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//AIM

Each game of Luddite involves hacking into an individual NED’s neural
network, trying to do as much damage to its systems as possible and then
escaping before the timer runs out and the NEDs countermeasures kick into
action. The damage you do to a NED is indicated by the damage points you
have accumulated by the end of the game, when the clock runs out.

//SETUP

1. Each player uses the same NED neural network map. If playing the
campaign, then the neural network map you should use is indicated by
your location in the story.
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2. Give each player a pen.

3. Place the 3 dice in the centre of the table, within reach of all
players.

4. Give each player a coin and have them place this on the the Enter
space of the NED's neural map.

THE NED “ THE NED
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Place your NEETLE coin onto the Enter space.

Note: if playing with the print and play edition of the game you will need to
provide your own, dice, coin and pens.




//GAMEPLAY

Each round, the three communal hacking dice will be rolled in the centre of
the table visible to all players.

Players can use each of these dice to perform a vast variety of actions to
help them attack the NED and gain damage points. The dice can be used in
any of the 4 different modules of the NED's neural network map.

Each round, at least one of the action dice must be applied to The Clock
module. Which die you use for this is up to you. The remaining dice can be
used in any module of the NED. These modules will be explained on the
following pages.
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Hacking Dice Clock Module

//RESOURCE CACHE This section of the neural network tracks
the resources you have gained during the
game. When you gain a resource, you indicate
this by circling the leftmost uncircled
symbol of the resource type you have gained.

e W o Y : % Example: You start each hack
!  with 1 multi-tool and 1 energy
resource (see the icons
‘@@@@@@@ circled in solid black in the
box to the left). Then you Circle resources
@@@@@@@@ circle and cross out further when you gain them,
- — resources in the manner shown then cross them
to the right. out when you use them

If there are no resource spaces left of the type you wish to gain then
you cannot take the resource and it is ignored. To use a resource, simply
cross out the leftmost circled resource you possess. There are three
kinds of resources, and they can be used to assist your hack in a
multitude of ways:

EIE //CREDITS

Hacking into major corp tech is an expensive activity, so credits may be
your most powerful resource. Credits can be used to gain you extra
hacking dice.

=I;'Qﬂ§’ 1 Credit - Use 1 credit to duplicate any of the hacking dice
that have been rolled this round. The duplicate die can be used in
exactly the same way as a regular die even though you can’t see it!

Example: This round a 2,3 and 5 have been rolled so Caro can use 1 credit
to duplicate any of these. She decides to duplicate the 2 and so she can
use the following dice this round: 2, 2, 3 and 5.




//CREDITS CONT.

- -: ;. - 0

=E =E' 2 Credits - Use 2 credits to create a new hacking die of any
number to use this round. Again, this die can be used in exactly the same
way as a regular die even though you can’t see it!

Example: This round a 2, 3 and 5 have been rolled but Caro really wants a
6. So she decides to spend 2 credits to create a 6 and now she can use the
following dice in this round: 2, 3, 5 and 6.

@ //muLTI TooLs
Multi-tools help you manipulate your hacking dice.
& . . ]

; 1 Multi-tool - You can use one multi-tool to add or minus one
from any one of the three hacking dice that have been rolled this round.
These can be multiplied up so spending two multi-tools could let you add

or minus 2 from a hacking die.

Example: This round a 1, 2 and 3 have been rolled but Caro really wanted a
5 so she spends two multi-tools to turn the 3 into a 5.

Multi-tools can also be used to help you unlock switches (Page 109).

+ //ENERGY

Energy can be used in several ways to help your hack. It can help you to
move more easily (page 112) and can help you cross off boxes in the Hack
Module (page 109).
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//CLOCK MODULE

e T T T 0al 1B Each round, you must use at least one of
3 neaaanoan your hacking dice to progress The Clock.

QQQ?A.T'T“@“ This can be done at any point during your
aan'5A ‘ii.i’iii turn. This module of the NED’s neural
s {6 s GV X, 0 Jo] d+4 § B network indicates the time you have

remaining before the NED's countermeasures
are engaged and the game is over. Starting from the top left box and working
right, cross off a number of boxes from each row equal to the hacking die
number you have chosen to apply to the Clock module this round.
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//CLOCK MODULE CONT.

