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Send your Agents on missions to Locations to collect Secrets and Founders and earn points.  

Sabotage your opponent’s missions or steal his or her points. Be the first to collect 39 points and win!

For two to four players.

Best played with a minimum of 44 cards (two books and two card packs). 

Card types are printed at the top of the card. There are:  
and

Only  and  are worth points. The point value of  and 
 is printed at the bottom of the card.
 

Game can be played with or without a playmat. Print your free downloadable playmat at 
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1. Divide your cards into two decks: 

2. Let your opponent shuffle both of your decks while you shuffle his or hers.

3. Lay out your decks: 
The one-sided deck goes  on your left.  The two-sided deck goes  on your right.

4. Deal cards onto the table:
Deal out four cards from your two-sided deck faceup in between the two decks.

5. Draw your hand:
Draw four cards from the one-sided deck into your hand and make sure your opponent can’t see them. 
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The player with the lowest numbered card on the table goes first.  In case of a tie, the player with the 
next lowest numbered card on the table goes first.

Players take turns, rotating clockwise.

On each turn, a player must choose to either  or .  A player  in one turn.

To deal, take the four top cards from your two-sided deck and place one on each of the four cards 
(or empty spots).  If you choose, discard one or two of the cards in your hand into your discard 
pile and draw new ones to replace them from your one-sided deck. After dealing, your turn is over.pile and draw new ones to replace them from your one-sided deck. After dealing, your turn is over.
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If you choose to play on your turn, you may play any available cards. (See “Cards available for play.”)

1. Play an Agent
Send an Agent into the field by placing him above your dealt cards.  This will be your Mission Stack.
There is no limit on the number of Agents that you can send on missions at the same time. 

Your goal is to send Agents on  to retrieve Cahill Secrets and Founders. 
You do this by creating 



2. Send your Agent to a Location
Place any Location card on top of an Agent to 
send the Agent to that Location. You cannot 
send an Agent out if you don’t have a Location 
to play as well. 

3. Discover Cahill Secrets
Add Secret and Founder cards to your mission 
stack.  They must be of the same color as the 
mission Location or they can be black.  Black 
Secrets and Founders can be played on any 
Location.  

2. Send your Agent to a Location
Place any Location card on top of an Agent to
send the Agent to that Location. You cannot
send an Agent out if you don’t have a Location 
to play as well. 

3. Discover Cahill Secrets
Add Secret and Founder cards to your mission 
stack.  They must be of the same color as the 
mission Location or they can be black.  Black 
Secrets and Founders can be played on any 
Location.  
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4. Retrieve your Agent
To earn points, you need to retrieve your 
Agent by using another Agent or Location of 
the same color as the Agent who started the 
mission. You then earn the combined points 
of all the Secrets and Founders in that mission 
stack. All of the cards go to your discard pile. 

Black Agents can retrieve and be retrieved by  Agent.
If you’ve added cards to a mission stack in one turn, 
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rieve your Agent
rn points, you need to retrieve your 
t by using another Agent or Location of 
ame color as the Agent who started the
on. You then earn the combined points 
the Secrets and Founders in that mission
All of the cards go to your discard pile. 
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Cards available for play:
The four cards in your hand
The top cards on the stacks on the table
The top card of your two-sided deck, on the right
Any card brought to the top of a stack after the one above it has been played

Cards not available for play:
The facedown one-sided cards to your left
Cards that are already played
Cards that are underneath other cards
Cards that have been discarded

If you have used cards from your hand during a turn, draw replacement cards from your one-sided deck at 
the end of your turn. You should always have four cards in your hand.

If you run out of cards in either deck at any time, get new cards by letting your opponent shuffle all of the 
one- or two-sided cards in your discard pile.  
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Sabotage 

Do you have an Agent that’s the same color as the Location in your opponent’s mission stack? If so, you 

can  the stack, which sends it to your opponent’s discard pile.  No one gets any points for 

the stack, and your Agent goes to your discard pile.  Agents that are already in play cannot be used for 

sabotage.  You cannot sabotage a stack in which cards are all the same color.

Stealing

Want to steal your opponent’s points? Play the same Location that your opponent used in a mission 

stack and send his or her cards to the discard pile. You win all of the points in the stack.  All of the cards 

in your opponent’s stack go to your opponent’s discard pile. Your Location goes to your discard pile.  

Stacks that are immune to sabotage can still be stolen!
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Money
Use a Money card to play any card you have dealt to the table, even if it is covered by another card.

Prestige

Play the Prestige card to block your opponent from Sabotage or Stealing. Both cards go to their owners’ 
discard piles.

Replicator

Play the Replicator as an Agent or Location of any color to start mission stacks or to retrieve a mission 
stack. If you use the Replicator as a Location, you must declare which color Location it represents. The 
Replicator cannot be used for Sabotage or Stealing.

It’s often helpful to deal on your first several turns.  You miss grabbing a few points but should be set up for 
big plays later on.

Each book in the series comes with the same set of cards.  For instance, The Maze of Bones always comes with 
the same 6 cards.  However, no two of The 39 Clues Card Packs are alike – they all come with 16 different 
cards. 

 That way, your cards won’t get 
mixed in with your opponent’s cards.


