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Objective 
Make the most money by selling your gems and jewelry 

at the end of the game. All loot is worth a small amount 

of money depending on type. Fences will also pay bonus 

amounts for certain sets. Jewelry cards are given to 

each player at the beginning of the game which 

describes these bonuses, and additional jewelry cards 

can be collected throughout the game.  
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Components 
A. Blueprint 

B. Guard 

C. Display Case (x16) 

D. Jewel  (x80) 

E. Character piece (x6) 

F. Bag o’ Tricks (x6) 

G. Character Special 

Token  (x6)  

H. Movement Cube 

(x30) 

I. Gear Token (x40) 

J. Gear Card (x10) 

K. Character Card (x10) 

L. Jewelry Card  (x30) 

A 

B 

C D 

E 

J 

L 

(Starting Locations Shown) 
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Setup 
Preparation 

 Choose a blueprint. Blueprints can be found at the 

end of the rules book. 

 Arrange board tiles according to blueprint. 

 Place walls on board, with one random jewel in 

each corner of a display case (4 per display case). 

Place an additional jewel in the corner of each of 

the four display cases in the middle of the board, 

for a total of 8 jewels per central display case (see 

below)  

 Deal one random character card to each player. 

 Place guard in the center space of his track, with 

the light off. The light will be turned on after he 

moves the first time. (Note: The guard is 

considered to be facing the direction the light is 

shining) 

 Deal 4 jewelry cards to players. Players then pick 

one of these cards to keep and hands the rest of 

the cards clockwise. Repeat this process 

(choosing one card each time before passing) 

until all cards have been chosen. 

 Shuffle jewelry deck and place next to board 



5 
 

Gear Draft 
 Deal 6 random gear cards to the spaces near the 

board (see below). Read the equipment cards 

aloud for all players so they know how each piece 

of equipment is used. Place additional gear cards 

on the first card until each stack has a number of 

cards equal to the number of players. 

 Starting with the player most experienced in theft 

(stealing cookies from the cookie jar counts) and 

proceeding clockwise, players will draft gear cards 

 Each player may select one gear card when it is 

their turn to draft, or they may pass 

 Once a player has passed, they may not take any 

more gear cards 

 Each gear card chosen will subtract from the 

players final score at the end of the game as 

indicated on the card, regardless of whether that 

piece of gear is used during the game 
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Starting Positions 
 Once a player has passed on the gear draft, they 

may immediately choose a starting location on 

the board 

 Players must place their character tokens on an 

empty space between display cases which is 

adjacent to the edge of the board (see below) 

 Once all players are placed on the board, the first 

round begins 
 

Some of the 

possible starting 

positions 
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The Round 

1. Choose a single card from your hand and 

play it face down in front of you. Once all 

players have chosen, reveal your choices. 

a. Movement Cards – Each card allows you to move 

up to the specified amount. Moving farther 

creates more sound, however may be 

advantageous. Player spaces are denoted with 

green circles and players may only move between 

adjacent sides of a display case, or spaces 

connected with a solid line.  

b. Call Fence – The call fence card allows you to 

draw a new jewelry card off the top of the deck. 

These cards give bonuses for the completed set at 

the end of the game. Players may never draw the 

last card of the jewelry deck using this card. 

c. Gear Cards –Refer to the corresponding gear card 

when resolving this action. The gear cards are the 

only cards not returned to your hand at the end of 

the round.  

2. Use gear and special abilities which take 

place before players move 

a. Players take turn in descending order of the noise 

produced by their card (denoted by the volume 

icon) 
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b. In case of tie, players closest to the guard 

currently move first 

c. Note: This phase is reserved for those actions 

(gear and character special abilities) which 

explicitly state they take place before players 

move. 

3. Players move 

a. Players move in ascending order of the noise 

produced by their card 

b. In case of tie, players farthest from the guard 

currently move first 

c. Must be able follow lines from beginning space to 

final space without crossing the light. 

d. Players pick up all jewels in the space they end on 

immediately after moving 

4. Move the guard 

a. Flip over the top card of the jewelry deck. Move 

the guard the number of jewels shown. 

b. When a guard reaches a junction on the guard 

track (or at the beginning of the game), he travels 

towards whomever made the most noise. In case 

of a tie, travel towards the closer player. If still a 

tie, travel towards the next loudest player. 

c. After moving, the guard turns towards the player 

who made the most noise. If the light was off 

(beginning of the game or as a result of a gear 

card), turn it back on at this time. 
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d. Players caught within the light at this time 

immediately drop a number of jewels equal to the 

number of jewelry cards in their possession 

i. Dropped jewels are left in the space, and can be 

picked up by any player on future turns. 

ii. These players must then immediately place their 

character on a starting space as per the rules at 

the beginning of the game, and may not start in a 

space that is currently in the light 
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End of Game 
Ending the game 

 The end of the game occurs when the deck of 

jewelry cards is emptied 

 Players may still be caught by the guard on the 

last round, and must drop the correct number of 

jewels, even though they take no action 

afterwards 
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Scoring the game 
 After the final round, all players use what jewels 

they have collected to fulfill their jewelry cards. 

 Jewels may not be used for multiple jewelry cards 

 Add up the value of all completed jewelry cards 

 Add to this value the value of the loose jewels not 

associated with a jewelry card: 

o 1 – small rectangles and ovals 

o 2 – medium squares and circles 

o 3 – large stars and teardrops 

 Players then subtract from this amount, the cost 

of all gear chosen at the beginning of the game, 

regardless of whether the gear was used during 

the game 

 The player with the highest total score wins!  
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Alternate Rules 

Cooperative Mode 
 The Heist can be played cooperatively instead of 

competitively; in this mode, the game is played 

the same way except for some variations 

 Instead of drawing individual jewelry cards at the 

beginning of the game, ten random jewelry cards 

are chosen at the beginning of the game 

 If the players do not fulfill all of these 10 cards, 

they lose the game; otherwise they win 

 Selection of cards still takes place as usual, and 

players cannot communicate what they are 

playing before it is revealed 
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Frequently Asked Questions 

General 
 If players cannot decide whether a particular 

token is in the light or out of the light, a popular 

vote must be taken 

 The guard cannot catch players while in motion, 

only after they have moved 

Gear 
 The smoke screen object stays in place only until 

after the guard moves. This means a player may 

not use it to block a space for an entire turn, and 

may only use it to help them move on their turn. 

Characters 
 Once a player has been forced to tell the 

Mastermind what card they are playing, they may 

not for any circumstance play another card 


