RULES (P.25-40)
+ HISTORICAL BACKGROUND (P.41-46)
TRANSLATION BY STEVE MCKEOGH

Schinderhannes - The Person

T

wo hundred years ago on a dull autumn day, But then in 1801 as Schinderhannes and his gang
‘filled with damping fog,’ the life of Johannes raided the Jewish trader, Seckel Löw, in Staudernheim, the local population stirred themselves, and
Bückler came to its end. He was not on his own.
with weapons hurried to the aid of this popular traSeveral thousand onlookers surrounded him as he
der. Schinderhannes realised that his time was over
was led to the specially erected guillotine in Mainz,
and at the start of 1802 he attempted to start leading
shortly after one o’clock in the afternoon on 21st
the life of a citizen. On 31 May 1802 he was appreNovember 1803, where he was then strapped down
hended by a police patrol. Schin-derhannes fled but
to a board and pushed beneath the guillotine’s blawas captured by a mounted patrolman. He then let
de.
himself be recruited as a soldier under the name of
Johannes Bückler was not the first delinquent to Jakob Schweikard. However, he was recognised and
be sentenced to death and executed by the French betrayed a week later.
jurisdiction in their newly conquered Rhineland
Schinderhannes was held and questioned in Mainz
Department, and many more were executed in the
from June 1802 to March 1803. His trial started in
ten years that followed. But Johannes Bückler, who
late October, and resulted in him being sentenced
is still remembered to this day as Schin-derhannes,
to death.
was without doubt the most famous.
Though his birth in Miehlen had taken place practiWho actually was this Johannes Bückler, commoncally unnoticed, at the end of his life, on a hillock
ly known as Schinderhannes?
outside the gates of Mainz, his death was witnessed
Schinderhannes was born in 1778, the son of a poor by over ten thousand people. Two medical students
skinner in Mühlen (Miehlen) in the Taunus. His ca- were also there, and they used the still-warm decareer as a thief began in autumn 1796, when together pitated body for electrical experiments. In 1817 in
with Johann Nikolaus Nagel he stole a sheep and England, and at that time anonymously, the novel
was then arrested in Kirn. Schinderhannes was able ‘Frankenstein’ was published. The inspiration for
to escape over the roof of the town hall. As an es- the novel, in which a creature is created from the
caped thief he was not able to return to civil society. body parts of corpses and is then brought to life
by electricity, would appear to have come from the
Schinderhannes was no political rebel or freedom
execution of Johan-nes Bückler.
fighter. He was not looking to change conditions.
His aim was personal gain. With major threats and
Sources: Bayerlein, P. (2003): Schinderhannes-Chronik.
by offering financial help he kept the farmers and
Von Miehlen bis Mainz. Verlag Ernst Probst, Mainz
citizens in the villages at bay. The farmers he raided
Bayerlein, P. (2003): Schinderhannes Ortslexikon. Von
were those known to be greedy and profiteering.
Abentheuer bis Züsch. Verlag Ernst Probst, Mainz
Those wanting to ensure that they would not be atKropp, F.P. (2007): Der Schinderhannes und das Bandentacked had to buy a protection pass from him.
wesen an der Mosel.
http://www.net-art.de/kropp/schinder.htm




Schinderhannes

– playing better

Preparation (game for 2 to 4 players):
Tip:
Prepare the card decks for those of
type A, B and C in the following
way:
- One pile for the Delict Cards (A)
and one pile for the Group
Cards (B).
- Separate the Location Cards
(D) and the District Cards (C)
into two piles.

End of the game:
The player who pinpoints the last but one delict also removes the markers for the last
delict. If no markers have yet been placed for this delict, the player would score 5 points
without having to present any extra information.
Tip: I therefore suggest that if the markers have not yet been placed on the board, the
player only scores 1 point for the final delict.
Game for 2 players:
Tip (for experienced players): You may play up to 2 cards per turn. But you still only draw
one card. Rule No. 15 (maximum of three markers per location) only counts at the end of
a player's turn.
Erratum
symbol