If you decide to use a higher number die, either 4, 5, or 6, then also add
a cross to the relevant box to the left of the Clock module. You will get
the same number of damage points as the die you used each time you do this.
Using a higher number die means more boxes are crossed off and, if this
happens frequently, the game will end faster, ultimately giving you less
time in the NED, but burning through the Clock quickly also deals damage to
the NED..
THE NED

If, after using a hacking die on OO OO (076) v 2

the clock, the last box you cross (o | )

off with this die has a resource (b EXTTE . \ 0 -
indicated on it, you gain that , = s
resource immediately. AN 5) (@@)

Once the last box of The Clock module has been crossed off, then your game
is over. If your NEETLE is on the exit space of the NED’s neural network (see
above) you can add up your damage points. If your NEETLE didn’t make it back
to the exit space then your hack has failed and you gain zero damage points.
NEETLE movement will be explained when we discuss The NED module (Page 110).
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Example: This round, a 1, 3 and 5 have been rolled. Caro decides to use the
5 on The Clock and so crosses the next 5 boxes in The Clock (marked in red).
She also adds a new cross to one of the '5' boxes of The Clock (also red)
which will be worth 5 damage points at the end of the game. As the last space
she crossed off had an energy resource on it, she gains one energy and
circles the leftmost uncircled energy resource in her Resource Cache.

//SWITCHES MODULE

THE SWITCHES The switches are l.<ey to moving your.NI?ETLE a.round the NED's
neural network, with each node requiring switches to have a

ON UN‘. particular configuration. At the start of each game, all
@i‘i‘@ six switches are set to the OFF position. To change a
MRGERSRE switch, you need to apply a hacking die of the corresponding
@i}i‘w number to the switch, then cross off the leftmost box of
-\ __j m.j ;”l that switch. The status of that switch corresponds to the
@!!a indicator above the most recently crossed off box.

@UE@ Each switch can only be toggled a maximum of 3 times, at

oy | Y, @ which point the damage done by hacking permanently fuses
@--m the switch to the ON position. Any switches permanently

Y 1 I, 8 fused in this way cause 2 damage points to the NED at the
@!!@ end of the game.




//SWITCHES MODULE CONT.

THE SWITCHES.
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//ROLL BONUSES
i The Roll Bonus Module of the NED's neural network allows
I you to use your hacking dice to gain bonuses. Use a die
|HOLLPONPSES of the corresponding number to cross off a box and take
r' the bonus indicated above it. Once a box is crossed off

ﬁ d u w it cannot be crossed off again in this game.
A8 ! \ \
;o '

Example: Caro uses a hacking
die with a value of 2 to cross
off this box. She therefore
gains 2 energy resources and
adds them to her Resource
Cache.

The yellow box of the roll
bonus section allows you to
use dice to deal damage
directly to the NED. Each box
crossed off in this section is
worth 2 damage to the NED at
the end of the game.

The Hack module of the NED’s neural network is where you
can unlock critical function codes to deal large amounts
of damage to the NED. To unlock a critical function code,
you must cross off all the boxes in the vertical or
horizontal line leading to that specific code icon. You
cross these boxes off by applying hacking dice of the
corresponding number to the box.

As well as hacking these valuable critical function codes,
The Hack module allows you to deal direct damage to the NED
and to collect valuable resources. These are unlocked in
the same way as the critical function codes.

/ L2 L: |
taaaanan
/ a  a .

oD n )

@n;uwg '/LD %)\ , Energy: At any point you can use two

' 4%“y/a . 322_ energy resources to cross off any one box
: in The Hack module.
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//HACK MODULE CONT.

Once codes have been unlocked, you must get your NEETLE to the
corresponding critical function node of The NED module in order to input
the code and deal a large amount of damage to the NED. You indicate you
have done this by crossing off the box in the bottom right corner of the
module you damaged. Do this immediately if yout NEETLE is already on the
critical function node when the code is unlocked. Moving your NEETLE around
the NED is discussed on the next page.

Example:
Caro
unlocked
this
critical
function
code by

Critical Function Nodes are =4 crossing

indicated by red hexagons 4] off the 4
IR vertical

boxes below
it.

