1-6 PLAYERS - 20-30 MINUTES - AGES 8+
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When players have only 2 cards left,
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= As the teams enter the museum,
the Specialists immediately snatch up all Treasures
that match their Expertise except...
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If more than one player has to
take a Trinket at the same
time, the player with the lower pict
number of Treasures picks
first. If still tied, whoever has
the least Trinkets picks first,
otherwise both must take

Those treasures stay where
they are and can still be
claimed by Plans later in
that round.
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14 Teams of Three
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VARIANTS

Solitaire

Remove any 2 types of Plans from the deck.
Deal two cards to a Ghost player and 2 cards
to yourself. Choose your card and flip up any
one of the Ghost’s cards. Refill each hand to
2 after executing the Plans. For more of a
challenge, play against two or more Ghosts.
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There are ties for both Since there’s no tie for
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If a tie occurs while executing Plan cards, Treasures. them all.
you can use your Trinkets as a bribe for the
Specialists to break the tie!
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person with the least Treasures can choose
which color to resolve first.

Players place the number of Trinkets they
are willing to give up in their hand and all
bidders reveal simultaneously.
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taking no Treasure after @
their Plan is executed,
they would still swipe a

Trinket as compensation.

Players who tie or do not win a bid, keep

/ their Trinkets.
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