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2 Y
ou cannot trash the R

em
odel as it isn't in your hand

w
hen you resolve it (you can trash a different R

em
odel

card from
 your hand). If you do not have a card to trash,

you cannot gain a card from
 the R

em
odel. The gained

card goes in your D
iscard pile. Y

ou can only gain cards
from

 the Supply. The gained card need not cost exactly
 m

ore than the trashed card; it can cost that m
uch or

any am
ount less. Y

ou cannot use coins from
 Treasures or

previous A
ctions (like the M

arket) to increase the cost of
the card you gain. Y

ou can trash a card to gain a copy of
the sam

e card.

5
LA

BO
RA

TO
RY

+2
 C

ar
ds

+1
 A

ct
io

n

hg
zw

op
jp

 @
 B

G
G

5
LA

BO
RA

TO
RY

D
raw

 tw
o cards. Y

ou m
ay play another A

ction card
during your A

ction phase.

4SPY

+1 Card
+1 Action

Each player (including you) reveals the top card of his
deck and either discards it or puts it back, your choice.

hgzwopjp @ BGG
4 SPY

Spy causes all players, including the one who played it,
to reveal the top card of their Deck. Note that you draw
your card for playing Spy before any cards are revealed.
Anyone who does not have any cards left in their Deck
shuffles in order to have something to reveal. Anyone
who still has no cards to reveal doesn't reveal one. If
players care about the order in which things happen for
this, you do yourself first, then each other player in turn
order. Revealed cards that aren't discarded are returned
to the top of their players' Decks.


