
2013 Post-Apocalypse Expansion
By Rowan WalkingWolf

Introduction
This product is a free expansion for the Illuminati Deluxe Edition card game by Steve Jackson Games. 
This expansion adds 3 new Illuminati groups, 92 new groups, and 4 new special cards (two of each new 
special).  It  also  adds  3  new  alignments  and  2  new  traits,  all  explained  below.  With  these  new 
alignments and traits comes important errata for 46 of the pre-existing groups from the core set, and 
both the  Y2K and  Bavarian Fire Drill official expansions. Please read the Errata thoroughly before 
using the cards in this set to insure easy, functional play.

New Illuminati Groups
As mentioned previously,  this set adds 3 new Illuminati groups. These are:  The Freemasons,  The 
Reptilian Overlords, and  The International Anarchist Conspiracy. Each of these is described in 
detail below.

The Freemasons
The Freemasons are a fraternal organisation that 
arose  from  obscure  origins  in  the  late  16th  to 
early  17th  century.  Freemasonry  now  exists  in 
various  forms  all  over  the  world,  with  a 
membership  estimated  at  around  six  million, 
including  approximately  150,000  under  the 
jurisdictions of the Grand Lodge of Scotland and 
Grand  Lodge  of  Ireland,  over  a  quarter  of  a 
million under the jurisdiction of the United Grand 
Lodge of England, and just under two million in 
the United States.

The fraternity is administratively organised into independent Grand Lodges or sometimes Orients, each 
of  which  governs  its  own jurisdiction,  which  consists  of  subordinate  (or  constituent)  Lodges.  The 
various  Grand Lodges  recognise each other,  or  not,  based upon adherence to  landmarks.  A Grand 
Lodge will usually deem other Grand Lodges who share common landmarks to be regular, and those 
that do not to be "irregular" or "clandestine".

The Freemasons are steeped in a slurry of obscure symbolism, mysticism, and religious zealotry. Their 
rituals, customs, handshakes, passwords, and so on are firmly guarded secrets, and are regularly used to 
identify legitimate members and potential infiltrators. A number of sacred texts, poems, and documents 
guide the actions of this mysterious conspiracy. The most commonly recognized Masonic symbol is the 
square and compass, featured on the Freemason card itself. Masons are also feared and renowned for 
their use of the arcane, occult, and eldritch in their rituals and rites.

FREEMASONS SPECIAL GOAL:
The Freemasons are an especially conservative, patriarchal, misogynistic group, and their traditions and 
ambitions reflect this. In order to dominate the world and win the game, the Freemasons must control 6 
Conservative groups.  This is  made easier by their  bonus to control conservative groups and their 
immunity to attacks from liberal groups.
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The Reptilian Overlords
One  of  the  most  common  and  pervasive 
conspiracy  theories  in  contemporary  UFOlogy 
and conspiratorial circles is the idea of Reptilians. 
This idea,  widely popularized by British author 
and  speaker  David  Icke  posits  that  prominent 
individuals  within  national  and  international 
governing  bodies  are  in  fact  shapeshifting 
reptilian aliens who seek to dominate and enslave 
all of humanity. According to Icke, three of the 
most  recognizable  Reptilian  Overlords  are 
George W. Bush, Queen Elizabeth II of England, 
and Barrack Obama. Bush, Elizabeth, and David 
Icke are all featured as group cards in this expansion.

REPTILIAN OVERLORDS SPECIAL GOAL:
To reflect  their  supposed  desire  for  global  governmental  conquest,  the  Reptilians  must  control  6 
Government groups in order to win. This is made easier by their bonus to control government groups, 
and their immunity to attacks from communist and anarchist groups.

The International Anarchist Conspiracy
As an unabashed and proud anarchist myself, it 
was simply impossible to avoid the temptation to 
include  a  global  anarchist  conspiracy  with  this 
expansion,  so  here  it  is!  The  International 
Anarchist Conspiracy is perhaps the strangest and 
most  unorthodox  Illuminati  group  (sorry, 
Discordia!),  in  that  it  does  NOT  seek  global 
domination. Rather, all groups that fall under the 
influence of this radical conspiracy instead seek 
the  abolition  of  hierarchical  government  and 
institutionalized systems of control, violence, and 
domination.  Some,  like  anarcho-primitivists, 
want to destroy civilization itself. Fnord.

INTERNATIONAL ANARCHIST CONSPIRACY SPECIAL GOAL:
In order to win, the Anarchists must control 6 anarchist groups. This is made easier by their bonus to 
control anarchists, and by their powerful ability to neutralize other groups. This represents the use of 
sabotage, assassination, and subversive counter-media, tactics employed even more effectively by the 
Assassins, and probably borrowed from them.

