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i A cooperatlve dice game
/g for1to4playersaged 12 and over




GAME CONTENTS:
1 block with 200 sheets (deck plans and tasks)
4 movement dice (2 x black and 2 x white)

3 killer dice (yellow, orange, and red)

Each of you will also need a pen.

WHAT’S THE GAME ALL ABOUT?
Your cruise has turned into a nightmare-again! A psychopath is pursuing a murderous plan
aboard the ship. Work together to find and apprehend him!

Play until you have run out of time (and have therefore lost) or you reach his final hiding place
(and have therefore won).

HOW TO SET UP THE GAME:

Lay the four movement dice (black/white) ready at the center of the table. You'll need these
from the start of the game.

The three colored killer dice are added later-leave them in the box for now.

THE DECK PLANS-ONE EACH B /u\ ]
There are four deck plans of varying levels of difficulty. You can recognize e
them by the letters on the right (A to D). For the first few games, each take i 5’
a sheet showing Plan A from the block. (Later you can mix and match the | X
5

plans as you like-see page 7 for more.) There's a space on the sheet to
enter your name at the top right.

Now each roll one white die to determine your starting position
and mark your start field on your deck plan with an X. (Did you roll a
passenger? Then simply roll again.)

THE TASK SHEET-ONE TO SHARE

Now take another sheet from the block. Lay it at the center of
the table with the task side turned face up. Record your joint O
progress here over the course of the game. )
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Now roll the dice to learn your first main task. Roll one white die 7\
and mark the box on the task sheet showing the number [Z]

rolled. (The same applies here: If you roll a passenger, simply
roll the dice again.)

Are there less than four of you playing? Then cross out
as many columns from right to left for each of the ten tasks
so that one column remains for each person.

Are there three of you playing? Then cross out
the right column for each of the ten tasks.
Leaving the three columns on the left for each
task (three people = three columns).
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HOW TO PLAY:

In each round, all use the dice to move around your deck plans. Collect symbols as you go,
which you then cross off on the shared task sheet. This way you'll complete tasks that not only
buy you more time, but can also give you clues as to which room the psychopath might be
hiding in.

Careful though! Be sure to coordinate well and to always be on your guard! For the psycho-
path let his killer loose from the very first clue. You also have a trump up your sleeve, though,
because if you save passengers, they can then help you!

Are you playing alone? Then the rules detailed in the following also apply for you. The only difference
is that you can’t confer with anyone.

THE GAME BEGINS!

Whoever played “Safehouse” last starts. What? No one has played it yet? Well then, you really
should! In that case, the youngest player starts. Play then continues in a clockwise direction.

CROSS OFF THE ROUND AND ROLL THE DICE
Is it your turn? Then begin by crossing off the next circled round —
field on the task sheet. The first four round fields are already circled ISTART'l®—O—<

at the start of the game.

Then take the four movement dice and roll them exactly once. Now decide which two dice
apply for you all in this round: black or white.
You can of course coordinate, however when in doubt, you're the captain.

Set the two dice that you did not choose aside.
Here’s what you rolled. So you can choose to have n B

a3and>5 (black) ora 1 and 3 (white)
available in this round. a @
ROLLED A PASSENGER?

Do the two dice you've chosen show one or two passengers? Then each of you recei-
“ ves the corresponding number of passengers. Decide for each passenger you receive
where you want to put them:

3 Circle their location on your deck plan: Circle the next available passenger in the “Res-
cued passengers” section of your deck plan. You can cross this passenger off as the game
progresses so that they help you (see “How do the passengers help you?” on page 5).

3 Cross off on the shared task sheet: Cross off a passenger in any assistance task. This will
bring you closer to completing this assistance task.

Decided is decided: You cannot transfer any of your rescued passengers to the task sheet (or vice
versa) later on.




HOW TO MOVE AROUND THE SHIP!

The deck plans are divided into six areas and feature symbols and passengers. The dashed lines are
not borders, you can cross these without any problems. There are 12 rooms: six red and six blue. You
can enter the fields for these rooms entirely normally at the start and thus without any restrictions.
Now you all use the two dice you've selected to move around your own deck plan. You can con-
fer with your fellow players, but ultimately you each decide for yourself how you wish to move.

Each die represents exactly one move in a straight line (vertical or

horizontal). Draw a straight line from the center of your current square )6_1.151—*%”“3
through as many squares as the die indicates. Then make a dot in the o
middle of the last field. Continue your move from there with the next die. = 1
So you move in straight lines-always from the center of one field to the * =
center of another. Be aware here: .I ‘ ) o2
<{r You decide which of the dice you wish to use: both, just one, —
or none. Careful though: If you use a die, you must move You start at the X. First, you go@
the full number of pips. to the right into the restaurant

(red line). From there, C]you
move two fields down (blue line)
and make a dot.

