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Role Cards
Role cards determine to which team each 
player belongs during the game. They have 
two types: members of ’s team and 
members of ’s team.

Game Elements

Moriarty placed a bomb in the heart of Big Ben which he 
wants to explode, while Sherlock is attempting to deactivate 
it. At the start of the game, you secretly discover on which 
team you’re playing, Sherlock’s or Moriarty’s, and try to 
identify your partners without being discovered by your 
enemies. Every turn, choose to cut another player’s wire to try 
to deactivate or explode the bomb, according to your team.

Sherlock’s team wins the game if they successfully deactivate 
the bomb. Moriarty’s team wins the game if they successfully 
explode the bomb and destroy Big Ben.

Overview and Goal of the Game
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Members of Sherlock’s Team
Members of Sherlock’s team are represented by Role 
cards with a blue background. These players’ objective 
is to deactivate the Bomb before Moriarty can explode 
Big Ben.

Members of Moriarty’s Team
Members of Moriarty’s Team are represented by Role 
cards with a red background. These players’ objective is 
to explode the Bomb and destroy Big Ben.
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Wire Cards
Wire cards represent Wires to cut to try to 
deactivate or explode the Bomb. They have 
three different types.

Secured Wire
Cutting a Secured Wire 
has no effect.

Defusing Wire
Cutting an Defusing Wire brings 
you closer to victory if you’re on 
Sherlock’s team. If all Defusing 
Wires in play are found, Big Ben 
is saved.

Bomb
Cutting the Bomb Wire makes it 
explode. It destroys Big Ben and 
brings Moriarty’s team to victory.
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Wire Cutter token (or card)
The Wire Cutter token represents the tool 
used by players to cut Wires and also to try 
to deactivate or explode the Bomb (you can 
use either the token or the card as you wish).

Round markers (see page 12)
These markers are optional.



Setup
Prepare Role cards according to your preferences 
and the number of players. Put the extra Role 
cards back in the box. They will not be used for 
this game.

Shuffle the Role cards and deal one face down to each 
player who looks at it secretly.

* Note: In games with 4 or 7 players, 
one of the Role cards will not be dealt 

out. Set it aside without looking at 
it. This way, you are not absolutely 
certain how many members of 
Moriarty’s team are in play.
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Shuffle the Wire cards and deal five to each player, face 
down.

Each player secretly looks at their Wire cards, then 
shuffles and places them, face down, in front of them 
(without knowing the new order of their cards).

The player who visited London most recently 
is the first player and receives the Wire 
Cutter, which they put in front of them.

Prepare Wire cards according to the number 
of players. Put the extra Wire cards back in 
the box. They will not be used for this game.
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6 1
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8 1
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Gameplay
The game plays over four rounds maximum during which 
you will use the Wire Cutter to cut other players’ Wires 
hoping to reach your objective.

Round Overview
Starting with the first player, take the Wire Cutter token 
and put it in front of another player’s Wire card you would 
like to cut. You are allowed to discuss with and listen to other 
players’ arguments before choosing which Wire to cut. You 
cannot cut one of your own Wires. Then, reveal the Wire 
card you cut and put it in the middle of the table.

If it was a Secured Wire, nothing happens.

If it was an Defusing Wire, set it apart from 
the other revealed cards to keep track of the 
Defusing Wires you already found. If it is the 
last Defusing Wire you need to find, members 
of Sherlock’s team immediately win the game. 
If not, the game continues.
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Then, the player who was forced to reveal one of their Wire 
cards takes the Wire Cutter token and repeats these steps.

End of the Round
The round ends when the number of Wire cards revealed 
during the round is equal to the number of players.

Example: With 5 players, the round ends after the fifth 
Wire card of the round is revealed.

Gather all the uncut (i.e. face-down) Wire cards and shuffle 
them without looking at them. Deal the Wire cards face 
down until all players have the same number. Then repeat 
step 5  of setup.

At the start of each new round, each player therefore has one less 
card than the last round.

A new round begins and the player who had the Wire Cutter 
last becomes first player.

If it was the Bomb, members of Moriarty’s 
team immediately win the game.
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End of the Game

Credits

Follow us on

The game ends immediately if you meet 
one of these three conditions:

All Defusing Wires are revealed. Members of Sherlock’s 
team immediately win the game.

1

The Bomb is revealed. Members of Moriarty’s team 
immediately win the game.

2

At the end of four rounds, you haven’t met either of the 
above conditions. Members of Moriarty’s team win the 
game.

3

TM

Optional: If you want, you can use the Round 
markers to help keep track of the current round and 
how many Wire cards you revealed before shuffling 
them again.


