
TURN
MARKER

LAST ACTION
MARKER

ROULETTE

Starts at 9 p.m.
At 6 a.m. the game ends and the points are counted (9 turns)

SCORE
MARKER

CAR

DECK PILES

BOAT MOTORCYCLE

There are 16 rooms in the mansion, and each one is numbered around the perimeter 
of the board. At the beginning of the game, the Object cards (with a green circle on the 
back) are shuffled, and one card is dealt, face up, to each room number around the Main 

Board. Place the vehicle tokens in their corresponding zones.

INITIAL OBJECTS AND VEHICLES

The rest of the Object Cards are placed 
face down as a draw deck. When an 
Object Card is discarded, place it face up 
in the discard pile. When the draw deck is 
empty, shuffle the discard pile to renew it.

The roulette will show many steps and 
object cards you will get on your turn.

STEP SAVER CARD AND MARKER

PLAYER BOARD

Each character has a special skill; read 
your skill aloud to the other players and 
place the Character Card upright in your 
Player Board as shown (front hole).

Each player chooses a color and receives:

PLAYER SEAT 
AND PAWN

RANDOM CHARACTER 
CARD

HEALTH MARKER RED PIN

Place the step marker on zero steps. Use the marker to save 
steps for future use.

For example: If you get an 8 but only use 5 steps, you can save up to 
3 steps in the saver for another turn.

All players start with three Health points. If a player loses all 3, 
she dies, losing her cards and saved steps, and revealing her role 
(if secret). On her next turn she will respawn from her corres-
ponding hexagon with a new, randomly drawn character.



CHIEF INSPECTOR DETECTIVE DECEIVER THIEF MASTER THIEF

SHOWN SECRET SECRET SECRET SHOWN

MISSION
To get the handcuffs and arrest the thieves

MISSION
To end the game in a draw or +/-1

MISSION
To steal the money and escape.

The car and the motorcycle require keys, but not the boat

2 A Thief dies

SCORE

A police dies 2

4 The Master Thief is arrested A Thief escapes with Money by boat 4

3 A Thief is arrested A Thief escapes with Money by car/motorcycle 5

+3 Money confiscated after arresting a Thief Extra thief in an escape +2

-2 Detective or Deceiver arrested by mistake Extra Money in an escape +5

Alexandr Korovin Once per game, he can take 2 turns back to back.

Catalina Fernández Draws an extra card in her 2 first turns.

Chitra Daswani Once per game she can move any other player up to 5 squares, regardless of her distance from the victim.

Eleanor Gibbs Can pass through closed doors and cannot be tied.

Kontar Saleh Can re-spin the Roulette Wheel once per turn to try to improve his movement score (he must use the second spin).

Otto Oppenheim Can heal once without a First Aid Card.

Panchito Falcón Does not have to keep a card shown.

Margot Boucher Her Knife attack does 2 damage instead of 1.

Niall O’Sullivan Once per turn he can push a player up to 6 squares in a straight line free of obstacles.

Rita Cardoso Always adds +2 to her movement score.

Salvatore Fontana Avoids the first Gun shot (once per game).

Trevor Williams Can disarm the Dynamite and keep it.

Victoria Walker You can’t steal cards from her.

Wilma Sanders Once per game, during her turn, she can move the clock 1 hour forward or backwards.

Yijun Bao Avoids the first Knife attack (once per game).

Zachary Davis Once per game he can check to see the secret role of one player.

SPECIAL SKILL SPECIAL SKILL

Dog (Annex) Can spin the Roulette Wheel 
twice to remove the Handcuffs

CHARACTERS

ROLES



more valuable USE BEGINNING AT 00:00       CANNOT BE DISCARDED UNTIL USED

Thieves attempt to escape 
with this card. 
Detectives/Deceiver can’t 
escape with it, but they 
can hide it. (See Escape).

Use this to block 
a Knife attack. 
Discard after use.

Use this to break windows. 
Once broken, a window can 
be crossed in both directions 
like an open door.  A Broken 
Window Token is placed to 
symbolize the broken window.

Use this to block 
a Gun attack. 
Discard after use.