English

German

Arrest

Verhaftung

Jailbreak

Ausbruch

Imprisonment Gefängnis

Hideout

Unterschlupf

Antes Mühle = Robbers Ball, Bärenbach = Arrest,
Boos = Jailbreak, Griebelschied = Bee hives,
Hahnmühle = Hideout, Herrstein= Donkey,
Hundsbach = Sheep, Kirn = Murder,
Lettweiler= Show of Power, Meddersheim = Horse,
Meisenheim = Highway Robbery, Oberhausen = Imprisonment,
Obermoschel = Robbery, Simmern = Extortion,
Thiergarten = Break-in, Trifthütte= Stolen Goods

Schinderhannes- The game
Designed by: Stephan Riedel

The Story and the Aim of the Game

Graphics:
Christian Opperer

The players take on the roles of local inhabitants of
the Soonwald forest in the year 1802. They sit together at their usual table in an old tavern, a map of
the area spread out in front of them. The map (the
board), shows the districts and locations in which
Schinderhannes committted his crimes.

1 – 4 players
age 9+
45 minutes to play

Foreword

W

hen walking through the Soonwald, the
name of Schinderhannes, the robber who
lived here at the end of the 18th century, is encountered everywhere. The story of the robber inspired
me to cre-ate an exciting game about Schinderhannes. So between 2007 and 2009 this game was
developed.

The players talk about his crimes. Each has heard something different or read the newspapers or police
reports. Together they try to work out where Schinderhannes committed each crime.
The players use the cards to gain clues about the
locations of the crimes (such as, ‘In the autumn of
1798 Schinderhannes and Peter Petrie tried to steal
a donkey’ or ‘Schinderhannes commits a felony in
the east’).
Most of the information is however rather vague. By
placing the clue markers, the possible locations can
be narrowed down.

As more cards are played, more information is
gathered together, forever narrowing down the possible locations. Once a crime has only one marker
I wish to thank Christian Opperer very much for remaining on the board, the definite location of the
the artwork of the game, and for the way in which event is known. The marker is replaced with the
he has managed to portray Schinderhannes’ crimes matching crime-scene tile. Each marker that is removed (or does not need to be placed) scores one
with humour and charm.
victory point.
Thanks also to Walter Brusius for his advice particularly in the development of the game. Thankyou A player who provides more information towards
also to Peter Bayerlein who allowed me the right to the reconstruction of the crimes will receive more
quote from his book ‘Schinderhannes-Ortslexikon’ points.
for my rules. And not forgetting Steve McKeogh, At the end, when the locations for all the crimes
who provided me with the translation into English. have been found, the winner is the player who contributed the most to the discussion.

Stephan Riedel



CONTENTS
• 1 Board

• These Rules

• 4 Score Figures

• 4 Cards „Marker
marker“

• 80 Clue Markers (small)
and 16 Crime-scene Tiles (large):
16 diﬀerent
delicts in
4 groups

• 76 Information Cards

IN DETAIL: INFORMATION CARDS & DELICTS
The four card-types (see also p..6/7)

The four delict groups
Livestock theft (blue)

Donkey-, Sheep-, Horse- and Bee hives theft

Crime (yellow)

Type A: Delict Cards

Type B: Group Cards

Break-in, Robbersʼ ball, Selling stolen goods ,
Show of power

Prison and jailbreak (orange)

Imprisonment, Jailbreak, Arrest, Hideout

Type C: District Cards
Felony (green)

Type D: Location Cards
Robbery, Extortion, Murder, Highway robbery

Rivers (district borders)

IN DETAIL: THE GAME PLAN AND THE CARDINAL POINTS

Score track

Bridge

Track

Location Spaces for Markers
and Crime-scene Tiles

Spaces for
the Piles

N

orth

S

outh

Simmern, Thiergarten, Trifthütte, Boos, Griebel-

Oberhausen, Meddersheim, Lettweiler, Obermoschel,

schied, Hahnmühle, Kirn, Herrstein

Hundsmühle, Bärenbach, Antes Mühle, Meisenheim

W

est

E

ast

Griebelschied, Hahnmühle, Kirn, Meddersheim,

Simmern, Thiergarten, Trifthütte, Boos, Oberhau-

Herrstein, Bärenbach, Antes Mühle, Hundsbach

sen, Lettweiler, Obermoschel, Meisenheim

PREPARATION

STARTING THE GAME

•

To start the game the players each draw one card

Lay out the board on the table.

from any of the piles. The start player draws his
• Each player chooses a score ﬁgure and places it
cards ﬁrst, followed in clockwise order by the other
on space ʻ0ʼ of the score track.
players until each player has a total of four cards
• The player who looks most like Schinderhannes
will be the start player. This player will also be the
Tip: If you are new to the game, only draw cards
game co-ordinator.
of types A to C at the beginning of the game.
• Each player is given a ʻRemove markerʼ card
(with less than four players, the remaining cards are
not needed).

