


,..Thlef
numbar Ynu musr «afways:‘stﬂp ata-

ple If :.fqu rn[l a B ‘and‘a: Thlef Space is3 $pa¢es aWay, mcwa your'
pawn3 spaﬂes and stnp at the Thief Space.-Once there, draw an.In-
vention Card, look at it and place it facedown Tn- front of you. INVEN:
TION GAHDS ARE ALWAYS PLAYED ON YOUR NEXTTURN:The only
way to escape from’ ‘a Thief Space-Is” with: an. Invent!un ‘Card: that
matches the number. of the Thief Space you are. on, Ify 'You'do not have
.a matching number. lnventiﬂn ‘Card, then you are. g::unsidered:',.-_
tl.lrecl““t:rjglIr the Thief and must remain on that space unti ;
a matching number. Invention: Card..
INVENTION CAHDS. ‘There are 4 kinds, of Invention. Cards. rds -
Withﬂumbars, Uset%s lnvenildnﬂarﬁs a Wild Card; and Cards With
!nstm-:tipns"’? Each s explained be1nw ‘HEMEMEEH INVENT}GN
CARDS ARE NEVER PLAYED WHEN -YOU DRAW: THEM YDU'MU
ALWAYS WAIT. FOR YOUR NE}(T TUHN ‘TO PLAY-THEM v
“Cards. With Numbers Thera are 12 of thesa ccards. Each :i:me has
an Invention on it with ‘a’'number or a series of numbers:'IF ONE i
OF THE NUMBERS ON THE CARD MATCHES THE: i‘wlU]"-.l'IE!.EFlr OF
THE THIEF-SPACE YOU'RE ON, you are free. On your next turn,
flip the card faceup so everyone can see it and place it, faceup,
near.the deck of Invention Cards to start a discard pils. Then roll
~'the" die"and . advance your pawn along the path the:number of
spaces indicated on the die. IF. NDNE LOF THE: NUMBEHS ON
THE 'CARD: MATGHES -THE: NUMBER OF: THE*THIEF 'SPACE
YOU'HE ON, you are still considered “Captured’.and must remain
on that space.*On. your nexf turn;: pface the’ car ceupon the
discard pile.- Then draw a ‘new. card, “look ‘atiit and place it
fagcedown i front of ) yﬂu Walt until your next tum ft:l playit ;i it
Is'a matching number card ‘you are “Free”and may r_ollthe QE if
it doésn’t. match,.you must dtscard and draw aga]n fer
~your next turn to plavj.r ’the card.”:
B. -Useless Invention Cards: There are 5 of these cards, each w:th a
wacky invention on it-and no number.. These -::ards wﬂl not help
you escape from a Thief Space, On 3 your next turn, place the card
Iar;eup on the q’lscar;f plle Then draw a naw lnventlpn Gard ook




: ;,ahoﬁe'ﬁnder Cards Wlth ‘Num '*[’5 ' : darermegins

: Wild Card:%1- of theﬁe Is? fn*the*decﬁiThis is aspeciat carcf:it_h_
msaya s “Wild Card”and’ has .a picture. of Hmj‘ue 5 dcg “Dollar’o
i wcan be Uséd to’ ‘match any number on ‘any.Thief Space:'Play.this
W)é?@card ‘and ‘yol'llbe free:from- aTh hi ef: Spacé Iﬂn%ﬁuraneit fu
*f‘-“““"place it.faceup’so. euewo’ ‘can se

e
“roll the die”and-move yol
’?‘*-—.-Ehown (m the die. ;

saya ““Take Invention”; FL;'Wr ‘THIS'CARD IMM ED?ATELY AFI'EFI
"YOU DRAW IT=DO: NOTMWAIT UNTIL-YOUR NEJ{I' TURN. Place
'the card faceup su evanr'cne can sea 15T

| '_jépace an, the gameboard ‘mur turn. s over,’ rerrram on’ that space
~-.until your next turn. Omryour next turn, roll the die and continue ah::ng

-~ the path.Shortcut 5P‘d¢ES are QGDd spaces to land on- because 3 y-::-u
_.-'_can avoid Thief Spaceat bl i iy