If hidden in one of the search points around the house 
(placed face down in a numbered room slot), Dynamite 
deals 2 damage to the player who discovers it. It also 
deals 1 damage to every other player in a hexagon 
adjacent to the victim and not blocked by a wall. If a 
player damaged in this way dies, her cards are discarded.

MONEY

FIRST AID KIT AVOID KNIFE

BEEF

WINDOW BRAKER HAMMER

HANDCUFFS

BULLETPROOF 
VEST

BIBLE

SMOKE BOMB

DYNAMITE

VEHICLE KEYS

defense

others

attack USE BEGINNING AT 00:00

movement

Use when your pawn is next to the 
Dog during your turn, or in response 
to his attack at any time.This removes 
the Dog from play. Once used, the 
Beef is discarded for the remainder 
of the game. (See Dog).

Detectives use these to make an 
arrest. The arrested player can 
try to free himself by spinning 
the Roulette Wheel. Thieves and 
Deceivers can’t use the Handcuffs, 
but they can hide them. (See Arrest).

Use this to avoid arrest, or to 
dodge (jump over) another player’s 
token that blocks your path. Count 
the space the jumped pawn is in as 
one step.

Use these to start the respective 
vehicles to escape.
* The Boat doesn’t need a key to 
start. Neither the Detectives nor 
the Deceiver can use the escape 
vehicles, but they can hide the Keys.

Use this to heal 1 damage 
during your turn, or in 
response to an attack. If the 
healed player is poisoned, 
this ends the Poison effect. 
Can be used on yourself or 
another player. 

Use this to block a 
Gun attack.  After 
use, the owner 
keeps this card.

Use this to attack another 
player when your pawn 
is next to his.  The Knife 
does 1 damage to the 
victim. (See Death).

Use this to tie up a player.  The victim 
is stationary for an entire turn, or 
until another playerm(whose pawn 
is next to the victim’s) releases him. 
The player may also break free with 
the Roulette Wheel immediately.

GUN

COFFEE

KNIFE

ROPE

POISON

DOOR KEY

Use this to attack another 
player when your pawn is 
next to his.  The Gun 
does 2 damage to the 
victim. (See Death).

Use this to advance as 
many extra steps as the 
card indicates. This effect 
is cumulative with the 
Step Saver.

Use this to poison another player 
when your pawn is next to her. 
Place the card face up in front of the 
victim’s Player Seat.  At the end of the 
victim’s turn she takes 1 damage.  This 
continues until she is Healed or Dies. 
(See First Aid Kit and Death).

Use this to lock a door 
for 1 turn when next to 
it.  Also used to unlock 
doors.



THE TURN

ACTION SQUARE

The basic turn consists of spinning the Roulette Wheel, 
drawing an Object Card(s), moving your pawn around the 
Main Board, and performing actions with object cards and/
or the Action Square.

You cannot jump over another player ́s pawn.

For example:
A player spins a 10. Get an object card, she advances 2 steps, 
performs a search, then advances 5 steps, uses a weapon, 
advances 2 steps, pushes an opponent, and finally saves 1 step 
for another turn.

Note: this is an example with all the possibilities, during the game they can be done in another order and not all the 
points have to be executed.

C. 
USE ACTION 
SQUARE

B. 
USE CARD 

OBJECT

A. 
PERFORM A 

SEARCH

D. 
SAVE 
STEPS

1. 
SPIN THE 
ROULETTE

2. 
DRAW A 
CARD(S)

Once per turn, when you are next to another player’s 
pawn, you may use the Action Square to perform an 
action. The black disc starts on the Steal icon, so the first 
player to use the Action Square has 3 actions to choose 
from (Push,Trade orWhisper a Secret).Move the token to 
the chosen icon and perform the action.
The next time a player performs an action, his choice will 
start from the icon of the last action performed.

Use it to have a private conversation 
with another player. Tip: This can be 

useful for plotting strategies or bluffing.

1 for 1, 2 for 2, or 3 for 3. If the 
target player refuses the offer, you 
cannot perform another action 
instead.

The victim shuffles all her cards 
(shown and hidden). The Stealing 

player then chooses 1 card 
randomly.

Move a player’s token up to 2 
squares. If he encounters an 
obstacle (a wall, another player’s 
token, etc.) he stops. Pulling is not 
allowed.

PUSH STEAL A CARD

TRADE CARDS WHISPER A SECRET


