	or	removed	by	a	Sabo-
teur.

Special	Operatives	are	also	counted	during	a	bust	 (see	Bust)	along	with	the	
normal	Agent	cards.

Loss of Special Power

A	Special	Operative	for	the	Power	Player	has	a	special	power	only	if	an	opposing	
player	flips	 it	during	Option	A	 in	Phase	2.	 In	other	words,	a	Special	Operative	
loses	its	special	ability	in	two	cases:
•	 When	the	Active	Player	moves	and	flips	her	own	Special	Operative	card;
•	 When	the	Special	Operative	was	played	as	an	Undercover	Agent.	 In	other	

words,	when	a	Special	Operative	is	revealed	during	a	bust,	it	does	not	have	
its	special	power.

A	Special	Operative,	however,	still	counts	toward	a	bust	(see	Bust).

During	this	Phase,	players	check	to	see	if	a	bust	happens.	If	a	Location	has	4	or	
more	face-up	Agents,	there	is	a	bust	at	the	Location(s).	If	all	Locations	have	3	
or	fewer	face-up	cards,	no	bust	occurs.

If	there	is	no	bust,	the	Active	Player	passes	the	die	clockwise	to	the	next	player,	
who	is	now	the	Active	Player.	The	new	Active	Player	begins	his	turn	at	Phase	1.	If	
there	is	a	bust,	then	follow	the	rules	below.

Bust Rules

During	a	bust,	crates	are	confiscated	(i.e.,	distributed	to	players)	according	to	
these	rules:
•	 Only	a	Location	with	4	or	more	face-up	Agents	is	subject	to	a	bust,	which	is	

called	the	Bust	Location.
•	 Turn	all	Undercover	Agents	at	the	Bust	Location	face-up.	Keep	them	in	the	

order	in	which	they	currently	lie	in	the	row.
•	 Each	player	sums	up	the	numbers	on	their	cards	to	the	right	of	the	Bust	

Location.	Probationary	Agents	remain	face-down	to	the	 left	of	the	Loca-
tions	and	are	not	counted.

•	 The	player	with	the	highest	sum	takes	half	of	the	total	crates	(rounding	up)	
from	the	Bust	Location.	Note:	A	large	cube	is	worth	5	crates.

Phase 4: BUst
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•	 The	player	with	the	2nd	highest	value	takes	half	of	the	 remaining	crates	
(rounding	up)	from	the	Bust	Location.

•	 Continue	in	this	manner	with	the	3rd	and	4th	players	taking	half	of	the	re-
maining	crates	until	all	players	with	at	least	one	card	at	that	Location	have	
taken	crates	or	until	there	are	no	more	crates	left.

•	 For	ties,	the	player	whose	card	is	closer	to	the	Location	wins	the	tie.
•	 Discard	all	face-up	cards	(not	Probationary	Agents)	in	the	Bust	Location	

and	leave	remaining	crates	(if	any)	there.	Note:	Players	are	not	allowed	to	
look	through	the	discard	pile.

•	 Move	the	token	on	the	Bust	Card	one	space	to	the	right.	If	it	reaches	the	
final	7th	space,	the	game	ends	(see	Game	End).

Special Delivery

After	a	bust	is	resolved,	the	Merchant	of	Death	makes	a	Special	Delivery.
1. Move	2	crates	from	the	supply	to	the	Bust	Location.

2. Move	an	additional	1	crate	from	the	supply	to	each	of	the	other	non-Bust	
Locations.

Example:	Yellow	is	the	active	player.	During	the	Bust	Phase	on	her	turn,	
Location	2	ended	up	with	4	face-up	cards,	so,	there’ll	be	a	bust	there.
First,	they	(a)	move	the	marker	on	the	Bust	Card,	one	space	to	the	right,	
then,	(b)	they	reveal	all	Undercover	Agents	(face-down	cards)	and	(c)	add	
up	the	totals.
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Double Bust

In	the	unlikely	event	that	2	Locations	have	4	or	more	face-up	cards	at	the	start	
of	Phase	4	(which	might	happen	as	the	result	of	the	Director’s	ability),	the	Ac-
tive	Player	decides	which	Location	to	bust	first.	After	completing	the	bust	and	
the	Special	Delivery	at	that	Location,	resolve	the	other	Location.	Note:	The	token	
on	the	Bust	Card	will	therefore	be	moved	twice	during	this	Phase,	 if	a	double	
bust	occurs.

