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INTRODUCTION

England, 1928.  At the end of the First World War, Europe is experiencing a period of artistic and economic 
splendor.

[Tableware clatters loudly at Davis Mansion.]

Zachary: Eleanor! Is the glassware polished?
Eleanor: [looks back with disdain]
Zachary: [whispering] Do you have the final ingredient ready?
Eleanor: No, it’s still where it was.
Zachary: I told you to place it in the library, behind the Bordeaux book.
Eleanor: Stop giving me orders and take care of it yourself. I don’t plan to participate in all this.
Zachary: Do not talk to me in that tone, and definitely not in front of the servants, Eleanor.
Eleanor: [turns and walks away irritated]

Servants bustle at the Davis Mansion as the rich young heir, Zachary, prepares to welcome his guests to a gala 
dinner. His esteemed friends are influential figures on the international scene, from the businessman who con-
trols traffic through the Suez Canal, to the most sensual dancer in Asia, to the Governor of Virginia.

However, Mr. Davis has received word that one of his guests is, in fact, a master thief! The police are prepared 
to arrest the thief in an undercover operation. Using a stash of money, they plan to lure and trap the villain. 

But this thief never acts alone, always working with one or more unknown accomplices. The Chief Inspector has 
sent his best undercover agents to infiltrate the party and discover these hidden criminals.

They know the thieves have 3 escape options: a boat, docked near the bedroom window in which only one thief 
could escape; a motorcycle, parked next to the pantry door, on which 2 thieves could escape; and finally, the car,   
which can carry up to 4 thieves, parked in the garage.

Of course, the police are closely observing the actions of the guests. They’ve placed a patrol car on the back 
porch to keep the area under control, and
hidden the keys of both the motorcycle and the car in 
the mansion as bait.

For the police, this dinner is the ideal 
chance to catch a criminal mastermind. 
For the thieves, it’s an opportunity to 
escape with a big score. Each side will 
have to use all their ingenuity to defeat 
their opponents and achieve their goals.

Everyone has a mission on this Secret 
Night.



Complete your mission and 
score points for your team  

(detectives or thieves) to win 
the game before dawn (9 turns).

The thieves must steal the money 
and escape in one of the 3 vehicles.

The detectives must get the 
handcuffs and arrest the thieves.

THE CLOCK 
STARTS AT 9 P.M. 

AT 6 A.M. 
THE GAME ENDS 
AND THE POINTS 
ARE COUNTED

Unfold the Main Board and place the vehicle tokens (Car, Motorcycle, and Boat) 
in their corresponding zones. Place a black disk on the Steal icon of the Action Square, 

and another on the Clock at 9:00 p.m.

Choose the proper “confidential” Role Cards for the number of players (see below), then shuffle and deal 
one card face down to each player.

The Master Thief and the Chief Inspector reveal their roles and keep them face up on the table. 
The rest of the players will keep their roles hidden.

4 PLAYERS 1 Chief Inspector  /   1 Detective  /   1 Thief  /   1 Master Thief

5 PLAYERS 1 Chief Inspector  /   1 Detective  /   1 Deceiver  /   1 Thief  /   1 Master Thief

6 PLAYERS 1 Chief Inspector  /   2 Detectives  /   2 Thieves  /   1 Master Thief

7 PLAYERS 1 Chief Inspector  /   2 Detectives  /   1 Deceiver  /   2 Thieves  /   1 Master Thief

8 PLAYERS 1 Chief Inspector  /   3 Detectives  /   3 Thieves  /   1 Master Thief

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.

Special Skill:  
Dog (see below)

Special Skill: Can spin the 
Roulette Wheel twice to 
remove the Handcuffs

OBJECTIVES

DISTRIBUTION OF ROLES

1.

2.1.

SETUP
2.



For example:  A Thief  dies, so the token moves 2 points in favor of  the police.  Then a Thief  gets away on the motorcycle 
with the money, so that’s 5 points for the thieves.  After these two events, the score is 3 points for the thieves.