New Alignments
This expansion introduces three new alignments, one of which affects a large number of pre-existing 
groups from the Illuminati Deluxe core set, and the two official expansions, Bavarian Fire Drill and 
Y2K. I suggest players familiarize themselves with these alignments and the effects they have on the 
game before attempting to use the cards in this expansion. The new alignments are:

Anarchist
This alignment describes anti-authoritarians and freedom-seekers of all sorts. At its core, Anarchism 
fundamentally opposes institutional leadership and hierarchic control. Anarchism also exists outside 
traditional "party lines"; it can neither be called liberal nor conservative, and it opposes both. Some 
schools of anarchist though embrace or ally with Communism; similarly, most schools of anarchism 
oppose capitalism and Corporations, and others embrace them. Just so, anarchism has no alignment 
relationship with Communist or Corporate (see below) alignments. In game terms:

- Anarchist is the opposite of Government, Liberal, and Conservative.

Important Rules with the Anarchist Alignment:
A single alignment having three opposites is unprecedented in Illuminati Deluxe. However, to stay true 
to  anarchist  ideology and practice,  this  simply must  be  true.  To maintain  game balance  with  this  
alignment,  anarchist  groups  cannot  get  multiple  bonuses  or  penalties  in  attempts  to  control, 
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neutralize, or destroy if a target contains two opposing alignments listed above. For example, if an 
Anarchist group is attempting to destroy California, which is both Liberal and Government, it only gets 
the typical +4 for opposite alignments, NOT +8. The same applies to Conservative Government groups 
as well.

The  inverse  of  the  above  rules  is  also  true.  That  is,  if  a  group  that  is  Liberal/Conservative  and 
Government  is  making  an  attempt  on  an  Anarchist  group,  it  gets  only one  bonus  or  penalty,  not 
multiple. For example, if Texas (Conservative & Government) is attempting to neutralize an Anarchist 
group, it gets only -4, NOT -8.

Anti-Corporate
This alignment represents all groups and factions with a critique of capitalism and corporatism, and the 
industry and infrastructure that support capitalist society. In game terms:

- Anti-Corporate is the opposite of Corporate.

Bonuses  and  penalties  with  this  alignment  function  as  usual.  Please  read  on about  the  Corporate 
alignment, as it affects many groups from the pre-existing game sets.

Corporate
The Corporate alignment represents all die-hard capitalists, profiteers, industrial robber-barons, and 
economic tyrants- Big Business, plain and simple. In game terms:

- Corporate is the opposite of Anti-Corporate.

Bonuses and penalties with this alignment function as usual. A number of groups within this expansion. 
such as Big Box Stores, have this alignment. However, unlike the previous two new alignments, a 
number of previously existing groups have been modified to include the Corporate alignment. For a list  
of suggested Corporate groups, please see the Errata section in the following pages.

New Traits - Personalities & Locations
In addition to the three new alignments, this expansion also adds two new Traits. Traits are basically 
descriptive tags that have game-changing effects, but have absolutely no bearing on alignments. Traits 
also have no opposites, which further distinguishes them from alignments. The two Traits introduced 
by this expansion are borrowed from the old Illuminati CCG,  Illuminati: New World Order, which 
inspired Illuminati Deluxe and which was also made by Steve Jackson Games. The two new traits are:

- Personality
- Location

Any group that is either a Personality or a Location will have the relevant Trait listed in its rules text. 
Besides having a Trait, all Personalities and Locations function as standard groups in every way.

Personalities
A Personality is any noteworthy or important individual, a mover and shaker in the shadowy arena of 
world  conspiracy.  These  are  celebrities,  political  leaders  and  figureheads,  prestigious  and  wealthy 
businesspeople,  and  noted  conspiracy  theorists  and  wingnuts.  The  following  is  a  list  of  sample 
Personalities included in this set:

- George W. Bush
- Queen Elizabeth II
- Giorgio A. Tsoukalos (the UFOlogist with the crazy hair from Ancient Aliens)
- David Icke (British wingnut who perpetuates the Reptilian myth)
- Art Bell (conspiracy theorist and host of Coast to Coast AM, a popular conspiracy radio show)
- Alex Jones (loud-mouthed libertarian conspiracy theorist)

Certain groups get bonuses or penalties regarding Personalities, and two of the four new Special Cards 
included in this set  (Character Assassination! and Mistaken Identity!) affect Personalities. This Trait is 
NOT an Alignment and has no effect on Alignment bonuses/penalties.
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Locations
The  other  Trait  introduced  in  this  set  is  Location.  A  Location  is  any notable  or  important  place, 
including nations, cities, culturally or politically significant buildings (Pentagon, Area 51), and so on. 
As with Personalities, this Trait is NOT an alignment, and it doesn't affect alignment. Any group that 
has this Trait will say Location in its rules text. A few of the Locations included in this set are:

