
OPERATION: Chain of Fools

Briefing:The Don Falcone is one of the most 
influential men on the Adriatic. He has recently 
come into some information which will fetch 
a high price on the black market. Mixing work 
and pleasure, the Don captures female agents to 
torture out their secrets.

Game Board: Crypt

Difficulty Level: Hard

Game Mode: Story Mode

Necessary Materials: Tannhäuser Board Game

Setup: Choose a female character from the 
opposing side that is not a legend, before they 
pick their forces. Place them on one of the two pri-
mary objectives. This model is locked in a cell and 
will only be able to act once released. Each force 
is comprised of two Heroes and two troopers.

Place the prisoner’s pack on their card. (Badges 
and/or rank is used normally)
The disposable equipment is entrusted to one 
member of the team.
Each player shuffles their four secondary objec-
tive tokens and places all four face down in front 
of them.

Game Objective: Recover the Access Code and 
evacuate with the prisoner through your entry 
point.

Special Rules: The three circles in the middle 
of the board are considered to be adjacent to the 
primary objective circles where the prisoners are 
being held.
The prisoners can not be targeted, nor can they 
be affected by grenades wwhile they are in their 
cells.
The model carrying the prisoner’s equipment can 
not use it or give it to another model. If the model 
is killed before giving the prisoner their equip-
ment, it is placed on the circle with the model’s 
own disposable equipment. Another model may 

pick up this equipment and place it on their card. 
This does not take up a space. 
Once the prisoner has been released, the model 
carrying their equipment may return it to them 
by standing adjacent to them and using their 
action phase to return it.

Obtaining the Access Code in the cell:
A model must talk to the prisoner to find where 
the access code is kept. To do so, the model must 
be adjacent to the prisoner and use their action 
phase to talk to the prisoner. The opponent 
randomly selects one of the secondary objective 
tokens and shows it to you then puts it face down 
next to the other secondary objective tokens. 
The opponent may not look at it. This is the spot 
where the access code is kept. 
A model must be adjacent to the matching second-
ary objective on the board, then use their action 
phase to find the code. Once the code is found, flip 
your token and show it to your opponent. If the 
two symbols match, the model has successfully 
found the code. They then radio the code to the 
other members of the team.

Freeing a prisoner: Once a model has gained 
the access code, a model may then free the pris-
oner by standing adjacent to the cell and using 
their action phase to open the lock. Once freed 
the character may act in the next turn. They may 
move into any adjacent circle as their first move. 
Prisoners may choose not to leave the cell, as 

they are immune to grenades and targeting while 
within it.

Evacuation: The prisoner must exit through 
your starting entry point.

Note concerning the Voïvodes: A Voïvode can 
not talk to a prisoner, gain the access code, open a 
cell, nor carry a prisoner’s equipment.

Game Ending Conditions: 4 models of a team 
are eliminated before freeing the captive.
When both prisoners are eliminated.
When one team evacuates their prisoner.
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