Prisoner acard game

This 1s a card game for two to four players based on the TV series The Prisoner.
What to Do With This File

e  Print the first two pages (the rules) using both sides of a sheet of plain paper.

*  Print pages three to nine on sheets of white A4 card.

e Reverse the cards n the printer and print page fourteen (“free information”) on the card backs.

*  Print pages ten to twelve on sheets of white A4 card.

e Reverse the cards n the printer and print page thirteen (“in the village™) on the card backs.

e Cut out the cards.

e Cut out the pawns.

* Print page fifteen of this file on card. Cut out the box outline, score along the dotted lines, fold and glue to make a
box for the game.

The Rules

Dealing

Separate the Village cards (those with ”In the Village” on the back) from the rest of the pack, shuffle them and put

them face down where all the players can reach them. Shuffle the remaning cards (those with “Free Information” on
the back). Deal six Free Information cards to each player and place the rest of them face down where all the players
can reach them.

The Object of the Game

All the players apart from the current Number 2 are trying to escape from the Village. This they do by playing an
Escape card and then (on a later turn) a Butler card. Number 2 1s trying to successfully complete a Plot against Number
6. This he does by playing a Plot card and then (on a later turn) a Butler card. The identity of Number 2 may well
change during the course of a hand, and therefore so will the motives of the players.

Playing the Game

Play begins with the player to the dealers left. Each player performs the following actions in turn until the hand ends.

Pick up the top Free Information card and add it to their hand.

Turn over the top Village card and place 1t face up in the centre of the playing area.

Move their pawn to an adjacent card (if using the Movement rules).

Play or discard one card. Discarded cards are placed face up in a pile next to the Free Information pile.
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Play then passes to the left. The hand ends when a Butler card 1s played, or when play cannot continue because there
are no more Free Information cards to pick up, or when the Curfew card 1s played.

Number 2

If you have a Number 2 card in your hand, this must be the card you play on your next turn, placing it face up n
front of you. You are then the new Number 2. Any existing Number 2 or Plot that 1s in play is discarded. If you have
an Escape n play when you become Number 2, this should also be discarded. However If you are already Number 2
or Number 6, you may ignore any Number 2 cards in you hand and discard them if you wish.

Number 6

If you have the Number 6 card in your hand, this must be the card you play on your next turn, placing it face up in
front of you. You are then Number 6 for this hand. Any Escape you have in play remains in place. If you are dealt
both Number 6 and a Number 2 card, you should play Number 6. If the current No.2 picks up the No.6 card, they
must immediately play 1t on any one of the other players.
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Prisoner acard game
Number 1

If you have the Number 1 card in your hand, hold on to it. You are Number 1. This card will count towards your score
at the end of the hand. You cannot play this card but you can discard 1t if you wish.

Escape and Plots

An Escape or Plot 1s played by placing 1t face up n front of you. Only Number 2 can play a Plot. Anyone other than
Number 2 can play an Escape. In order to play an Escape or Plot, at least one of the required Village cards must be in
play (L.e. face up). Which Village cards are required 1s written on the Escape or Plot card. To successfully complete an
Escape or Plot, you must play a Butler card. You cannot play a Butler on the same turn that you played the Escape or
Plot. You don’t have to have a Butler in your hand before you play an Escape or Plot. You can only play a Butler if
you have an Escape or Plot in play. You can have more than one Escape or Plot n play at one time, but only one of
them should be counted as being successfully completed.

Recapture and Foils

Recaptures are used to stop Escapes. Folls are used to stop Plots. When a Recapture or Foll 1s played, both it and the
card 1t 1s cancelling are discarded. Anyone apart from Number 2 can play a Foil. Anyone apart from Number é can
play a Recapture. Some Recaptures or Foils only work agamnst certain types of Escape or Plots. These imitations are
written on the cards.

Tally Ho Cards

These have special effects on the game when they are played. These effects are described on the cards. After the
effects are completed, the Tally Ho card 1s discarded.

Scoring
You may find paper and pencil useful to keep the score. At the end of the hand add up each player’s score by applying
the condition below. Negative scores are possible.

(Escape by Number 6 plus 2 to Number 6 minus 2 to Number 2
Escape by someone other than Number 6 plus 2 to Escapee minus 1 to Number 2
A successful Plot plus 2 to Number 2 minus 2 to Number 6
Bemng Number 1 plus 1
For each unplayed Plot in Number 2’s hand minus 1
For each unplayed Escape held by a player other than Number 2 minus 1

Movement

The following rules are optional and may be used once you have got used to the basic game.

Each player has a pawn, representing their location n the Village. When dealing, remove the Green Dome card from
the pack and place it face up n the centre of the playing area, then place all the pawns on the Green Dome.

The Village cards must be played in alighment with each other, with at least one corner or edge touching another,
starting with the Green Dome, so that they build up to form a grid.

As part of their turn, a player can optionally move their pawn to an adjacent card. Diagonal moves are possible. In
order to play an Escape or Plot, the player’s pawn must be on one of the Village cards required by that Escape or Plot.
Perimeter cards should be placed at least 2 moves from the Green Dome if possible, or else as far away from the Green
Dome as they can be. Underground cards should be placed touching another Underground card or an Underground
Access card, If possible. It is not possible to move between an Underground card and a non-Underground card unless
the non-Underground ground 1s an Underground Access card. All non-Underground cards must touch at least one
other non-Underground card.

When a player becomes Number 2, they should move immediately to the Green Dome. When a player becomes
Number 6, they should move immediately to Number é’s Cottage, If it 1s in play. If a player’s Escape 1s cancelled by
being Recaptured by Rover, they should move immediately to the Hospital, if it 1s in play.
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