THE GAME TURN

• Lay out the 16 crime-scene tiles face-up next to The player whose turn it is carries out the following actions:
the board.
• Sort out the 80 clue markers and place them on •
their matching crime-scene tiles.
•

he plays one card
in addition he can discard one card

• Take out cards No. 73 to 76. These are only used
• he draws as many cards as he played and disin the solo game.
carded .
• Sort all cards with delicts on the card backs according to the four colors. Type ʻCʼ cards go on the
pile indicated by the color of the larger symbol (nearer the top of the card back). Shuﬄe the four piles
separately and place them face-down next to the
board.

If the player cannot or does not want to play a
card (ʻpassʼ),
• he may discard any number of cards and then
draws as many cards as he discarded plus one additional card.

• All cards with locations on the card backs are At the end of his turn, the played and discarded
made into two further piles and are placed face- cards are put back into the box. The player also
puts any markers he was able to keep back into the
down next to the other four.
box and advances his score ﬁgure the equivalent
Note: There are a total of 6 decks of cards next to
number of spaces along the score track.
the board
Before the next players turn, the co-ordinator
checks the tops of the draw-piles for unplayable
cards (Rule 11).

END OF THE GAME
The game either ends

• once the locations of all the crimes have been pinpointed, there being a
crime-scene tile placed on each location, or
• the card piles have been used up and the players have played all their
play-able cards.
The player who scored the most points wins the game.




PLAYING THE CARDS
Note: The game contains many new and unusual mechanics. The best way to learn the game is to try
it. The rules 1 ‒ 12 are basis rules. If you have questions about playing the cards, you should read the
rules 13 ‒ 16 and the examples.
At the start of the game any of the 16 delicts could have taken place at each of the locations (mathematically that is 16! possibilities = 20.000 billion). The information on the cards is used to reduce the
possibilities until in the end each location has had one delict pinpointed to it.
Clue cards have two possibility eﬀects:
1. Are there no markers of the delict on the played card on the board, markers will be placed.
2. Are there already markers of the delict on the played card on the board, markers will be removed.
The player whose turn it is may play any card of any type (including the ʻRemove markerʼ card) providing
that it complies with the following rules (p.31-39). All the rules apply for every card and card type (exceptions: rule 5+6), no matter which cards are mentioned in the examples.

IN DETAIL: TYPE OF CARDS
TYPE A: Delict Card
The evidence on these cards refers to a particular delict
(e.g. Donkey theft). The delict is indicated on both the front
and back of the card by a symbol (e.g. a donkey).
There are always four possible locations (e.g. Antes Mühle,
Bärenbach, Hundsbach, Meddersheim) in which the delict
could have been committed.
These cards are played at any time (they are at the start of
the game very usefully).
TYPE B: Group Card
The evidence on these cards refers to a particular category
of delict (e.g. Prison and jailbreak) and a cardinal point.
When playing one of these cards, the player chooses one
of the four indicated delicts and places the markers for that
delict on the appropriate locations.
To start with there are eight possible locations where each
delict could have taken place. As there are only ﬁve markers
for each delict, these cards can only be played after markers have already been placed or locations of some delicts
have been pinpointed.



TYPE C: District Cards
This type of card names two delicts that took place
at adjacent locations, connected to each other by
road. Depending on the card, the two delicts may
be in the same district or in neighbouring districts
(river = border).
In order to be played, these cards need Markers or
Crime-scene Tiles of one of the named delicts already on the board and/or one or more pinpointed
locations.
Note:
1. Some locations do not connect to a location in a
neighbouring district.
2. The size of the deilcts on the card backs is meant as
an aid for sorting out the cards. It has no meaning for
playing the cards.
3. It is of no importance, on which of the three spaces
the clue marker(s) are placed. The paths apply for the
whole location (i.e. all three spaces).