2 = A Thief dies A Detective 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/motorbike = 5

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

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

The Chief Inspector controls a police dog (dog-shaped pawn) on his turn, as well as his 
own movements and actions. The dog starts from the brown police hexagon. The Chief 
Inspector can move him up to 3 hexagons per turn. The dog can only be removed from 

play using the Beef card when it attacks, or when placed next to the dog.The Chief 
Inspector can give the order to attack (even from a distance) once per turn, dealing 
1 damage. Death by dog bite is considered death by the Chief Inspector. The dog can 

attack beginning at 12:00 p.m. and can be pushed.DOG

On the side of the board we see the score “thermometer” where Detectives and Thieves track their progress.  A 
black disk is placed on the center point as a marker.

There are 16 rooms in the mansion, and each 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. 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 by the draw deck. When the draw deck is empty, shuffle the 
discard pile to renew it.

SCORING

THE MAIN BOARD

2.2.

2.3.



HEALTH 
All players start with three Health points. If a player 

loses all 3, he dies, losing his cards and saved steps, and 
revealing his role (if secret). On his next turn he will 
respawn from his corresponding hexagon with a new, 

randomly drawn character.

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. 

PLAYER BOARD
2.4.

CHARACTER AND ROLE CARDS
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. If you have a secret role, hide your Role Card under your player board. Once your role 

has been discovered, place it face up. If your role is not secret (Chief Inspector or Master Thief), reveal it from 
the beginning.

Each player chooses a color and receives:

1 
PLAYER SEAT
AND PAWN

1 
RANDOM 

CHARACTER CARD

1 
HEALTH MARKER 

RED PIN

1 
RANDOM

ROLE CARD

1 
STEP SAVER 

CARD AND MARKER 

The first to enter the mansion is the Master Thief. He begins on the main red hexagon of the thieves.

The player to the Master Thief’s left enters next, and play continues clockwise. If a player has a hidden role (Detective, 
Thief, or Deceiver), she can begin on either the red Thief hexagon or the blue Police hexagon. If either of the main 

start hexagons are occupied by another player, she begins from an adjacent hexagon.

The Chief Inspector starts from the blue Detective hexagon. When all the players have finished their turn, the Master 
Thief advances the clock from 9 pm to 10 pm.

Note: Once the hidden role of  a player is revealed, she will re-spawn from her corresponding position. If  she is the Deceiver, she 
can choose again.

GAMEPLAY
3.

Fig1: Shown role (Master thief ), 0 steps saved, 3 lives. Fig2: Secret role (face down), 3 steps saved, 1 life left.

STEP SAVER



BREAK-FREE ROULETTE
There are 2 times when a player can use the Break-free result on the 

Roulette Wheel:

Arrest attempt (Handcuffs)
Kidnapping attempt (Rope)

In either of these cases, the player may spin the Roulette Wheel immediately. 
If the result is green he is freed, if not, he is arrested / kidnapped.

Note:  When someone breaks free, the Handcuffs or Rope card is returned to its 
owner, and she cannot use it again on the escaped player for 1 turn.

DOORS
Doors with the lock icon can be locked using a Door Key (see 

cards).  
A Locked Token is placed over them for one turn.

WINDOWS
Windows hexagons block players unless they use a Window 

Breaker Hammer (see cards).  A Broken Window Token is then 
placed over the hex, and it may be crossed by any player for the 

remainder of the game. Windows can be broken from either side.

WATER
When entering a water hex, the player’s movement stops. On her 
next turn, her movement is determined by the the water results 

in the center of the Roulette Wheel. When exiting water the 
player’s movement stops, and 

on her next turn her movement is determined normally.

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

Note that on a result of 4 or 5 steps the player draws an extra Object Card. 
During her turn, a player can perform many actions.

For example:  A player spins a 10. 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.

You cannot jump over another player’s pawn.

MOVEMENT
3.1.



After consulting the card, the searching player chooses (fig.2) 
and places one card of her inventory facedown in the empty 

slot for the room (fig.3). 

There can only be one card stored per room. Performing two 
consecutive searches in the same room is not 

permitted. 

INVENTORY
At the end of a turn, a player may possess no more than 3 

Object Cards. Players may keep up to two cards face down, but 
1 card must be placed face up next to their Player Board (even 

if you only have 1 card). If you have 
more than 3 cards at the end of your turn, place excess cards 

in the discard pile.

Tip: Go to the furthest rooms to hide the cards that are attractive 
to the rival team.

Important Note: The Money, Handcuffs,  Vehicle Keys, Beef neither 
Smoke bomb can’t be discarded until used because they are 
essential but you can hide them in your hand or save them in 

a room slot for later.

