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A COOPERATIVE PURSUIT GAME
FOR 2 TO 4 PLAYERS
AGED 12 AND UP
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Oh, what a lovely surprise: you've been invited on a cruise! The voyage rapidly becomes a night-
mare, though. For your benefactor turns out to be a ruthless psychopath. He bears a grudge
against you and has snuck a killer on board. One passenger has already disappeared without a
trace. And you’ve got your hands full trying to keep the rest of the ship’s passengers safe from the
killer. And so a game of life and death begins. You'd better work together to save yourselves!

Gain access to the ship’s three decks and work out where the psychopath is hiding. Find the killer—
before he finds you!

HERE ARE YOUR PLAYING MATERIALS:

1 ship playing board

1 invitation with envelope

2 room plan

2 puzzle cards (with solutions on the back)

8 playing figures (2 versions of each: 1x white background, 1x red background):
Daniel Bonhoeffer, Martin Schwartz, Gerlinde Dobkowitz, Dr. Elena Beck

1 killer

9 playing figure stands

12 killer cards (6 single and 6 double)

48figure cards

20 clue cards

36 passenger cards

24 ship rooms (12 rooms each for the middle and upper decks, lettered A to M)

BEFORE YOUR FIRST GAME:

Insert the 8 playing figures and the killer into the stand in the matching color.
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HOW DO YOU ASSEMBLE THE SHIP?

Remove all of the playing materials from the box and put them to one side.
Now fold out the stern with tabs H1and H2 and the bow with tabs B1and B2.
Put tabs H1and H2 and tabs B1and B2 together.

Carefully turn the base of the game box over-this forms the ship’s hull. Push the bow and stern
sections towards this central section. Magnets hold the 3 parts of the ship—bow, hull, and stern—
together. Now the ship is fully assembled. Slide it to the middle of the table so that everyone can
reach it. You are now looking at the lower deck with its rooms (A to M).

HOW TO SET UP THE GAME:

Set the scene! Open the envelope and read the invitation.

Take the 2 puzzle cards and place them face-up in front of you. Keep the solutions on the back
concealed. There are a total of 24 different puzzles—i.e., 12 play variations per puzzle card.
Choose which puzzle you wish to play.
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Next, you I,I need the clue cards. There are clues on the RUMNER AL IESE JUTALL
front. Don’t read them! Turn the clue cards over to the ¢ ev il ol ola ke kLY
number side instead. You will need 12 clue cards for each . o

puzzle. Find the clue cards bearing the numbers that
match the puzzle. Return the remaining clue cards to the
box lid; you won’t need them for this game. The puzzle on —
the puzzle card now tells you the order in which you must
distribute the clue cards to the rooms on the lower deck.
Start with the yellow room A and continue to the light blue
room B, until you reach the white room M.
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You will need all 24 rooms for this. You will recognize
the 12 rooms on the middle deck by their blue
carpet; the 12 rooms on the upper deck have a
wooden floor.

Be sure to lay the rooms with the same letter

on top of each other as precisely as possible. Place
room A on the middle deck over room A on the lower
deck, for instance, and room A on the upper deck ) D) 4

on top of this. The same applies for all of the rooms [ : N~ | 4D
on the ship lettered B to M. i W { " / (CARPET)
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Now you need the 8 playing figures and the killer.
Place the killer in any of the rooms on the ship’s
upper deck. Select 3 playing figures with a white background. Place each of these in a different
room. At the start of the game, make sure that none of the playing figures is in the same room as
the killer.

Place the remaining playing figures (1 with a white background and 4 with a red background) next
to the ship. You will need these later.

Shuffle the 48 figure cards and distribute them face down according to the number of players:

If there are 2 players, give each player 6 figure cards.

If there are 3 or 4 players, give each player 4 figure cards.

Each player picks up the figure cards they have been dealt. You shouldn’t show your figure cards to
each other, but you can always discuss them.

Take the killer cards. Depending on your chosen level of difficulty, you must now shuffle the corres-
ponding number of these cards together with the remaining figure cards:

For the easy level, you will need 8 killer cards: 4 single and 4 double killer cards.

For the medium level, you will need 10 killer cards: 5 single and 5 double killer cards.

For the difficult level, you will need 12 killer cards: 6 single and 6 double killer cards.

Depending on the level of difficulty, divide the remaining figure cards into piles of equal sizes.
Shuffle the killer cards and (without looking at them!) add 2 to each pile:

For the easy level, you will need 4 piles.

For the medium level, you will need 5 piles.

For the difficult level, you will need 6 piles.




Then place these piles on top of each other to form one large pile. This is now your draw pile.
You mustn’t shuffle this pile anymore. Place the pile on the chimney field.

