
SET UP
Shuffle together all ITEM, ACTION, and EVENT cards together to form the main draw pile. Deal 4 cards 
to all players. If any player is dealt an EVENT card, draw a new card to replace it, and shuffle that card 
back into the draw deck. Shuffle all the ESCAPE cards to make a second draw pile. Take the number 
of cards from the top of the ESCAPE pile equal to the number of players minus 1 (for example, if there 
are 4 players, take 3 cards; if there are 5, take 4). Add the Houdini card to this selection, shuffle it, and 
then deal one card to each player. The player who gets the Houdini card must place it in front of them 
immediately, draw an ESCAPE card to replace it, and start their first turn.

GAME PLAY
At the beginning of a turn, the current player draws 2 cards into their hand one at a time from either pile 
(2 from the main draw pile, 2 ESCAPE cards, or 1 from each pile). If the card drawn is an EVENT, see 
EVENT CARDS. If Houdini is in front of a player different rules may apply, see Houdini. The player can 
then in any order and any amount play ACTION cards, lay down an ESCAPE card face up (face down 
for a 2-player game), or discard cards before ending their turn. The player may also attempt to escape, 
which then instantly ends their turn (see Escaping). A player can only have one ESCAPE card in front of 
them at any time. If they wish to lay down another ESCAPE card, the uncompleted ESCAPE card must 
be discarded before laying down the new one. If at the end of a player’s turn their hand has more than 
10 cards, they must discard down to 10. Any ESCAPE card that is laid down does not count towards the 
total hand-size. Play continues clockwise. Once either deck runs out, it is reshuffled.

Houdini
When the Houdini card is in front of a player, that player can only draw 1 card at the start of their turn 
instead of 2, cannot attempt any escapes, and cannot cancel another player’s escapes. They can still 
lay down ESCAPE cards in front of them, but they cannot lay down the ITEM cards in order to actually 
attempt any escape. Once any other player attempts an escape, Houdini moves in front of the player 
who successfully escaped, or if the escape is canceled Houdini moves to the player who played the card 
to cancel. Houdini can otherwise be moved by some ACTION and EVENT cards. 
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Harry Houdini is throwing a dinner party for the world’s 
greatest magicians. He has prepared a unique delicacy - 
poutine! Unfortunately for you, Houdini is a terrible cook. 

Each player represents a troupe of magicians who must use 
their skills in magic to make 5 members disappear from the 

party before the poutine is served. Sneak out or come up 
with a good excuse without hurting Houdini’s feelings!

CONTENTS
• 1 Houdini card
• 18 ESCAPE cards
• 49 ITEM cards
• 36 ACTION cards
• 4 EVENT cards

For a 2-player game, the player with the Houdini card may still play the card to cancel 
escapes and will still draw 2 cards at the start of their turn. Escape cards are played face down.



Escaping
To attempt an escape, a player is required to have had that ESCAPE card laid down in front of them 
since the end of their last turn. To attempt an escape, they will lay down all of the ITEMs listed on that 
ESCAPE card. The escape can only be canceled if another player immediately plays a card which 
allows them to cancel any escape. Otherwise, the escape is a success! If the escape is successful, the 
player discards the ITEM cards but keeps that ESCAPE card off to the side to keep score. Houdini then 
moves to the player who has escaped to check out all the commotion. If the escape is canceled then 
that ESCAPE card and all ITEMs are discarded, and Houdini then moves to the person who canceled 
the escape. After the escape has been attempted – whether or not it was successful – that player’s turn 
ends.

Event Cards
EVENT cards are played as soon as the card is drawn by a player. After following the instructions on 
the card, the player who drew the EVENT card draws a card to replace it and the turn then continues. If 
another EVENT card comes up while one event is being resolved, then the first event is resolved before 
the next one begins resolving.

End of Game
Any player that manages to escape 5 people (   ) before the game ends wins. There can be multiple 
winners. Once a player has escaped 5 people, they stop playing, and the game continues without 
them. The game continues until the main deck runs out for the second time or there is only one player 
remaining. Houdini’s Poutine is then served and everyone left at the party will probably get food 
poisoning. The player who managed to get the most people out by the time dinner is served is the lesser 
loser, but they have still failed their remaining friends and will have to politely choke down Houdini’s 
heinous concoction or lose Harry as a friend forever.
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