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Introduction
Motherland is a game of suspicion and accusation, paranoia and group-
think. Citizens must stay alert to the Spies among them, while Spies collec-
tively conspire against the Citizens. All in the name of the glorious Mother-
land. The dreaded Gulag awaits!

When the Gulag is overrun and only two people remain “free,” they reveal 
their identities. 

The Citizens win if they send all the Spies to the Gulag. The Spies win if one 
them remains in play at game’s end. The strong and splendorous Mother-
land stands victorious either way.

[The Motherland is magnificent. The Motherland is terrifying.]

PLAYERS
7 to 14 (including 1 Block Captain)

DURATION
Roughly 5 to 10 minutes per player

IDENTITY CARDS (13 IN TOTAL)
Spy x 2
Citizen x 6
More Equal Citizens
 The Writer x 1
 Two Sisters x 1
 The Madman x 1
 The Informer x1
 The Censor x1

Setup
One player assumes the role of Block Captain, who guides players through 
each round. The Block Captain must have full knowledge of the rules, and 
can help guide newer players at various stages of the game. Since you’re 
the one reading the rules, we will assume that you are the Block Captain. As 
the Block Captain, you set the tone of the game (whether silly or serious). 
Don’t be afraid to let your personality shine.

[The display of any and all forms of personality should be avoided.]
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The Block Captain determines the ratio of Citizen to Spy cards, as well as the 
number and type of More Equal Citizens. We recommend having at least three 
times as many Citizens as Spies. A basic version of the game can be played 
without More Equal Citizens, but they add spice and flavour in a larger game.

[Do not exceed monthly ration of spice or flavour.]

MORE EQUAL CITIZENS 
In addition to Spies and Citizens, there are a number of More Equal Citizens 
populating Motherland. More Equal Citizens have special abilities, and can 
have a dramatic impact on the outcome of the game. More Equal Citizens 
can replace regular Citizens, though most work best in larger games. See 
below for details about More Equal Citizens.

[All Citizens are equal, but some Citizens are More Equal than others.]

Game Phases
Each round is comprised of three phases:

GOSSIP
When all players discuss who they are — or who they pretend to be — and 
try to identify the Spies

TROIKA 
A committee of three that convenes during Gossip, tasked with sending a 
player to the Gulag

DARKNESS
When the Motherland rests, and Spies conspire to send suspicious Citizens 
to the Gulag.

Repeat these phases until there are only two players left who haven’t been 
sent to the Gulag. These two players reveal their identities, and a winning 
group is determined.

[Winnings are to be divided equally regardless of the outcome, so that all may prosper.]

Motherland Walkthrough
START OF THE GAME
The Block Captain builds and shuffles the game deck and deals one Iden-
tity Card face-down to each player (the Block Captain requires no card). 
Players look at their card, keeping their identity a secret.

Variation: the Block Captain may assign each player a card, which they then 
look at, keeping their identity a secret. 
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SISTERLY AFFECTION
The first order of business (if the Two Sisters card is in play) is to establish 
the Two Sisters. Tell all players to close their eyes. Be firm. No peeking, 
or off to the Gulag! Ask the player with the Two Sisters card to open their 
eyes, and then point to another Sister of their choice. This is one of those 
occasions where it’s smart to get up and walk around the table to disguise 
your actions. Motherland is listening. You must secretly touch the head of 
the second Sister, then ask her to open her eyes. The Two Sisters see each 
other. Now ask them to close their eyes. Everyone can now open their eyes.

[In splendorous Motherland, no one’s eyes are truly open.]

INTRODUCTIONS
Players introduce themselves. Roleplay is encouraged, but not mandatory. 

Players could be bureaucrats, carpenters, or scientists — the backstory is 
entirely up to each player. Recommended: 1 minute per player. 

ESTABLISH A TROIKA
As the Block Captain, you determine a method to choose the first player on 
the Troika. It could be the youngest player, for example, or the player with 
the highest number of felony convictions. After you choose the first Troika 
member, the two players immediately to the left of the selected player form 
the Troika. Find a token to indicate to the other players who is the first 
member of the Troika. 

               

Use a token to mark the first player in the Troika. The 
rest of the Troika is formed by the next two players 
in clockwise order.

                 

Later, the Troika moves to the next three players in 
sequence. Since some of these players are in the 
Gulag, the Troika is formed by the first “free” players.

FIRST GOSSIP
Players discuss whom to send to the Gulag first. Condemning a player right 
away? Life can be cutthroat in Motherland.
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FIRST TROIKA
The Troika will vote to determine who to send to the Gulag. When the play-
ers indicate that they are ready, or you feel the deliberations have gone 
on long enough, you call the Troika to vote. Each Troika member has one 
vote. Troika members can vote for other members of the Troika, or even 
themselves. Because there are more Citizens than Spies, it works to the 
Citizens’ advantage not to send someone to the Gulag at this point. Spies 
may try to manipulate this expectation. On your count, the Troika members 
vote simultaneously by pointing at a player of their choice. It takes just two 
votes to condemn a player to the Gulag. In the event of a tie (if all Troika 
members point to different players), then no one is sent to the Gulag.  
Following a Troika, a condemned player turns in their playing card face-down 
to you, the Block Captain. The condemned is granted Last Words that they 
can direct to the rest of the players.

Variation: Troika members vote one at a time, allowing the second and third 
members to take previous votes into account.