Now shuffle all of the passanger cards and place them as a face-down passenger
pile on the corresponding field. The “Er kriegt euch” (“He’s going to get you!”) (]
writing should face upwards.
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Now take 4 passanger cards from the passenger = ; {
pile, turn them over, and distribute them to the ool

corresponding rooms. The colors of the room
and passenger card must match.

On rare occasions, the following may happen:
& Is the passenger card meant to go in the
room where the killer is? Then put it there.
& Is the passenger card meant to go in a room
and the condition on it has already been fulfilled (see Save passengers from the killer)?
Then return it to the box lid. You do not have to draw another passenger card to replace it.

WHAT DO YOU HAVE TO DO?

The killer has been hot on your heels from the very start. First, you must save your own skin and the
passenger cards (= passengers) before the killer gets to them. At the same time, you must complete
2 challenges: find the missing person — your fourth playing figure — on the middle deck! You will
need to unlock several rooms on the upper deck to reach the middle deck. You will then move down
to the lower deck where you must track down the unscrupulous psychopath. Clues will provide
hints as to where the killer is hiding on the lower deck. Can you decipher them correctly before he
gets you?

HOW TO PLAY:

You all play together, against the game. This means that you either all win or all lose. The last player
to read Passenger 23 starts. What? No one has read it yet? You really should! Okay, then the youn-
gest player starts. Play then continues in a clockwise direction.

Tip: Be sure to coordinate your next moves well with each other during the game. Decide together
how best to proceed.

HOW DO YOU MOVE PLAYING FIGURES?

The figure cards help you to move the playing figures around the ship. Each of you can use any of
the playing figures — but only if you have the corresponding figure card in your hand and play it.

Is it your turn? Then you must play at least 1 figure card. You may choose to play several figure cards
though. You will need a figure card for each playing figure you wish to move.




For each figure card, you may perform one one of the following actions:
[1] Move a playing figure

[2] Unlock rooms

[3] Leave a key at the collection point

[1] Move a playing figure: You can move the playing figures from room to room.
There are 3 possible ways to move:

a) Move to an adjacent room: You may move the playing figure pictured
on your figure card to one of the neighboring rooms. So the room to
the left or right of your current position.

b) Move to the specified room: The background color of the figure card
indicates which room you may move the pictured playing figure to.

Do you want to use this move? Then jump directly to the corresponding
room with this playing figure.

c) Move to any room on the ship: Is the pictured playing figure already
standing in the room indicated on the figure card? Then you can use
this figure card to perform a special move: you may move the playing
figure to a room of your choice. Move the playing figure there directly.

Discard the figure cards you use face-up on the discard pile (swimming-pool) —in the order
you played them in.

Careful: Want to use multiple figure cards for the same playing figure? Then you must play
the figure cards one after each other and place them on the discard pile.

By the way: Any number of playing figures may be placed in the same room.

[2] Unlock rooms Want to explore the 2 lower decks? Then you must unlock the rooms above first.
So unlock the upper deck, then the middle deck. You don’t have to unlock all 12 rooms on the
upper and middle decks though.

You will need 2 matching keys to unlock each room.
Where do you get the keys?
A key of a certain color is depicted on each figure card. Check which keys you need for the key

combination to unlock a room. Each of the 12 rooms has a different combination. The combina-
tion always consists of 2 keys of different colors.

Example: Sami uses the green and purple keys to unlock room A.



Tip: The symbols on the key rings and in the rooms allow you to better distinguish between
the colors.

When can you unlock a room?

The following conditions must be fulfilled before you can unlock a room:
& There must be at least 1 playing figure in the room.

& The killer must not be in the room.

<& There cannot be any passenger cards in the room either.

& You must have 2 keys matching the key combination for the room.

Do you have the right keys?

Then put the 2 corresponding figure cards on the discard pile. You have now unlocked the
room. Lift the playing figure(s) standing in this room.Take the room and put it aside with the
picture facing up. Then place the playing figure(s) in the room on the middle or lower deck
that has just been unlocked. Collect the unlocked rooms in 2 piles. Make 1 pile for the rooms
on the upper deck and 1 pile for the rooms on the middle deck. What happens next with the
unlocked room? Find out more in the section on What happens next with the unlocked rooms?

Tip: You can use the figure cards in your hand and the collected keys to unlock a room.
What are “collected keys”? Find out more in [3] Leave a key at the collection point.

[3] Leave a key at the collection point: You can leave any number of figure cards face up at the
collection point. These figure cards are available to you and your fellow players as collected
keys. Each of you can use these collected keys during your turn. Any number of figure cards
may be left at the collection point

Careful: Figure cards left at the collection point can only be used as keys. You cannot use them
to move playing figures anymore.

Did you use a key you took from the collection point? Then place the corresponding figure card
on the discard pile.