ACTION SQUARE

The most common action is to perform a search of the num-
bered hexagons. 

Being on a numbered hex allows a player to take the card 
stored in the associated room slot on the edge of the Main 

Board (fig1).

3.3.1 ACTION SQUARE
Once per turn, when you are next to another player’s token, 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 or Whisper 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.

TO SEARCH

PERFORM AN ACTION

3.2.

3.3.



3.3.2 CARDS 
In addition to taking actions, players may also use Object Cards.  All of them should be discarded after use (except the 
bulletproof vest). Cards that are useless (already escaped vehicle keys and / or used Beef) can be removed from the 

game during the turn of the player who owns it and may draw a new card from the deck pile. 

Money
Thieves attempt to escape with this card. 
Detectives/Deceiver can’t escape with it, 

but they can hide it. 
(See Escape).

Beef
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).

Smoke Bomb
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.

Handcuffs
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).

Car and Motorcycle Keys
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.

PERFORM AN ACTION
3.3.

  Whisper a secret. 
Use it to have a private 

conversation with another 
player. Tip:  This can be useful 

for plotting strategies 
or bluffing. 

Trade cards with another 
player. 1 for 1, 2 for 2, or 

3 for 3. If the target player 
refuses the offer, you cannot 

perform another action 
instead.

 Steal a card. 
The victim shuffles all her 
cards (shown and hidden). 
The Stealing player then 

chooses 1 card 
randomly.

Push. 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.

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



Gun
Use this to attack another player when 

your pawn is next to his. The Gun does 2 
damage to the victim. 

(See Death)

Poison
Use this to poison another player when 
your pawn is next to hers. 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 Hea-
led or Dies. (See First Aid Kit and Death)

Knife
Use this to attack another player when 

your pawn is next to his.  The Knife does 
1 damage to the victim. 

(See Death)

attack
USABLES DESDE LAS 00:00

defense
First Aid Kit
Use this to heal 1 damage during 
your turn, or in response to an at-
tack. If the healed player is poisoned, 
this ends the Poison effect. Can be 
used on yourself or another player. 

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

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

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



Coffee
Use this to advance as many extra 

steps as the card indicates. This effect 
is cumulative with the Step Saver.

Window Breaker Hammer
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.

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

Dynamite
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.

Rope
Use this to tie up a player.  The victim 
is stationary for an entire turn, or until 
another player (whose pawn is next to 

the victim’s) releases him. The player may 
also break free with the Roulette Wheel 

immediately.

movement

others



DEATH  
If a character loses all three Health points, he dies. Reveal his role (if hidden) and add points to the opponents’ score. 

(Note: The death of the Deceiver does not benefit either side, and results in no points.) The killer can check the 
victim’s inventory of cards and keep whatever suits her; the rest go to the discard pile (see Note below). In the next 

turn, the victim will re-spawn with the same role, and a randomly drawn character card.

ESCAPE
Once a Thief escapes, she reveals her role. The Boat can carry 1 player, the Motorcycle carries up to 2, and the Car 
carries up to 4. Landing on any of the hexagons of the vehicle tokens counts as being “in” that vehicle. Once a player 
is in a vehicle with the correct vehicle keys, she is able to escape, but she can sacrifice her movement to wait in place 
for accomplices to join her. Only the player with the vehicle keys can initiate the escape, taking all the other players on 
the token with her. Each vehicle has a single use. Once used, the token of the vehicle is discarded for the remainder of 

the game.

Tip:  After escaping, a Thief  ’s inventory is discarded (including Money), so it is a good idea to save important objects in room 
slots before making an escape.

ARREST
A Detective or the Chief Inspector places the Handcuffs card in front of the player she wants to arrest.  The victim 

can avoid the handcuffs by spinning the “Break-free” Roulette Wheel immediately, or by using the Smoke Bomb Card.

If the victim is a Thief, the police add to their score, and the captor receives the arrested’s inventory. She then decides 
which cards to keep and which to discard.

 
If the police accidentally arrest a Detective or the Deceiver the police lose 2 points and both the arresting player and 

the target must respawn on their next turn.

Note: Remember that the Money,  Keys, Handcuffs, Beef  and Smoke Bomb are nondisposable objects. If  the victim/thief  
carried any of  these cards, the assassin/captor must keep them in his inventory.

