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  HERE’S WHAT’S INSIDE:

1 score pad
10 dice (2 of each color: yellow, green, red, blue, and white)

Each player will also need a pen. 

WHAT’S THE STORY?
Goodness, what a mess! You’re in a tight spot again and must try to shake off your pursuer. 
Do this by rolling the dice to complete missions. You can only win (or lose) the game 
together. The better you cooperate, the faster you’ll reach the safe house. Careful though: 
every roll of the dice brings your pursuer closer. Has your pursuer caught up with one of 
you? Then you’ve all lost!

HOW TO SET UP THE GAME:
Each player should take a pen and a sheet from the score pad. Make sure 
each of you has a different sheet—they should have a different letter in 
the bottom left corner (S, A, F, or E). Open the box and place it in the 
middle of the table.  The box lid is for storing the dice.

START PLAYING!  
You all play together, against the game. The youngest player rolls the dice first. Play then 
continues in a clockwise direction. Are you playing alone? Then the following rules also 
apply for you. The only difference is that you don’t have to coordinate with your fellow 

players. Each player takes a look at the route on their sheet 
(square 1 to the safe house). The pursuer starts on square 
1, you start on square 17. So you start with a bit of a lead. 
When the pursuer moves towards you, you turn the 
slashes into crosses, to indicate how far away the pursuer 
is. When you move, make the according number of slashes 
from square 17 onwards. 

BEFORE YOU ROLL THE DICE: 
Before every roll of the dice the pursuer automatically moves forward 
one square. Before you roll the dice for the first time, you must therefore 
turn the slash in square 1 into a cross. The next time you roll the dice, 
you must turn the slash in the next square into a cross and so. The last 
cross always indicates the pursuer’s current position. And that’s always 
the same square for all players!

Your lead goes up to square 16.
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  GET ROLLING!

There are two types of dice: eight colored dice (yellow, green, red, blue) and two joker dice 
(white). You decide together how many and which dice you want to roll. You can choose as 
many dice as you like or even roll them all. You must use at least one colored dice though. 
Can’t agree which dice to use? Then the player to roll the dice decides. Put the dice you won’t 
use aside for now. You can use them for the next roll. Is it your turn? Then roll the selected dice 
once. Add up the total pips shown on the dice of each color. Then arrange them in ascending 
order. This will give you a better overview.  

ROLLED A PURSUER? 
 Did your roll one or more pursuers? Then each of you must immediately turn the next  
 slash into a cross for each pursuer rolled. Place all of the dice showing a pursuer in the 
 box lid.

ENTER THE DICE SCORES! 
Take a look at your score sheet. There are different missions for you to complete. Each mission 
(= row) consists of three to six colored squares. Each colored square is in one of the four 
colors. You should all now enter numbers from the current roll on your sheet. Is there a 
suitable number in every colored square of a mission? Then this particular mission has been 
completed.

The following rules apply:
 
    Each player decides for themselves which mission(s) they want to start with. You don’t 

have to work through them from “top to bottom”.
   In each mission, the numbers must be the same value or increase from left to right.  

You do not have to follow a complete number sequence (e.g., 1-2-3, etc.)  
The top two missions are the exception here: 

  In the first mission, all of the numbers must be the same. 
  In the second mission, the numbers must increase from left to right.
  The last three tasks have a gray square printed with a number 6 in the middle of the 
  sequence. To the left of the 6, the numbers may only be lower or equal; to the right of 
  the 6, they may only be equal or higher.

Example: The pips on the two 
red dice and the two blue dice 
must be added up. 

3 + 4 = 7 4 + 5 = 9
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      You may enter numbers in any of the colored squares provided the color of the 

selected colored dice and the colored square match. So you don’t have to enter 
numbers from “left to right.”

    Did you roll both of the colored dice of the same color? Then you must add the two 
numbers together and use their sum (like in the example on p. 3). You cannot enter  
the individual numbers shown on these colored dice.

    You may enter a maximum of four numbers per roll. So one for each of the four dice 
colors (joker dice do not count). You can also enter fewer numbers or none at all. 
 You can have several “ongoing” missions on your sheet, i.e., enter numbers in 
several rows. You do not have to complete missions in a single dice roll. Careful 
though: the more ongoing missions you have, the more squares the pursuer can 
catch up later on (see “How can I get the dice back from the box lid?”). So you should 
coordinate well with your fellow players! 
 The white joker dice can only be used once on your roll and in combination with the 
colored dice. 
    You may only use the joker dice in combination with the colored dice that you 

rolled. You may not use them for colors that you do not have available (i.e., did 
not roll). 
You cannot use them for colored dice where you have rolled the pursuer icon.