Tip: Take a look which playing figures are not yet or no longer in play. It is best to use the figure
cards for these playing figures as keys!

FINISHED YOUR TURN?

Have you played at least one figure card and do not want to play any more? Then your turn is over.
Take as many figure cards from the draw pile as you need to return to your original number of
cards.

HAVE YOU DRAWN ONE OR MORE KILLER CARDS?

Take the figure cards from the draw pile one at a time! Have you drawn a killer card? Then you must
always play it immediately, then place it face up on the discard pile. Move the killer on the corres-
ponding number of rooms in a clockwise direction. Depending on the killer card, it may move 1 0r 2
rooms.




The killer moves on 2 rooms. Place
2 passenger cards in the correspon-
ding room.

The killer moves on 1 room.
Place 1 passenger card in the
corresponding room.

Then draw 1 or 2 passenger cards from the passenger pile as appropriate and place them in the corres-
ponding rooms. Multiple passenger cards can be placed in 1 room.

Do you have to place a passenger card in the room where the killer is? Then put it there. The killer
does not get the passenger card in this case.

For each killer card you draw, also draw 1 figure card.

REMEMBER: vou must follow the procedure described above and play cards immediately!
Drawn a killer card? Then move the killer forward the corresponding number of rooms. You then
immediately place the corresponding number of passenger cards in the rooms. Only then should
you draw a new figure card from the draw pile!

USED UP THE DRAW PILE FOR THE FIGURE CARDS?

Then simply turn the discard pile over and — without shuffling — place it on the chimney.

USED UP THE DRAW PILE FOR THE PASSENGER CARDS?

That’s not good ... It means you've lost.

SAVE PASSENGERS FROM THE KILLER—BUT HOW?

Use the playing figures to save passengers. Each passenger card corresponds to one passenger.

To save a passenger, you must fulfill the condition on the passenger card.
There are 3 different conditions:

AN [1] Playing figure: The pictured playing figure musst be in the room in which
this passenger card is located.

FHTPANA [2] Room:You must take this passenger card to the room shown on the card.
G
SCHFFSRAUN A [3]1 Teamwork: Any 2 playing figures must be in the room where this passenger

card is located.




Have you fulfilled the condition? Then take the corresponding passenger card from the room and
return it to the box lid.

TAKE PASSENGER CARDS WITH YOU:

Is a playing figure in the same room as one or more passenger cards? Then they can take one pas-
senger card with them when they move. There are now two options:

& Place the passenger card in the new room.
& The condition on the passenger card has been fulfilled and it can be returned to the box lid.

THE KILLER FINDS PASSENGER CARDS:

Has the killer entered a room containing one or more passenger cards? Then you must turn over all
of these passenger cards so that the killer side faces up and place the card(s) in a free “He’s going to
get you!” field. Once the killer has collected at least 5 passenger cards, you have all lost immediately.

Careful: Has the killer moved on 2 rooms? Then he collects all of the passenger cards he finds along
his way.

THE KILLER COMES ACROSS A PLAYING FIGURE:

Ouch, that hurts! You should not move any playing figures into a room where the killer is. And be
careful not to move the killer into rooms where playing figures are. If this is the case then the follo-
wing happens:

FIRST ENCOUNTER: Will the killer remain in a room or is he just passing through? And does he
meet at least one playing figure on his way? Oh dear! The killer has taken you by surprise. You
narrowly manage to escape with nothing more than a black eye. The playing figure(s) must now
be removed from the game and returned to the box lid. Each playing figure removed from the
game is replaced with the slightly injured body double (figure with a red background). These
playing figures should be left standing ready beside the ship until they are needed. Place the
playing figure in the room where it was caught by the killer. Then continue playing. Now try to
make sure that this playing figure does not meet the killer a second time.

SECOND ENCOUNTER: This second encounter seals the fate of the playing figure. Has the slightly
injured body double come face-to-face with the killer again? Then this time he shows no mercy
and eliminates them. They’re out of the game and must be returned to the box lid. You now have
1 playing figure less at your disposal. From now on, you can only use the figure cards for this
playing figure as keys.
Example: The killer is in room A and moves on two rooms — to room C. The playing figure Daniel Bonhoeffer
with a white background is in room B. The playing figure Gerlinde Dobkowitz with a red background is in

room C. So the killer meets both playing figures. Daniel Bonhoeffer gets a red background. Gerlinde Dobko-
witz is removed from the game.
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WHAT HAPPENS NEXT WITH THE UNLOGKED ROOMS?

Have you unlocked a room? That’s great! Depending which deck you're on, different tasks must be
completed: .

1) What happens on the middle deck?
Your task is to find the missing person — namely your fourth
playing figure. It’s not in play yet. You must unlock a total of :
4 rooms on the upper deck. Only then can you free the missing =/
person and unlock rooms to the lower deck: Have you
opened 4 rooms on the upper deck, as described in Unlock
rooms? Then take the pile with the 4 rooms from the upper
deck and turn it over.