TYPE D: Location Cards
These cards provide evidence about which of the
delicts may have taken place in a particular location.
These cards can only be played when there are already markers on the named location. Markers for
delicts not shown on the card can then be removed
from the location.




PLACING THE CLUE MARKERS
(1) GENERAL PLACING RULE
According to the information on the card, the
player takes all clue markers (but not the crimescene tile!) of the mentionend delict and places
one on each of the mentioned locations. Any markers for this delict that do not need to be placed
on the board can be kept by the player. Each of
these markers is worth one victory point.

Example
Player A plays card No. 11:
The delict Break-in isnʼt placed on the board
yet. The player places one Break-in marker on
the spaces next to the locations of Oberhausen, Obermoschel, Meddersheim and Lettweiler. Since the player only has to place 4
markers, he can keep the ﬁfth marker. He can
then advance his score marker one space
along the score track.

+1
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(2) LOCATIONS WITH CRIME-SCENE TILE
If a crime-scene tile is already placed on a location,
no further clue markers can be placed there
For each clue marker, which can not be placed due
to this rule, the player gets one victory point.

+1



(3) TWO LOCATIONS ‒ TWO DELICTS
If there are two locations which both have the

Example

same two clue markers and neither of these delicts have any other markers on the board, no marker for another delict may be placed on either of
these two locations.
Reasoning: If there are only two locations there
can only be two (pinpointed) delicts (later on).
For each clue marker, which can not be placed due
to this rule, the player gets one victory point.

The locations of Oberhausen and Boos both
have the markers Break-in and Highway robbery, which are not represented in any other locations.
Player C plays card No. 3: he places three markers
for the Bee hives theft on the locations of Trifthütte, Thiergarten and Simmern. He cannot
place a marker on the location of Boos: If the
Break-in took place in Boos, then the Highway
robbery took place in Oberhausen. On the other
hand if the Highway robbery took place in Boos,
the Break-in would have been in Oberhausen.
No other delict can have taken place in Boos.
Player C scores 2 points for the 2 markers that did
not need to be placed

+2
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REMOVING THE CRIME MARKERS
(4) GENERAL REMOVING RULE
When a card is played, any markers already on
the board that contradict the information on the
card are removed and scored as victory points by
the player. However, a card cannot be played if its
information would result in all the markers for a
delict having to be removed.
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Example
There are 4 markers for the Break-in on the
board, at Oberhausen, Obermoschel, Meisenheim and Lettweiler.
Player B plays card No. 38:
In the neighbouring district, the Highway robbery was next to the Break-in.
The player places 3 Highway robbery markers,
on the locations of Boos, Meddersheim and
Hundsbach. Boos is in the neighbouring district to Oberhausen; Meddersheim and Hundsbach are in the neighbouring district to Meisenheim. He also removes the Break-in markers
from Lettweiler and Obermoschel. These locations do not have any direct route connections
to a location in another district.
The player receives a total of
4 points (2 x
Highway robbery and 2 x
Break-in).

+4



(5) EXCLUDE A DELICT
The location cards can be used to rule out delicts

Example:

from that location. They can only be played to remove markers, not to place them.
For each removed clue marker the player will get
one victory point.

On the location of Oberhausen there are currently markers for the Break-in, Selling stolen
goods and the Murder.
Player A plays card No. 71:
This card enables the player to conclude that
neither Selling stolen goods nor the Murder
took place in Oberhausen. The player removes
the Selling stolen goods and the Murder markers, and receives two victory points.
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+2
(6) THE „REMOVE MARKER“ CARD
The Remove marker card can be played instead
of an information card. When a player plays this
card, he may remove any one marker form the
board. He scores one victory point for this. If used
cleverly, this card can possibly pinpoint the locations of one or more of the crimes.

einen
Entfernen Marker
beliebige
Removeer
one mark

Example:
There are Break-in markers on the locations of
Oberhausen and Meisenheim.
Player B plays his Remove marker card and removes the Break-in marker from Meisenheim.
As there is now only one marker left on the
board for the Break-in, he can remove this marker and replace it
with the Break-in
crime-scene
tile.
Player B has now removed two markers
and scores two victory points (see rule
7).

