


An alert pops up on your phone: A crime has just been committed! Grab
your investigator’s license and your keen powers of deduction and hunt
down the thief. But watch out, because you’re not the only private eye on
the hunt, and only one of you can slap the cuffs on the thief and claim
the reward. Get enough reward money, and you can finally leave this rat
race behind and retire to a sunny tropical beach in the Caribbean.

OVERVIEW

In Stop Thief!, players play private investigators trying to catch a thief secretly moving around the
board. The thief does not physically appear on the board - the app keeps track of where the thief is
and how they are moving and plays sounds to give clues about their location. Use the sound clues to
figure out where the thief is, then move there and arrest the thief, earning your reward.

OBJECT OF THE GAME

Be the first player to collect enough cash to retire. The amount needed changes based on the
number of players.

Don't forget to downfoad the free aﬂ:! TN m

/@ You'{ need it in order tfo start catching thieves.
Search for RESTORATION GAMES on any of these:

2 Download on the GETITON amazon  Available at
S App Store " Google Play [l /=)y amazon

(On(y one player needs fo have the app instafled.)
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6 Investigator License Cards
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36 Movement Cards
| (6 cards each for 6 investigators)
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You wiff afso need an efectronic device such as a smartphone or fabfet

SET_ UP and the Stop T hief! modufe in the Resforation Games app-

1. Place the game board in the center of the table and the money to the side to create a bank.

2. Shuffle the thief deck and place it face down next to the bank. Reveal the top card.

3. Each player takes an investigator meeple, its matching ID card, and takes all of their movement
cards into their hand.

4. Place the investigator meeples on the subway space labeled @ in the center of the board.
5. Everyone takes $3,000 from the bank.

6. Launch the app and choose a game mode. The app will tell you which player takes the first turn.



PLAYING THE GAME

Players take turns clockwise around the table. On your turn, do the following
three steps in order:

1. Get a Clue :
2. Play a Card Some thieves have an Selina Kane
3. Attempt an Arrest (optional) effect whife you're
fooking for them. |
Press the GET A CLUE button on the app. The app will play a sound for k} ' EVLI;"IEQ@“—
everyone to hear - that’s your clue to start figuring out where the thief ontoawindon spae,ac

$2,000 reward to this card

is. The clue is not secret, so if someone missed it, you can replay it. f e

RULES FOR THE THIEF'S MOVEMENT (IN THE STANDARD GAME):

* The thief always starts on a crime scene space.

* The thief always moves from one numbered space to the next numbered space (including
doors and windows) connected by a footprint path - skipping over the unnumbered circles.

* The thief will not return to the space they just moved from the turn before.
* The thief will sometimes stay in the same space.

* If the thief moves onto a door or window space, they will go through it to the next room or outdoor
space on their next move. (They won’t go to a window, open it, and then go back into the room.)

« If a thief moves onto a subway space, they make the same sound as other outside spaces.
They can walk on it like other numbered spaces, but they will not take the subwau.

« If the thief returns to a crime scene, they will rob it again. If they stay on it, they will
keep robbing it.

CRIME SPREE!

Sometimes, the sound clue reveals that the thief committed another crime by moving onto
another crime scene space. If that happens, take $1,000 from the bank and place it on the
thief card. This is an additional reward for catching such a dastardly criminal.



2. PLAY A CARD:

Play a card from your hand onto the table. You may move a number of spaces up to the amount
shown on the card. Some cards have a special effect on them that will let you use its power before,
during, or after your move. You do not need to move the full number of spaces on the card, and you

are not required to do the effect.

Once you play a card from your hand, it stays on the table until an effect lets you pick up your
movement cards. This is typically from another one of your movement cards.

RULES FOR INVESTIGATORS’ MOVEMENT:

* Investigators must travel along the
footprint paths using all the spaces,
including the unnumbered circles.
Exception: Investigators may not
move onto or through a window
space unless there is an effect that
specifically lets them do so.

Investigators may move through

a space occupied by another
investigator, but they may not end
their movement on a space with
another investigator.

Exception: More than one investigator
can be on the subway spaces.

If an investigator moves onto a subway
space, they may move to any other
subway space on the board for free.
After moving to the new space, they
immediately stop moving. If the player
has played a movement card that

has an effect, they may still resolve

the effect (even if that effect lets you
move additional spaces).

Some thief effects might limit the
number or type of spaces investigators
may move onto.