=

You will now see letters and lines. The letters represent the =
room letters. Search for the letter matching the letter of the first =
unlocked room. Follow the line. You will end up at a different
letter.

Remember this and start with this letter on the second ’
unlocked room. From now on, the letter on the front is no =
longer relevant. For the next 3 rooms, always use the letter
from the previous row, start with this in the next room, and follow the lines to the next letter.
Repeat this with the third and fourth unlocked rooms. Did you reach the final letter? You will
find the missing person in the room matching this letter. The following conditions must now
be fulfilled. Only then may you place the missing person —your fourth playing figure —in this
room:

& This room must be unlocked on the upper deck.
& At least one playing figure must be in this room. The killer may not be in this room.

Have these two conditions not been fulfilled? Then you must unlock the room first —as
described above —and then move a playing figure there.

2) What happens on the lower deck?
You then have to find the psychopath hiding on the lower deck. To do this,
you will need to unlock the rooms on the middle deck to get to the lower
deck. On the lower deck, you will find clue cards. Have you unlocked a room
to the lower deck? Then take the clue, turn it over, and read it out loud. Then

put it back in the room, face up. You will collect more and more clues over HINWEIS
the course of the game. They will tell you where on the lower deck the Der Psychopath
psychopath is hiding. ist nicht in

diesem oder dem
" U Begeniiberliegen.-
Have you worked out where on the lower deck the psychopath is hiding? den Schiffsragm

Do you think you’ve collected enough clues? Have you worked out where
the psychopath is hiding? Then it is time for the showdown: move any
playing figure into the room where you suspect the psychopath is hiding.
The room must be unlocked down to the lower deck, of course, and the killer
may not be there.




Now take the puzzle card and have a look at the solution: o :
<& Does your suspicion match the solution on the puzzle card? NUMMER LOSUNG

Congratulations! You've found the psychopath! The killer can't ==

hurt anyone anymore. All’s well that ends well. ——
<& The solutions do not match? Oh dear ... the psychopath has =
duped you! You have lost the game. =

Tip: You don’t need to unlock all of the rooms to the lower deck.

On average, 4 to 7 rooms are enough. Remember: Is a room on the lower deck still locked?

But you don’t think that the psychopath is in that particular room? Then don’t forget that there’s
also a clue there. It might help you.

HAS THE KILLER COME ACROSS A CLUE?

Then nothing happens. He simply leaves it be.

GAME OVER!

The game can end in 1 of 6 different ways:

&' You're saved! If you manage to find the ruthless psychopath on the lower deck, then you've
won. It doesn’t matter if you haven’t found the missing person by then.

You've lost! You lose if 5 passenger cards have been placed on “He’s going to get you!” fields.
You're doomed! The passenger pile has been used up and you still haven’t found the
psychopath.

That’s it! The psychopath is in a different room to the one you suspected.

Massacre! The killer gets all of your playing figures.

Is today Friday the thirteenth? Then you’ve all automatically lost!

PLAY VARIATION—“UNDER TIME PRESSURE”

Here’s how to play Killer Cruise against the clock:

Co€io € € o

You’ll need a timer (e.g., a smartphone) to count down 2 minutes for this play variation.

Play according to the rules described above with the following play variations:
Choose a difficulty level and set the game up. Now you’ll need your smartphone.
Set the timer for 2 minutes. Are you ready? Then start the timer and begin
playing. Has the time run out? Then take 2 passenger cards from the draw pile
and place them in the appropriate rooms. Restart the timer. You have another
2 minutes until the next passenger cards come into play.

Careful: Did you draw a killer card?
Then no passenger cards come into play. °



SUMMARY:

When it’s your turn, you must play at least one figure card. You have the following options:

1) Move the corresponding playing figure
a. Toaneighboring room
b. Jump to the room shown
c. Usea special move to jump to any room

A playing figure may always take one passenger card with them.
Get the passengers to safety, away from the killer!

2) Unlock rooms and give up the 2 corresponding keys
3) Leave a key at the collection point

You’ve unlocked a room—now what?
a. Middle deck: Unlock 4 rooms, then follow the lines
b. Lower deck: Attempt to correctly interpret the clues

The killer always runs the moment you draw a killer card.

MOST FREQUENT GAME END:

You've lost: The killer has 5 passenger cards.
You’ve won: You find the psychopath hiding on the lower deck.

NEED HELP DISMANTLING THE GAME?

Undo tabs H1and H2 and tabs B1and B2. First fold the ship’s
bow with the flaps into the box. And then the ship’s stern.
Or scan the anchor here and watch the video on how to
dismantle the game.
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