+1

+1
Total:+2




PLACING THE CRIME-SCENE TILES
(7) THE LAST CLUE MARKER
When a delict has only one marker remaining on
the board, this marker is replaced with the corresponding crime-scene tile, as the location of this
crime has been pinpointed. The crime-scene tile
should be placed covering all 3 spaces for the
clue-markers. The spaces are now occupied (see
rule 2). The player whose turn it is takes the ﬁnal
marker and receives one victory point.

Example:
There are 3 markers for the Highway robbery,
at Boss, Meddersheim and Hundsbach. Player
C plays card No. 27 and chooses the felony
Highway robbery.
He removes the Highway robbery markers
from Meddersheim and Hundsbach, as these
locations are in the South (Rule 4).
There is now only one marker remaining for the
Highway robbery (in Boos). This marker is replaced with the corresponding crime-scene
tile.
The player gets a total of 3 markers (the two removed from Meddersheim and Hundsbach,
and the marker from Boos which has been replaced with the crime-scene tile).
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+1
+2

Total:+3



FURTHER RULES
(8) INFORMATION OF PLAYED CARDS
Once a card has been played and its information used, the information from the card cannot be reapplied later on in the game. What applies are the clue markers and crime-scene tiles on the board.
(9) CORRECTION
If at the end of a turn there are two diﬀerent markers on one location and there are no other markers
for either of these crimes (this could happen by carelessness only) anywhere else on the board both
markers stay there until one of the crimes has been pinpointed to the location with an appropriate
card. The player of the card takes both markers, and places the crime-scene tile for the pinpointed delict.
Under these circumstances the game will end with one crime-scene tile not being placed on the board.
(10) SCORE POINTS OVERLOOKING
If a player has ended his turn but he has missed the opportunity to remove one or more markers from the
board on the basis of a logical conclusion, another player can call ʻSTOPʼ , take the appropriate markers
for himself and receive victory points for them.
(11) UNPLAYABLE CARDS ON THE PILES
The game co-ordinator checks whether there are
any cards at the tops of the draw-piles that could
never be played under any circumstances during
the rest of the game, and if so puts them back into
the box.

Example:
The Break-in crime-scene tile has been placed
at Oberhausen (meaning that the location for
this crime has been pinpointed). The Oberhausen location card is at the top of one of the
draw-piles and so this card must be removed.
Card No. 11 would also have to be removed, as
this has information about the Break-in, and
thus cannot oﬀer any new information.

(12) CARD PILES USED UP
If the card piles have been used up before all the delicts could be pinpointed to their locations, players
continue to play using the cards in their hands until nobody has any playable cards remaining. The
game then ends.




WHEN CANʻT THE CARD BE PLAYED?
(13) MORE THAN 5 CLUE MARKERS NECESSARY
There are only 5 clue markers for each delict. So
a card cannot be played if it would require more
than 5 possible locations for a delict.

Example:
Player B wishes to play card No. 18.
This card allows the player to choose one of the
four delicts listed on it (Imprisonment, Jailbreak, Arrest, Hideout).
Player B chooses the Jailbreak. He would have to
place a marker on each of the eight lo-cations in
the East. There are only ﬁve makers
for each delict. Until
at least three of the
eight locations have
crime-scene tiles (see
rule 2) or speciﬁc marker-constellations (see
rule 3) on them, he canIm Osten
in the Ea
st
not
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(14) CONTRADICTION TO CRIME-SCENE TILES
A card cannot be played if its information contradicts any crime-scene tiles on the board.

Example:
The crime-scene tile Arrest has already been
placed on the location of Meddersheim.
Player C wishes to play Card No. 48. However,
because Meddersheim is only directly connected to locations in neighbouring districts and the Arrest
has
already
been
pinpointed, this card cannot be
played
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(15) LOCATION FULL
At the end of a turn no location may have more

Example

than 3 markers on it. If there are already three
markers at a location, a card that would require
a further marker to be placed there cannot be
played (for the moment).