3 You may only use fields that are still available-so fields
that you haven’t entered yet. Rescued passengers can help
you to re-enter fields (see right-hand side).

STAIRCASE FIELDS

Did you enter a field showing a staircase? Then you may use it. To do this, put down your
pen and continue your move from another staircase. You can even change direction (see example
below). The “jump” to another staircase does not count as a step!

COLLECT SYMBOLS AND PASSENGERS

Whenever you enter a field with a symbol or passenger, you collect them.

You can only collect each symbol and passenger once.

{» Have you collected a symbol? Then cross off this symbol on the active main task or a star
on any assistance task. (The star stands for any symbol.)

<{r Have you collected a passenger? Circle the next available passenger in the “Rescued pas-
sengers” section of your deck plan, or cross off a passenger on an assistance task on the
task sheet. So this works the same way as rolling a passenger.

In the previous round, you stopped in front of the suitcase z m——————
(gray line). Now move with thisC] two fields to the left (red )6—“‘{"“‘# Jm
line) and collect the suitcase in the process. With the .+") 2 £
you can reach the staircase in just one step and continue ;

your move from another staircase. You choose the staircase
on the right. With your two remaining steps, go left from

there and rescue the passenger (blue line).

Well done!

Have you all finished your move?
Then take a look now whether you've completed one or more tasks.



HOW DO THE PASSENGERS HELP YOU?

When moving, you may cross off any number of your rescued passengers from your plan (even the

ones you just collected). For each passenger you cross off, you can choose:

s Change die: Decrease or increase the value of a die by 1, to a minimum of 1 and a maximum of
5.This change only applies for you, not for your fellow players.

{ Re-enter a field: You may re-enter exactly one field that you have already been on. With
several passengers you can also re-enter several fields in one go. For example, you can move

between two staircases that are already in use.

You're standing in the shop and have a E] available to you. If you cross : -1

one of your passengers off, you could a) cross your previous path and go
to the left or b) turn right and use the staircase again. [0

HAVE YOU COMPLETED ANY TASKS? . °

There are six main tasks, of which only one is active at a time. They earn you time as well as a clue
as a reward. Assistance tasks only earn you time. You need passengers or any symbols for these.
You can work on assistance tasks at any time-in addition to your active main task.

Take a look at your active main task and all of the assistance tasks. Did you cross off all of the
symbols in a task? Great, then you've completed the task! Tick the small box on the left.

Your reward is indicated to the right of the task.

You've completed this task and earned yourself | & g% & @
4
two additional rounds and a clue. [* @§ ’ *l o

)

TIME GAINED - You've put stones in the psychopath’s path!
Circle as many more round fields as indicated in the circle icon.

CLUE FOUND - You're hot on the psychopath’s trail!
&  Perform these three actions one after the other:

1. Roll a clue: Roll a white die, then refer to the table on the back of these instructions. Depending
on the dice result and how many clues you've obtained so far, you'll receive information. The
psychopath is NOT in the specified rooms.

s These rooms are now locked and guarded by the on-board security.

s Hence you're no longer allowed to enter them! Crosshatch these spaces

< Areyou standing in one of those rooms now? Then simply move out of the room with the
next die roll.

2. Bring the killer dice into play: The table also indicates which killer die you should roll along
with the movement dice from the next round. (More on the killer dice on the next page.)

3. Select a new main task: Lastly, select a new main task and mark it. You only had to roll the die
for the first main task. From now on, you're free to choose your main task

Play then continues in clockwise direction with the next round.




WHAT ABOUT THE KILLER DICE?
As soon as you find the first clue, the psychopath \b
unleashes his killer.

First clue found: Take the yellow killer die from the box and lay it ready.
Second clue found: Replace the yellow killer die with the orange one.
Third clue found: Replace the orange killer die with the red one.

The red killer die remains in play until the end of the game.
From the next round, you roll the current killer die along with the four movement dice-so a
total of five dice. After rolling the dice, first check whether you rolled the killer (see “Rolled the
killer?” below). Only then do you choose the pair of dice for your move, as usual.

ROLLED THE KILLER?

Have you rolled the killer using the killer die? Then the killer will strike! You must all cross out the
available passenger nearest to you on your deck plan: Count from your current field to the

m passenger closest to you. (In this case, always a straight line “as the crow flies”.) Are several
passengers the same distance away? Then you can choose the victim.