Example (cont.):	 Having	 added	 the	 totals,	 it’s	 time	 to	 confiscate	 the	
crates.	Red	having	a	total	value	of	5,	gets	half	of	the	12	total	crates	on	
Location	2,	that	is,	6.	Blue	and	Yellow	are	tied	at	total	value	4,	but	Blue	
wins	the	tie,	since	his	3	Agent	is	closer	to	the	Location	Card	(that	is,	it	
was	deployed	there	before	Yellow’s	4	Agent).	So,	Blue	gets	3	crates	out	
of	the	remaining	6	and	Yellow	gets	2	out	of	the	remaining	3	(after	Blue	
gets	his	3	crates,	there	are	only	3	remaining).	After	all	players	confiscate	
their	crates,	there’s	1	crate	left	on	the	Location	Card.

Example (cont.):	After	players	are	done	confiscating	crates,	they	discard	
all	 cards	at	 that	 Location	 and	 then	make	 a	Special	 Delivery,	 adding	 2	
crates	to	the	Bust	Location	and	1	crate	to	each	other	non-Bust	Location.
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The	game	can	end	in	one	of	two	ways:
•	 The	token	on	the	Bust	Card	reaches	the	7th	space,	or,
•	 All	players	have	no	cards	remaining.

Seven buStS:	 After	 the	 7th	 bust,	 the	 game	 ends	 after	 resolving	 the	 Bust	
Location(s).	If	a	double	bust	happens	(thus,	leading	to	an	8th	bust),	resolve	it	
as	usual.	The	other	Locations	are	not	busted.

no carDS:	If	all	players	have	no	cards	in	their	hands,	the	game	ends	with	a	final	
bust	at	all	Locations	according	to	the	normal	bust	rules,	but	with	2	exceptions:
•	 Before	 the	 busts,	 return	 half	 of	 the	 crates	 (rounding	 up	 the	 discarded	

crates)	at	each	Location	to	the	supply	(because	the	players	do	not	have	
enough	agents	to	fully	confiscate	the	weapons	and	the	Merchant	of	Death	
eludes	them).

•	 There	is	no	special	delivery	after	these	busts,	so	the	order	of	busts	does	
not	matter.

Remember	that	you	can	deploy	and	flip	your	own	Probationary	Agents	if	it’s	your	
last	card	to	be	played	in	the	game.

Remaining Cards

After	the	final	bust,	players	collect	all	their	own	cards	that	remain	to	the	left	
and	right	of	the	non-bust	Locations	(if	any).	These	cards	may	be	used	to	resolve	
ties.

Declaring a Winner

The	player	with	the	most	crates	wins.	For	ties,	the	player	with	the	highest	total	
on	their	remaining	card(s)	wins	the	tie.	If	still	tied,	the	player	with	the	highest	
numbered	individual	remaining	card	wins	the	tie.	If	players	are	still	tied,	arrange	
a	shootout	with	water	pistols	to	resolve	the	tie.

Now, go arrest the Merchant of Death!

GAME END AND FINAL SCORING
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The	rules	for	two	players	are	the	same	except	for	the	following	changes:

Modified set-UP

•	 Place	3	Locations	in	the	playing	area
•	 Both	players	place	a	 “1	Agent”	 card	 face-down	to	the	 left	of	a	separate	

Location,	as	normal,	but	1	Location	remains	empty	at	this	point.
•	 Place	the	token	on	the	Bust	Card	at	space	3,	not	the	starting	space.

gaMe Play

•	 On	the	first	turn	of	the	game,	the	active	player	must	place	a	face-down	card	
to	the	left	of	the	Location	lacking	a	Probationary	Agent	and	then	draw	a	
card.	The	next	active	player	then	begins	her	turn	as	normal.

•	 All	other	placement	rules	remain	the	same.
•	 Note:	It	is	more	likely	that	a	player	will	have	the	opportunity	to	turn	and	flip	

her	own	Probationary	Agent	because	only	she	has	Probationary	Agents	in	
play.	As	in	the	normal	rules,	any	Special	Operatives	flipped	in	this	way	lose	
their	special	power.

Game Design: Steve	Finn	(www.doctorfinns.com)
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Guimarães,	Rafaella	“The	Believer”	Ryon	and	Steve	“The	Man”	
Finn	and	all	those	who	helped	spread	the	word	during	the	Kick-
starter	campaign!

Win a Free Game!  
Dr.	Finn’s	Games	has	a	monthly	drawing	for	a	free	game.

Please	go	to:	www.doctorfinns.com	for	more	details.
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