The location of Oberhausen has markers on it
for the Break-in, Selling stolen goods and the
Murder.
Player A wishes to play card No. 12. The player
would now have to place a further marker, for
the Extortion, on Oberhausen. This is not possible for the moment but the player may be able
to play the card later in the game.
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(16) UNPLAYABLE CARDS
Cards that are unplayable for the moment can become playable again later in the game. There are also
cards that will never become playable again (e.g. when the location of the named crime has already
been pinpointed). These can be disposed of with the ʻdiscard one cardʼ or the ʻpassʼ action.

Author und illustrator wish to thank the following test-players and rule-readers:
Harald Topf, Julia Schindler, René Holzer, Ralph Obkircher, Verena Lutz,
Friedrich Stepanek, Sabine Mirrione.




THE GAME FOR 1 PERSON
The solo game plays like a logical problem. The player tries
to solve the puzzle from the information provided.

Schinderhannes begeht
ein schweres Verbrechen
nördlich der Nahe

The cards required for the game are taken from the deck
and the remaining cards are put back in the box. The player
can use the information on the cards in any order.

Schinderhannes commits
a felony north of the river Nahe

27

At the end of the game each crime should have been pinpointed to a diﬀerent location and none of the cards should
contradict the solution.

Card Number

Of the normal rules, only rule 1, 2 , 3, 4, 5, 7, 13, 14 still apply. (Rules 6 and 8 do not apply!)
Tip: It is helpful to use the board with the crime markers and crime-scene tiles as an aid.

CARDS NEEDED FOR THE SOLO GAMES:
Rätsel Nr.1
3
4
6
11
15
38

39
40
42
43
47
48

Rätsel Nr.2
50
51
53
57
60
64

66
68
70

1
3
6
7
9
10

12
14
15
16
35
37

Rätsel Nr.3
39
40
41
42
48
53

2
4
5
8
9
12

54
58
60
68
69
75

13
14
33
34
35
41

Rätsel Nr.4
43
45
47
56
63
72

73

8
10
33
35
36
41

48
49
50
51
56
58

63
64
71
73
74
76

SOLUTIONS (FOR THE SOLO GAME)
Location
Antes Mühle
Bärenbach
Boos
Griebelschied
Hahnmühle
Herrstein
Hundsbach
Kirn
Lettweiler
Meddersheim
Meisenheim
Oberhausen
Obermoschel
Simmern
Thiergarten
Trifthütte

Puzzle No. 1
Donkey
Sheep
Bee hives
Robbersʼ ball
Horse
Imprisonment
Highway robbery
Arrest
Stolen goods
Show of power
Break-in
Extortion
Robbery
Jailbreak
Murder
Hideout

Puzzle No. 2
Sheep
Show of power
Bee hives
Imprisonment
Arrest
Murder
Horse
Robbersʼ ball
Stolen goods
Donkey
Highway robbery
Extortion
Robbery
Break-in
Jailbreak
Hideout



Puzzle No. 3
Donkey
Sheep
Bee hives
Murder
Horse
Jailbreak
Highway robbery
Arrest
Hideout
Robbersʼ ball
Extortion
Show of power
Robbery
Imprisonment
Break-in
Stolen goods

Puzzle No.4:
Räuberball
Verhaftung
Ausbruch
Bienenstöcke
Unterschlupf
Esel
Raubüberfall
Mord
Macht
Pferde
Straßenraub
Gefängnis
Hammel
Erpressung
Einbruch
Beute verkauft

Historical Background
Locations mentioned in the game
Antes-Mühle (Mill)
LOCATION: on the Bärenbach about 3km south of
Schmidthachenbach
DATE: October 1798
DONKEY THEFT