Example: Caro unlocked this

critical function code by

crossing off the 4 horizontal

boxes to the right of it. = Example: Caro
unlocked this
resource by crossing
off the 2 vertical
boxes below it and
gained a credit.

Example: Caro unlocked 8 extra

damage points by crossing off

the 6 horizontal boxes to the

right of it.

//NED MODULE An essential part of your hack is moving your

NEETLE through the nodes of the NED. Once you have

WL ob <b@>@‘“ unlocked critical function codes in The Hack module

el g you must get your NEETLE to the corresponding

@ Q @ oV o critical function node of the Hack Module in order
o Ob 00D CCD to deal the damage indicated in the node.

e /
‘\*/5‘@‘ S Example: After unlocking this code in The Hack

208 bEX(JDEE module by crossing off the U4 boxes to the right of

O XY i ¢ it

if Caro moves her NEETLE to this node
- ] : (or it is already there), she can
<J@>«yun><J@ﬂ@ @ﬁ» \ then cross off the box in the bottom
Q @ = ¥ right of the node square and gain 12
“ " == ' Bl ] damage points at the end of the game.
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//NED MODULE CONT.

Movement across nodes is only permitted using the following 3 Movement
Rules:

1. You must use a hacking die to move.

To move your NEETLE around the NED, you use a hacking die. You may then move
horizontally or vertically across nodes any number of spaces up to the number
indicated on the hacking die you used (following the other 2 movement rules
listed below). Any unused movement points are wasted.

2. The switches must correspond correctly to allow you to enter each node.

To move into a node you must first check if the current switch configuration
of the NED allows you access to that node. To do this look at the yellow
information in the top of the node you wish to enter. The logic gate explains
the switch configuration needed for access. Then look at the current
configuration of The Switches module (see page 108). If they match, your
NEETLE you may enter the node. There are four types of logic gates in a NED:

//EXAMPLES

//SWITCH CONFIGURATIONS To enter this node,

switch number 2 must
be ON and the 1 dice
node must be unlocked
(dice nodes are
discussed on the next
page).

\\\\\> ON gates: The indicated

jy!;;; switch needs to be toggled

to ON.

OFF gates: The indicated

‘EFF\\fJ switch needs to be toggled : To epESiN SO

////// A o either switch number
’ 2 i b 2 OR switch number 3

must be ON and the 6
., AND gates: Both of the dice node must be

—_——

AND . indicated switches must be unlocked. You can

' J ON. W also still enter this
| node if both switch 2

and 3 are ON.

OR gates: Either (or both)

of the indicated switches

must be ON. . To enter this node
both switches 2 and 3
need to be ON.

3. Dice Lock Nodes must be unlocked before you can enter them. Dice
Lock Nodes are explained further on the next page.

Unlocked
Dice
Lock
Node




//NED MODULE CONT.

There are several types of nodes in the NED, each of which works differently.

Dice Lock Nodes:

Several of the nodes in the NED contain dice lock gates,
before you can enter or pass through these nodes you must
first unlock the dice lock gate. To do this, apply a
hacking die of the corresponding number to the gate.
Indicate it is unlocked by checking off the box in the
bottom right corner of the dice lock gate. This must be
done in addition to the required switch configuration
for that node. You do not need your NEETLE to be on or
near the Dice Lock Node to unlock it.

Cache Nodes:

Cache Nodes contain valuable resources you can gain. If
you move your NEETLE onto one of these nodes, check off
the box in the bottom right corner and immediately add
the indicated resource(s) to your Resource Cache.

Critical Function Nodes:

If you have unlocked a critical function code in The Hack
module and you reach the corresponding node with your
NEETLE, then you can check off the box in the bottom
right corner of this node. At the end of the game, you
will receive the indicated amount of damage points for
hitting that critical function.

Enter and Exit Nodes:

Your NEETLE will start the game on
the Enter Node and must be on the Exit
Node by the time the final box in the
Clock Module has been crossed off
(page 107). If you don’t manage to do
this then your hack is unsuccessful
and you will cause zero damage. Note
that sometimes the Enter and Exit
Nodes are in the same location.