Note: In the unlikely event that the assassin/captor already has a full inventory of  nondisposable cards, she decides 
who to give the remaining cards to.

The game ends at dawn (9 turns – 6:00 am) or when a team’s score counter reaches 10 points. If the clock reaches 
6:00 am and the score is tied and the Deceiver is not in play, the game continues. The first team to score wins.

Zachary Davis Zachary is the owner of Davis Manor.  A master of gossip, Davis has a knack 
for uncovering dirty secrets.  As a well known international journalist, he 
often gets exclusive information before anyone else. Sometimes his social 
manipulations push the bounds of what can be deemed moral; he is not 
above entrapping and bribing his way to the truth. His wealthy, aristocratic 
family disapproves of his methods, but there is little they can do, lest he turn 
his talent for digging up dirt upon them.

Skill: Once per game he can check to see the secret role of one player.

Occupation
Journalist 

Nationality
English

Age
33

IMPORTANT MOMENTS

END OF GAME

CHARACTERS

3.4.

4.



Otto Oppenheim

Yijun Ding

Salvatore Fontana

Wilma Sanders

Kontar Saleh

Otto Oppenheim was once a renowned doctor in Germany. Exi-
led from his home country due to accusations of espionage, he 
still maintains his innocence. Some suspect that the well-connec-
ted doctor’s exile is itself a ruse and he is, in fact, a double agent 
for the old central powers. His kind smile hides dark secrets.

Skill: Can heal once without a First Aid Card.
 

While walking in the countryside, Yijun witnessed the death of her 
father at the hands of two escaped convicts. The young girl vowed to 
learn the techniques of an ancient, snake-based martial art to seek 
revenge for her father. This training granted her full control over her 
body, a skill she has used to great success in her dancing career, as 
well as in more shadowy operations. She can move and flow like a 
cobra, impossible to hit and always ready to strike a deadly blow.

Skill: Avoids the first Knife attack (once per game).

Salvatore Fontana claims he was born in Pavia, Italy; however, 
nobody has found his birth certificate after the great fire of 
Lombardy. Father Salvatore, as he demands to be called, always 
achieves his goals...largely due to his ferocious temper. Everyone 
asks: is he really a priest? He has been under suspicion for years, 
but Rome’s investigation has been hampered by the number of 
followers who adore him for his supposed miracles.  Is he an 
angel or demon?

Skill: Avoids the first Gun shot (once per game).

Wilma Sanders is a world renowned debater; she is said to 
have never lost an argument. She will move heaven and earth to 
get what she is after, no matter who or what stands in her way. 
Nowadays, Wilma is one of the most influential woman in the US.  
What is her motivation? Power. 

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

As a trusted envoy for the British crown, Kontar oversees busi-
ness transactions at the Suez Canal. Born in Alexandria, he has 
always had a keen eye for business opportunities.  A major player 
in international trade, Mr. Saleh always gets the most out of a 
transaction. If something does not suit him, he and his associates 
can be very...persuasive.

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

Occupation
Doctor 

Nationality
German

Age
63

Occupation
Professional dancer 

Nationality
China

Age
Unknown

Occupation
Priest (not confirmed) 

Nationality
Italian

Age
35

Occupation
Governor 

Nationality
American

Age
58

Occupation
Entrepreneur 

Nationality
Egyptian

Age
44



Chitra Daswani

Eleanor Gibbs

Trevor Williams

Victoria Walker

As a young girl walking through Delhi’s twisting alleys, Chitra was surprised 
to encounter a rare white elephant.  When she stared into its dark eyes, 
time stood still, and she saw herself from the beast’s own viewpoint--a tiny 
girl trembling in awe before the raw mystery of nature. When she came 
out of this trance, the elephant was nowhere to be seen. Ever since that 
mysterious encounter, she has developed and perfected a form of mental 
projection: she can cast herself into the mind of another, gaining control of 
their every action.
 
Skill: Once per game she can move any other player up to 5 squares, 
regardless of her distance from the victim.

Eleanor, the youngest of 5 sisters, comes from a once powerful and 
wealthy family. She was raised in luxury and high society, but her family 
was unable to manage their investments and went bankrupt. Determi-
ned to revive her family’s legacy, she will stop at nothing to reach the 
top from the very bottom. It is rumored that she is in a relationship 
with Zachary, the owner of Davis Manor.