Get fo know the 9ameboard
The sound you hear feffs you the new space that the thief went fo:
Crime Scene ] ' Door |
sound: an afaym &
/ / sound: a creaky door
Insi o
S:itd: : bw{qu po—= Window
nd: footsteps sound: breakinq 9lass
Sub
@ ubway Outside q building
sound: mufffed speaker sound: hubbup .
(In the standard 9ame, thieves treqt subways as requfar outside spaces) C-

° If you hear hofd Mmusic, it means the thief stayed stiff.

Unnumbered circle s

i paces are onfy used b
Investigators - thie ! 4

ves skip over them.

V(o::\: Thieves and invesﬁqa'fors can move in either divection
on the paths, regardfess of which direction the f‘ooffarinfs point.



3. ATTEMPT AN ARREST (OPTIONAL): “

You may attempt to make an arrest on the space you |
are on or any adjacent numbered space. Press the
ATTEMPT AN ARREST button on the app. The number |
of the space where you are attempting the arrest is |
public. Announce the number of the space you think the
thief is on and enter it in the app. The app will then tell

you if you are right or wrong. |

If you are wrong, pay $1,000 to the bank.
(If you have no money, nothing happens.) Play then :
continues as normal to the next player on your left. | _'

If you are right, the thief is arrested. You collect . An investigator on this spot could choose +
reward money as indicated on the thief card and attempt an arvest on s afe o se fo |
any additional money if they went on a crime spree. 324 (but not 333 - '_? g space |
If there is a “When Arrested” effect on the thief card, S 's not adjacent). |
T ——

it happens. You make any decisions that need to be
made for the “When Arrested” effect.

STARTING A NEW ROUND

After a successful arrest, if the game is not over, the player to your left starts the next round,
with investigators continuing from their current spaces on the board. Discard the card of the

thief who was caught and reveal a new one.

WINNING THE GAME

The first player to get enough cash to get out of
this two-bit job is the winner.

Players Money needed to win

$35,000
$25,000




CARD SPECIAL EFFECTS:

Get a private tip: One of your informants can give you information about the thief. Press the
GET A PRIVATE TIP button on the app. Remember the information - it's secret and for you only!

Pick up all your movement cards: Even seasoned veterans need a moment to catch their breath.
At the end of the turn you play this card, pick up all your movement cards (including this one) and
return them to your hand.

Collect $1,000 from another investigator: Maybe the other investigator lost a bet to you. Maybe
they bought your collection of porcelain figurines. Either way, it’s time to pay up. Choose an
investigator; they pay you $1,000 from their own moneuy. If you choose an investigator with no
money or if none of the investigators have any money, there is no effect.

You may pass through windows: Double jointed? Ex-gymnast? Doesn’t matter. When you play this
card, you may move onto window spaces during this turn.

The first 3 spaces you move on a street are free: You like the
outdoors. It invigorates you. On this turn, the first three spaces you -
move outside a building do not count toward the total number of A &
spaces you can move. These spaces can be during any part of your / \%\

r

turn and don’t need to be in a row. You could move “1, 2, 3, free, 4, 5, 6,
free, free, 7, 8, 9.”

Move another detective 4 spaces: You get a kick out of sending > &
people on wild goose chases. When you use an effect to move another _[%
investigator, you move them following the regular rules. If you move them

onto a subway space, they do NOT move to another subway space.
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DIFFICULTY SETTINGS

Since 1979, technology has advanced just a teeny, tiny bit. While the big blocky Crime Scanner was a
marvel of its time, we can now do what it did in an app—and a whole lot more. By using an app, we
are able to update the game after you already have it, including whole new ways to play. The app
will tell you what different ways there are to play and how to play them.



GAME HISTORY | Bt sbi

Stop Thief! was designed by Dr. Robert Doyle and pub\ished by Parker Brothers in
~1979. Dr. Doyle was an honest-to-goodness rocket scientist. He left NASA 1O design
electronic games and toys, like Code Name: Sector and Electronic Battleship. Heis-

perhaps best known for the groundbreoking Merlin, one of the first handheld electronic

~ game systems, which featured multiple games in one device, variable difficulty levels,

~ and the ability to save gomes——o\l in 1979! His influence can be seen today in the recent

spate of games merging electronics and tabletop play.

These days, Dr. Doyle lives in Massachusetts, scooping up second-hand copies of his
~ games to give as gifts to his grondchildren. He is thrilled to see @ restored version G
~ Stop Thief! for a new generation.