- Area 51
- Orbital Space Station
- Bavaria
- City of R'yleh
- Discordian Temple
- Grand Lodge
- Denver International Airport
- Ruins of Alamut
- Zurich
- Bermuda
- Eugene, Oregon
- Himalayan Mountains
- Underground Spawning Vats
- High Fane of Slack

Certain groups get bonuses or penalties regarding Locations, and two of the four new Special Cards 
included in this  set (Disaster!  and  Transdimensional Rift!) affects  Locations.  This Trait is NOT an 
Alignment and has no effect on Alignment bonuses/penalties.

As with the Corporate alignment mentioned above, certain pre-existing cards have been modified by 
this set to include the Location trait. Please see the following Errata section for more information.

Errata & Card Changes
Society for Creative Anarchism
This set contains a new card for the Society for Creative Anarchism, which is identical to the original 
except that it gives the International Anarchist Conspiracy an extra card draw each turn if they control  
the SCA.

Corporate Alignment, Pre-Existing Groups that Should Be Corporate
Because the new Corporate Alignment represents big business and capitalist enterprise, MANY of the 
pre-existing groups from Illuminati Deluxe, Y2K expansion, and Bavarian Fire Drill expansion should 
contain this alignment. Players are certainly not required to play as if these cards have the Corporate 
alignment,  but I suggest they do so to add a new element of realism and functionality to the pre-
existing cards and the cards added by this expansion set. Following below is a list of cards that should 
be considered Corporate in alignment. Players are welcome to interpret, re-interpret, change, undo, 
redo, re-undo, and outdo these suggestions:

Pre-Existing Groups that Should Be Considered Corporate:
Airlines, Big Media, Big Medicine, Cable TV, Cell Phones, Christmas, Coffee Shops, Comic Books,  
Convenience  Stores,  Copy  Shops,  Credit  Card Companies,  Defense  Contractors,  Diamond Mines,  
Drug  Companies,  Enormous  Toy  Stores,  Empty  Vee,  Fast  Food  Chains,  Fnord  Motor  Company,  
Frankenfoods, Genetic Engineers, Hollywood, IRS, International Cocaine Smugglers, Lawyers, Loan  
Sharks,  Madison Avenue,  Microstuff,  Multinational  Oil  Companies,  Nanotech Companies,  Nuclear  
Power Companies, OPEC, Overnight Delivery Services, Psychiatrics, Professional Sports, Recording  
Industry, Saturday Morning Cartoons, Silicon Valley, Soft Drinks, State Lotteries, Telethon, The Phone  
Company, Theme Parks, Tobacco and Liquor Companies, Video Games, Video Stores, Wall Street.

Eco Guerrillas & Hackers
The two groups Eco Guerrillas and Hackers from the original set should be considered Anti-Corporate 
in addition to their other alignments. Or not. Fnord.
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Location Trait, Pre-Existing Groups that Should Be Locations
In keeping with the rules above for  Locations,  several groups from the pre-existing sets should be 
considered Locations. These are:

- California
- Fort Knox
- Las Vegas
- New York
- Pentagon
- Texas
- Space Station

Errata for the Bermuda Triangle's Special Goal
The Bermuda Triangle's original Special Goal is worded "control at least one group of each alignment". 
In standard Illuminati Deluxe there are ten alignments, but with the addition of the three alignments in 
this set, Bermuda's special goal must be changed to accomodate the addition of new alignments. To 
facilitate this change, players should use the following wording as Bermuda's new special goal:

- Bermuda Triangle's Goal: Control groups that possess at least 10 of the 13 alignments.

This way, Bermuda is kept in balance with the new alignments and new rules, and remains a functional, 
playable group.

Boring Legal Crap That No One Cares About, Contact
This expansion is published under the Creative Commons Attribution-Non-Commercial-Share-Alike 
3.0  United  States  license.  You  are  free  to  copy  and  make  derivative  works  for  non-commercial 
purposes. Or, you know, in anarchist lingo: this shit's anti-copyright, do whatever the fuck you want 
with it.

Please visit Yggdrasil Distro on the interwebs for other free gaming products:

www.yggdrasildistro.wordpress.com

If you like this product or want to suggest changes or improvements, or you just want to shower me in 
endless praise for my creativity and nerdy prowess, email me at:

walkingwolf@riseup.net

Fnord.
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