Skill: Can pass through closed doors and cannot be tied.

Lieutenant Trevor Williams was one of the key players in the Boer 
revolts at the beginning of the First World War, successfully navigating 
the conflict with clever diplomacy and swift military action. Very skilled 
at creating explosives, he is more proud of his expertise in deactivating 
them. He is a man of peace, and a patriot.  A national symbol for 
freedom in his country, people flock to hear him speak.

Skill: Can disarm the Dynamite and keep it.

Victoria was born into a wealthy family in southeastern Australia. Scion 
of a family of lawyers, she runs the most important legal firm in her 
country.  A cunning businesswoman, she has a flair for picking the right 
clients, and a reputation for victory.  As for her personal life it’s impos-
sible to say;  Victoria always plays her cards close to the chest. 
 
Skill: You can’t steal cards from her.

Occupation
Witch 

Nationality
India

Age
50

Occupation
Housekeeper 

Nationality
Canadian

Age
32

Occupation
Engineer 

Nationality
South African

Age
59

Occupation
Lawyer 

Nationality
 Australian

Age
41

Catalina Fernández

Butter wouldn’t melt in Catalina’s mouth. Born into the wealthy 
Duquesa de Riotinto family near Escorial, Madrid, she teaches Castilian 
languages at Complutense University. She is rumored to be having an 
affair with the Spanish monarch.  A quick learner and not easily fooled, 
her intelligence has helped her reach the highest echelons of society.

Skill: Draws an extra card in her 2 first turns.

Occupation
Professor 

Nationality
Spanish

Age
39



Panchito Falcón

Rita Cardoso

Niall O’Sullivan

Margot Boucher

Alexandr Korovin

Panchito is the top Latin actor of the day.  After bursting onto the inter-
national scene 2 years ago, he is now a household name. He has a natural 
ability for seduction, and gets close to whomever he chooses. Panchito 
speaks only of the future, never his past. Some claim that he is Cuban and 
linked to powerful drug cartels. The only thing that’s certain, though, is that 
Panchito has reached the top through his gift of gab. 

Skill: Does not have to keep a card shown.

The Cardoso family is one of the most influential in the international 
coffee trade. Little Rita is a sought-after bachelorette in America, not 
only because of her family’s fortune, but also for her prestige as a 
champion equestrian. Gifted her first horse at age 4, she has ridden her 
entire life, and has won 5 consecutive equestrian titles on 3 different 
horses. Being the center of attention does not weigh her down. She 
moves as quickly as her mounts. 

Skill: Always adds +2 to her movement score.

Since before he can remember, Niall has worked on a fishing boat. 
The harsh environment forged him into a strong man, accustomed to 
dealing with storms of all sorts. Faced with political instability in his 
homeland, Niall has further strengthened his economic independence. 
With threats and prizefights, he has achieved the freedom he always 
desired, by owning and operating his very own fleet of boats. His home 
is the sea. 

Skill: Once per turn he can push a player up to 6 squares in a straight 
line free of obstacles.

Margot is the public face of a family famed for its haute-cuisine restau-
rants. Owning farms in Normandy, vineyards in Burgundy, and the best 
restaurant locations in Paris, the Boucher clan is always on the hunt for 
culinary opportunities. It is rumored that Margot inherited this empire 
through unethical means.

Skill: Her Knife attack does 2 damage instead of 1.

Alexandr has escaped his tragedies and demons through musical prowess. His 
parents were quick to detect his ability when they gifted him with a toy piano as a 
child. However, all the piano student seats were taken when he entered the con-
servatory, so he opted to learn the trumpet. His career was slowed by the First 
World War, and then by the Russian Civil War. In the latter, he lost his left eye to 
shrapnel. Korovin channels these difficult experiences into his music. His trumpet 
solos are said to entrance audiences, making even the hardest men weep.

Skill: Once per game, he can take 2 turns back to back.

Occupation
Actor  

Nationality
Cuban 
(not confirmed)

Age
Unknown

Occupation
Equestrian 

Nationality
Brazilian

Age
28

Occupation
Boxer 

Nationality
Irish

Age
51

Occupation
Chef  

Nationality
French

Age
36

Occupation
Trumpet player 

Nationality
Russian

Age
48



SAVE SCHEME