You can use one energy resource to move your
NEETLE up to three spaces in the NED module.
This movement must follow all the usual
movement rules.

You can use two energy resources to move your
NEETLE one space horizontally or vertically
into any node, even if the current switch
configuration is not correct or the dice lock
for this door has not been unlocked yet.




//DAMAGE (SCORING YOUR GAME)

yYNITE T3 As soon as the final box in The Clock Module is checked off, the
gg _— game is over and you move into the Damage Phase.

25 e First, check to see that you currently have your NEETLE on the
L7 Exit Node. If you do not, then the hack was a failure and you

+

»£z>% "8 have caused zero damage.

If you have managed to get your NEETLE to the Exit Node in time,
then you must add up your damage points. Use 'The Damage’
section of the neural network map to score each section using
the instructions below and then add the results together to find
the total. If playing solo then you must score above the amount
indicated below for the difficulty level of your choice. If you
do not score over this amount the Hack was a failure and must
be repeated.

EASY: MEDIUM: : EXTREME:
. 60 Damage . 80 Damage 100 Damage @ 120 Damage
Points Points Points Points
Multiplayer Competitive Games: In these games, the player with the highest
damage score is the winner. In the case of a tie, the player who scored the
highest amount of damage in their Clock Module is the winner. If there is still
a tie, then the player with the most remaining resources is the winner
(credits count as two resources each). If there is still a tie then the tied

players share the victory.

Multiplayer Co-Operative Games: If you want to play co-operatively, then
the average (mean) score of all the players must be above the amounts listed
above to progress.

//SCORING YOUR DAMAGE POINTS

The NED Module - Add up any points you received for
hitting Critical Function Nodes (Page 110).

The Hack Module - Add up any points you received
from completing any damage rows (Page 109).

The Switches Module - Add up any points you received
for permanently fusing any switches (Page 108).

il The Clock Module — You receive damage points for each
box crossed off in the 4,5 and 6 areas. They get damage
points equal to their number.

Example: During the game Caro crossed one of the '4' boxes which gives her
4 damage points and 2 of the '5' boxes which gets her 10 damage points. She
did not cross off any of the '6' boxes. She therefore gains 14 damage points
in total in The Clock Module (Page 107).

Excess Resources & Double Damage: You add 1 damage
point for each unused multi-tool, 1 damage point for
each unused energy resource and 2 damage points for each
unused credit. Also score for any of the double damage
boxes you crossed off in the Roll Bonus section (Page
109).

5 Total: Add all the damage totals from the modules
above and place the total here. This is your final
damage score for the game!




//IMPORTANT

Everything beyond this point should not be read until you are ‘
instructed to do so by the graphic novel. When it is time to read

a new section, you will be instructed to do so by this symbol
(right). The number(s) indicate the pages you need to read and

the “C#" references the chapter you are in. Do not read boxes
listed for chapters you have not yet reached.

//CHAPTER TWO

There are several new mechanisms to contend with in this new
model NED.

//NEW NED MODULE NODE - ENERGY NODE

Energy Nodes do not have switch requirements to enter them.
Instead they need to be unlocked by paying an energy
resource. Pay an energy resource and then cross off the box
in the bottom right hand corner of the node. Your NEETLE
may now enter and/or pass through this node. You do not
need to have your NEETLE on or near these nodes to unlock
them.

//NEW LOGIC GATE - THE NAND GATE

NAND gates are the opposite Example: To enter

nodes, BOTH of the listed ( 3 and 6 must both
/] be OFF.

N ; : ;
NAND !~ of AND gates. To enter these this node, switches
\ -

switches must be toggled OFF.

//NEW MODULE RULES - THE HACK MODULE

43 THE HACK

Hacking module benefits on this NED, you must use your hacking
dice to place numbers into the boxes below each icon. Each icon
has a number and 4 boxes below it. To unlock the box all 4 boxes
must have a number in them and these numbers must add up to the
number indicated below the icon. The rewards for unlocking the
box can be codes to critical function nodes, 8 damage points,
or 2 credits.

//EXAMPLES
Caro uses a hacking die of value 3 in the Hacking module.