   Each of you can choose to use a different number or sum of colored dice.
   Did you roll both joker dice? Then you can either add up the pips and assign  
   them to one colored die or assign each joker die to a different colored die.
   You can also choose not to use the number on the joker dice though.
 

 Example: Ina needs a high yellow number on her sheet, so she uses the white joker 
die. She enters the number 11 in the yellow square on her score sheet (5 + 1 + 5 = 11). 
Sami, on the other hand, uses the white joker die for a different color.

Have you all entered the dice roll? Then place all of the dice from that roll in the box lid. 
Now take the dice you have set aside. Decide how many and which dice you want to roll. 
Now it’s the next player’s turn to roll the dice. Remember that the pursuer moves forward 
one square for each dice roll.

 3        8 11
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WHEN CAN YOU MOVE FORWARD ON YOUR ROUTE?
Did you complete a mission? Excellent work! Then you can move forward on your route by as 
many squares as indicated by the white arrow next to the completed mission. 
 That can be between two and six squares. Make the corresponding 
 number of slashes on your route. It is important that only you complete 
 your route. Then cross out the completed mission. It’s all done now.  
Over the course of the game, you will find yourself at different 
distances from the pursuer or safe house.

WHAT DO THE HELP SQUARES ON THE SHEET MEAN?
Regardless of the number of players, each square may only be used once during the game.

1)  Joint help squares: You can use these help squares after rolling the dice. You must 
decide together whether you wish to use one. Because the help square will not be 
available to any of you anymore afterwards. Can’t agree whether to use the help square? 
Then the player with the dice decides. If you use a joint help square, you must all cross it 
out on your sheet. 

     Pursuer does not move: This help square allows you to ignore all pursuers rolled 
 on this turn. You must still place the dice in the box lid as usual though.  

    Roll again: Don’t like the dice roll? Then you may roll any number of your selected 
dice again. This includes the dice where you rolled a pursuer. In this case, the pur-
suer stays where he is.   
Note: You may only roll the dice you selected previously. You may not add any 
more dice to your selection later on.

2)  Personal chameleon help square: You may use the chameleon help square indepen-
dently of your fellow players. 

    Select any colored square: Use the chameleon help square to enter a number— 
  or sum of a color— in any colored square. This time, the colors of the dice and 
  square do not need to match. You can use any joker dice in the manner as 
  described above. Did you use a chameleon help square? Then only you must 
  crossit out on your sheet. 

   

 
 

Example: Ina wants to use the chameleon help square and the joker die. What options does she have? 
She can use the joker die to turn the red 5 into a 9 (4 + 5 = 9). Or she could use the chameleon and write 
the red 9 in the yellow colored square on the right. In addition, she could enter the yellow 2 in the 

This chameleon is available in a game with any number of players.  

The second chameleon can be used in a game with three or more players. 

The third chameleon can only be used in a game with four players.
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yellow colored square on the left. And she can still use the other two colors. However, Ina cannot use the 
chameleon to turn two different colored dice, such as the yellow 2 and the green 2, into a yellow 4.

Note: You can use multiple help squares after a dice roll.

HOW CAN I GET THE DICE BACK FROM THE BOX LID? 
Have you already rolled all of your dice once or are the dice you can choose from no longer of 
any use to you? Then you can get the dice back. This has its price though! Because it brings the 
pursuer closer every time: see who has the most ongoing missions. Ongoing means that the 
mission hasn’t been completed yet. And you’ve entered at least one number. Each of you moves 
the pursuer forward as many squares as the number of ongoing missions. Then remove all of 
the dice from the box lid and place them back in the middle of the table. They’re now all at your 
disposal again. 

UH-OH, THE PURSUER HAS MOVED FORWARD A DIFFERENT NUMBER OF 
SQUARES FOR EACH PLAYER:
It looks like someone wasn’t paying attention! The pursuer should have advanced the same 
distance for each of you. Is this not the case? That’s too bad: the position of the pursuer that is 
furthest forward is always the one that counts. You must adjust his position accordingly.

WHAT SHOULD I DO IF I 'M ALREADY IN THE SAFE HOUSE?
Are one or more of you already in the safe house? Then you're still in the game and can roll 
the dice. Continue working on–or complete–your missions. Do you still have ongoing  
missions? Then these should still be counted.

GAME OVER: 
The game can end in one of two different ways:  
1)  We did it:  

Did you all make it to the safe house? Congratulations, you’re an unbeatable team! 
2)  Gotcha:  

Did the pursuer catch up with at least one of you along the route? So at least one of you had 
to turn their last remaining slash into a cross? Oh dear, the pursuer was faster than you. I’m 
afraid you’ve all lost. Even if some of you have already made it to the safe house. Don’t despair 
though! Simply try again.
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