THE GULAG
Unless otherwise specified, players sent to the Gulag do not reveal their 
identities, and are not allowed to participate in any future Gossips or Troi-
kas. They may not speak nor share any information with players still in the 
game (Last Words notwithstanding). However, they are allowed to keep 
their eyes open during the Darkness. 

FIRST DARKNESS
As the Block Captain, prompt all players to “fall asleep” by closing their eyes; 
implore them to keep their eyes tightly shut.

Identify the Spies – Ask the Spies to reveal themselves by opening their 
eyes. The Spies learn each other’s identities. And so do you: remember 
who they are. Instruct the Spies to silently choose a player to be sent to 
the Gulag. After confirming the decision, instruct the Spies to close their 
eyes.

Identify the More Equal Citizens – First call for the Writer (if in play) 
to reveal themselves. The Writer opens their eyes, and then points to 
a player. Indicate whether the chosen player is a Spy or Citizen (by 
way of a predetermined hand gesture. For example, thumbs up means 
Citizen, thumbs down means Spy). Then instruct the Writer to close 
their eyes.

Call for Censorship by asking the Censor (if in play) to open their eyes, 
and then to point to a player they want silenced during the next Gos-
sip. Instruct the Censor to close their eyes. You need to remember 
who the Censor pointed to each round.
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Wake Up the Block – A glorious new day has dawned on Motherland! 
Prompt everyone to “wake up” by opening their eyes. 

SECOND GOSSIP
The Block Captain announces who has been sent to the Gulag. Do you feel 
they deserved their fate? Why not extemporize? (A condemned player does 
not get Last Words when taken to the Gulag during Darkness.) Call the play-
ers to begin new deliberations, after which a second Troika is established.

SECOND TROIKA
Every round, the entire three-person Troika rotates to the left (clockwise) to 
the next three eligible players. Players in the Gulag are ineligible to be on 
the Troika, and are skipped in the rotation. The Troika votes, and another 
player may be sent to the Gulag.

Variation: the Troika rotates one player to the left each round.

SECOND DARKNESS
Repeat your prompts for the Spies, and instruct them to select another 
player to send to the Gulag. Repeat the necessary prompts for the other 
More Equal Citizens remaining in play.
  
CONTINUE PLAY
The game continues as above, repeating each phase until only two players 
remain.

[Whoever is winning at the moment will always seem to be invincible.]

MOMENT OF TRUTH
The game ends following either a final Troika or a final Darkness. More ex-
perienced or observant Block Captains will recognize how the math shakes 
out as each game approaches its end. Sometimes there may be only Cit-
izens left, others only Spies. You may want to call a game earlier if you 
choose, or at least speed up deliberations and voting. Spinning intrigue and 
building suspense toward the final reveal of cards is the mark of a good 
Block Captain.

So here’s the math: If three players remain going into Gossip, they form a 
final Troika and vote as above. If someone is sent to the Gulag, the remain-
ing two players turn over their Identity Cards. If they are both Citizens, the 
Citizens win the game. If there is at least one Spy among them, the Spies 
win the game (that’s because, if the game went to another Darkness, that 
Spy would eliminate the final Citizen).

If the Troika fails to send someone to the Gulag, the game moves to a final 
Darkness.
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If three players remain going into Darkness, the big question is, “Is there 
a Spy among them?” All it takes is for one Spy to remain in the game for 
the Spies to win. As before, the Spy or Spies will condemn a player to the 
Gulag during the Darkness. The Block Captain will wake the Motherland 
and announce with a flourish that a Spy or Spies remain at large because 
someone has been condemned. The Spies win. The remaining two players 
turn over their identity cards.

Check the More Equal Citizens rules to see how they impact the final Troika 
or Darkness.

[Who controls the past controls the future. Who controls the present controls the past.]

More Equal Citizens
THE WRITER
During each Darkness, the Writer points to one player who hasn’t been sent 
to the Gulag. The Block Captain silently indicates whether that player is a 
Spy or Citizen. As Block Captain, you should explain beforehand how you 
are going to indicate your response (for example, “Thumb up, for Citizen; 
thumb down for Spy”). The Writer cannot share this information after being 
sent to the Gulag during a Darkness. Like other players, the Writer does get 
to say Last Words if sent to the Gulag following a Troika.

TWO SISTERS
At the start of the game, secretly choose your Sister from among all play-
ers. If one of you is sent to the Gulag, reveal your identity and the identity 
of your sister. You are both condemned to the Gulag.

THE MADMAN
If sent to the Gulag, reveal your identity. At the beginning of each Gossip, 
you may “communicate” to the other players for five seconds while keep-
ing your mouth and lips firmly shut and eyes closed. Sit on your hands; no 
pointing (with your head or any other body part). It’s maddening, yes. It’s 
the Madman.  If you seem to be able to vocalize a little too coherently, the 
Block Captain can restrict your communication in any way they see fit.

THE INFORMER
If condemned, you may reveal your identity and accuse another player of 
being a Spy. That player is sent to the Gulag in your stead. It may only be 
a temporary reprieve. The Spies will surely be out to get you during subse-
quent Darknesses.

THE CENSOR
Every Darkness, you may secretly choose another player to be silenced 
during the following round. You may not chose the same player twice in a 
row. Your powers of obfuscation continue even from within the Gulag.