You can no longer save this passenger. In addition, the field is no longer free. a’
(So you'll need to cross off a passenger to enter it.) PY X
You're standing near the technical room. The closest pas- t
senger is right next to you. That’s where the killer strikes! :.:
So you need to cross this passenger out. | TECHNIK

FOUND FOUR CLUES? THEN THE FINALE CAN BEGIN!

Once you've found the fourth clue, then there’s exactly one room left. That’s where you'll have
to confront the killer! You no longer select a new main task. Instead, your final goal is for you
all to reach this last room. If you can manage this, then you win!

You don't have to all reach the room in the same turn. It isn't a problem if some of you are
already there while others are still playing.

You'll be able to collect more symbols and passengers during this finale as well as to complete
assistance tasks to buy yourselves more time.

GAME OVER!

The game can end in one of two different ways:

1) Youdid it: Did you all reach the room where the psychopath was
hiding out? Yes? Then congratulations! Thanks to you, the passen-
gers are now safe again—and so are you! You sail into the horizon
entirely relaxed.

2) You've lost: Can you no longer cross off a round field at the start
of a new round? Then unfortunately you didn’t manage to gatch,
the psychopath in time. Why not give it another try? '




ABOUT THE DIFFERENT DECK PLANS

Have you completed deck plan A and now want more of a challenge? Then why not give the
other deck plans a try as well? There are four different deck plans: A, B, C, and D. Plan A is great
for getting started, while Plan D is really quite tricky. Plans B and C are in between in terms of
difficulty.

You can mix the deck plans as you like within a game. The rules of the game remain unchan-
ged. Each of you can play with the deck plan that suits your own play experience. Do you have
someone new on board? Then Plan A will provide a good introduction. The killer doesn’t scare
you anymore? Then dare to try the other plans.

IS THE GAME TO0O DIFFICULT FOR YOU?
Then maybe these tips will help you out:

{r Remember that you don’t have to use every die to move. Sometimes it makes sense to
move less, especially if the dice are not ideal.

s Choosing your next main task is an important decision. How many rounds do you have
left? What symbols are located nearby? These questions can help you to decide best.

3 Ifyou always keep one or two rescued passengers in reserve, you'll have the flexibility
you need at the crucial moment. You'll be able to change a die so that you can collect
exactly the symbol that’s missing, for example.

If these tips are not enough, try making the following changes:

<J» Begin with an additional starting round. To do this, simply circle the next dashed round
field at the start of the game. That'll take some of the pressure off.

s Alternatively-or additionally-leave the killer dice out entirely. Allowing you to concen-
trate on the gameplay until you get the hang of it.

IS THE GAME T0O EASY FOR YOU?

Want an extra kick? Then play with one less starting round. To do this, immediately cross out
the first circled round field at the start of the game. Don't say we didn’t warn you though! :-)
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Lay this side of the instructions out for all of you to see during your game. This way, if you
have any questions, you can quickly look them up and also have the clues table to hand.

DO YOU HAVE QUESTIONS DURING THE GAME? THEN TAKE A LOOK HERE!
Dol have to use staircases?
No, you can just cross over a field showing a staircase or stop there.

Can I reuse staircases?

In principle, you can only enter each field once. This also applies for staircases. Howe-
ver, you can cross off your rescued passengers to re-enter one field at a time. So with
two passengers, you could “re-enter” a staircase you've already entered to “exit” from
another staircase you've already entered.

Help, | can’t move anymore!

Oh dear! Have you boxed yourself in? Then try to use your passengers skillfully to cross your
previous path, for example. Don't have a passenger in reserve right now? Then remember that you-
have the chance to roll passengers in each round!

I'm already in the final room, but the others aren’t there yet.
Well done! Then you don’t need to go anywhere and can sit back and relax. The others continue to
play like usual until they also reach the final room or you run out of time.

Do | have to roll the exact number to land in the final room?
Yes, because you always have to move the full number of pips. But maybe you still have a rescued
passenger left to change the die?

TABLE: ROLL A CLUE

Have you found a clue? Then roll a white die and check this table to see which rooms the psychopa-
this NOT in.

Second clue

E]@ He's NOT at the stern!
(«")(< s He's NOT in the middle!
@ He's NOT at the bow!

Current killer die:

First clue

E]E]@ He’s NOT in a red room!
E]@ He’s NOT in a blue room!

Current killer die:

(replaces

Third clue Fourth clue

B@@ He's NOT on the upper deck!
@@ He’s NOT on the lower deck!

Current killer die: n (replaces )

@@@ He's NOT in the larger room!
[Z]@ He's NOT in the smaller room!

Current killer die:n

Important: The information always means that he’s not in any ROOM in the area specified.
So “He’s NOT at the stern!” means that he’s not in any of the rooms at the ship’s stern (pool,
technical room, spa, cabin).




