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Game by: Inoh Kohn
Desigh ¢ Artwork : Arie| [Laden

2-6 players
Ages 7 up

Game Content:
1 Diamond
60 Same Ccards:
18 Diamond Cards
18 Thief Cards
18 Fingerprints Cards
3 Dark room Cards
3 Policemen Cards

Game Object:

Stop the thieves from stealing
the diamonds and get rid of
all your Cards.

The story behind the game:

Thieves have penetrated into
the building where a uhique
diamond exhibition is
displayed. Players have to
identify those thieves and
Catch them in the act.
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Gamme Set-up:

The diamond is placed in the
middle of the table. The deck
is Shuffled and the cards are
delt face down evenly between
the players. Players hold their
deck of cards face downh and
the Same starts.

Game Play:

All players flip their top card
open simultaneously. The
players continue to do so
together, flipping one Card at

a time, and placCing it SO ho

Card covers the previously opened
Cards. They continue this
pattern until @ player Spots a
theft inCident.

Theft InCident:

A theft inCident occurs only
when among the open Cards
there are a thief card, a
diamond card and a fingerprint
Card corresponding as follows:
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same color & differet quantities.

IS

different colors & same quantities.

different colors & different quantities.

Examples of false alarm where
no theft oCCurs:
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All cards are of the same Kind.
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Quantities don’t follow theft rules.

Game play during
Theft Incident:

A player that hotices a theft
inCident has to shatch the
diamond and use

it immediately to point out the
three Cards that Created the
incident.

If he/she is correct, all the
open Cards are devided evenly
between the other players, Who
add them to the bottom of
their deck.

A player that shatches the

diamond by mistake or fails to

point out the Cards, collects

all the open Cards and adds

ghem €0 the bottom of his/ her
eck.
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Special Cards:

These cards effect the game
as long as they are open:

Dark room

The End of the Same:

The game ends when a player

has no more cards in his hand

gr on the table in front of him/
er.

The Winner:

The winner is the first player
t0 finish his cards!

In Case a few players finish
their Cards at the same time -
they are all considered winners!

Quick Game:

A quick game enables young
and new players to easily adapt
the game rules.

In this version, players play
according to the game rules,
but Cards received during the
game play are collected and
placed in a separate pile, to be
counted at the end of the
game.

The game ends when all Cards
have been played. The winner
is the player with the least
Cards in his pile.

When a Dark
room Card is
played a theft inCident may
take place regardless of the
Cards colors.

The policeman prevents a theft
incident before it occurs.
When a policeman and a thief
Of the same Color appear on
the table, players try and
shatch the diamond and play
as inh a theft incident.
* Note - If a Dark room Card is N )(\t\
placed on the table then any

policeman Can CatCh any thief,

regarless of their colors.