If she were to apply it here, it would unlock the critical
function code as the four numbers add up to 12.

If she were to add it here, it would not unlock the critical
=] function code as the numbers now total 1u4.

If she were to add it here, it would also not unlock the
critical function code as all four boxes need to have a

12
(584834 ¥ number in them to unlock the code. =¥




//CHAPTER THREE
prswRll //NEW MODULE RULES - THE HACK MODULE

In order to unlock the critical function codes and other

Hacking module benefits on this NED, you must use your
& hacking dice to cross off all the boxes in each section.
M You can only use rolls of 1, 2, 3 and 4 to do this.

4 When you roll these numbers, look at the box pattern that
number correponds to, this is indicated at the top of The
Hack module. Place this pattern into ONE of the sections
on this module. You must be able to cross off the entire
shape however this can be rotated as you wish. If you cross
off a box with a resource icon on it, then immediately add

B this resource to your Resource Cache.

Example: Caro uses a 4 in this I I

section. She crosses off the 4 }:? )I]l )Iil v? }::1 )Iil
boxes in the pattern shown (in 7—;“]}"‘ V—ﬁ :-,.—‘.];v—f] 13‘.-‘1
red) and thus completes the EA“ PA‘ [Ai }Ai ’Aim
section and unlocks the critical (v low i ovd Il rV el i
function code. She also gains a EA%’A‘]’A tAi}EA‘jEA‘j
multi-tool, as she crossed off B thiofeth e

the multi-tool icon in the not permissible uses

center box. of a U.

//CHAPTER THREE //NEW MODULE RULES - THE HACK MODULE

48 THE HACK In order to unlock the critical function codes and other
n Hacking module benefits on this NED, you must use your
hacking dice to place numbers into the boxes next to each
icon. The boxes next to the icons are in three rows of
varying sizes. The total of the numbers in each row must
be less than the row above or below depending on the arrow

direction of that section.

Example: Caro unlocks this critical
function code as the totals of the
numbers in each row go from low to high
following the arrow of this section.

T07AL This critical function
code would also not be
unlocked as the row in
the middle has a total
which is higher than
the row below it and
the arrow points
upwards.

TOTAL If the same numbers
were used here however
this critical function
code would not be
unlocked as this arrow
requires the numbers to
be ordered in the
opposite direction.




//CHAPTER THREE

You must defeat all 4 of the NEDS in this section before you can continue
with the story. If you fail on any of these four, they must be repeated
until you have successfully completed all of them.

//CHAPTER FOUR

There's something unusual about this NED... whatever happens in
this hack, you only get one shot at it. Once you have attempted
the hack once, no matter what the outcome, move on with the
story.
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A GRAPHIC NOVEL COMBINED WITH A STRATEGY GAME

Welcome to Yurushi, a sprawling Metropolis and Earth’s largest city.
Luddite brings you into the story of a young engineer who has recently
been laid off by the Niven Megacorporation. Like many millions of
others, this means a move back to the Saitama Slums, a vast wasteland,
populated by the new 'useless classes’ made unemployable by the adoption
of artificial: intelligence powered automata. You 'are ‘recruited by the
charismatic leader Red Ludd who is assembling a resistance to this mass
obsoléscepce, a group known simply as the Luddites. -

« P be 4 4

In Luddite ybu;ﬁndmyour team will be using your engineering'skiils'toj
hack into these automata and cripple: their systems. Revenge for being

cast aside and a reprieve for the millions-of workers who are still to
lose their Tlivelihoods, but beware, the mega corporations did not get
to this position playlng fair. Those caught in-acts of sabotage will not
be treated kindly or Falrly by the system. o
Luddite is a. campaign game wh1ch Follows the narrative of a custom made
graphic novel of the same name: Featuring hundreds of beautiful pieces
of art by the talented Adam: Beachey,:Luddlte is playable solo, or
multiplayer and can-be played cooperatively or competitively. The
campaign can be reset and replayed indefinitely and the game allows for
an unlimited number of=players_to take part. Luddite gameplay fuses
classic roll and write mechanisms“With a novel, push your luck style
system. Players must race against the clock to damage the AI systems and
get out before the countermeasures can klck ‘in.
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