In Autumn 1798, Schinderhannes, Peter Petri
(son of Black Peter) and
Johannes Welsch tried to

steal a donkey from Michel Horbach, the miller
at this remote mill. Schinderhannes later testified that after he and Peter Petri had
forced their way into the stable, they were attacked by the
owner and it was only their swift escape that saved them.
As they ran away, the owner even fired at them with his
shotgun and Peter was hit by some of the pellets. Schinderhannes had to leave him behind and hurried alone to
Steinerten Farm (Steinhardter Farm) where Peter Petri’s
mother lived. After her insistent requests, he went back
to look for the injured Peter Petri (Welschröther Farm).
For a while Schinderhannes worked for his distant
LOCATION: south of Kirn,
cousin in Sobernheim,
on the river Nahe
rendering dead livestock.
DATE: End of 1796
He then returned to worSHEEP THEFT
king for Mathias Nagel, a
knackerman in Bärenbach, who re-employed him, allegedly because he was on the run from the French, despite
Schinderhannes having previously stolen animal hides
from him. The court records state that the ‘beggarboy’
(i.e. Schinderhannes) was employed by the ‘honourable
man’ (i.e. Mathias Nagel) in September 1796 as an assistant to his main farm-hand. He met up again there with
the skinner, Johann Nikolaus Nagel, with whom he then
carried out a series of sheep thefts. When the knackerman
Nagel learnt of these thefts, he reported the two workers
to the police. Johannes Bückler and Johann Nikolaus Nagel were consequently arrested and imprisoned in Kirn.

Bärenbach

Boos
LOCATION: On the river
Nahe (south of
Waldböckelheim)
DATE: 1797
THEFT OF SEVERAL
BEEHIVES

In 1797 in Boos, Schinderhannes committed another of his numerous petty
thefts, again along with
Peter Petri (son of Black
Peter). This time they stole only several beehives,

which they either immediately broke open to get the honey or sold as whole hives.
However, at that time such thefts were not considered to
be petty.
At the end of the summer
in 1800, Schinderhannes
LOCATION: north of Kirn,
had magnificent new outabove the Hahnenbach valley
fits made for him and Julia
DATE: 1800
Bläsius out of cloth he had
ROBBERS‘ BALL
stolen from Hottenbach.
These were shown off at the lavish celebration put on by
Schinderhannes in the hall of Adam Keßler’s tavern in
Griebelschied. According to reports, the celebration was
incredibly well attended – this goes to show that the whereabouts of the robber chief was well known in the whole
area (not just in Griebelschied). The landlord certainly
knew the reputation of the person who had hired his
hall because ‘the said Keßler posted some guards, which
I paid for’. By way of excusing the landlord, Schinderhannes added that ‘the landlord could not really get out of
accommodating me in his house’ and ‘by the way, the said
Keßler took no part in my crimes.’ Even if this was true,
the ‘said Keßler’ certainly did not go and report the events
to the authorities. The guests danced to a band of musicians which included Julia Bläsius’ eldest sister and her musician husband, Boßmann. That evening, Schinderhannes
was supposedly the idolised dance-partner of all the girls
from the area. The public ball at Griebelschied with his
invited guests surely marked the highpoint in Johannes
Bückler’s short career.

Griebelschied




Hahnmühle

On

2

January

1802,

Kirn

When the knackerman,

Schinderhannes, together
LOCATION: near Simmern
with Johann Nikolaus
unter Dhaun (now called
(Hannikel) Müller stole
Simmertal, near Kirn)
two horses from Philipp
DATE: 2. January 1802
Heck at the Hahnen Mill
HORSE THEFT
below Dhaun. As usual,
they took the horses across the Rhein near Hamm, and
then on to Semd. Because of ice shoals on the border river, the Seibel brothers charged 18 Francs (about 8½ Gulden) for the crossing.

Nagel (Bärenbach) learnt
about the several sheep
rustlings of his two workers, he reported Johannes Bückler and Johann
Nikolas Nagel to the authorities (despite them being distantly related to him). The two were subsequently arrested on 10 December 1796 and temporarily locked up in
the town hall.

After being arrested at
Weidener Mill, on 10
LOCATION: Herrstein
July 1798 SchinderhanDATE: July 1798
nes was taken to the
IMPRISONMENT
main town in the area,
Herrstein, where he was temporarily locked up in a tower. That night he attempted to escape across the roof,
but failed when he was noticed by the guards. The next
day, the two prisoners were transported to Oberstein
(Idar-Oberstein) for interrogation and where the prison
was more secure. The tower where Schinderhannes was
locked up for the one night is now known as ‘Schinder-

In Lettweiler, Schinderhannes and Red Fink
(Jacob Fink) sold part
of the herd of 20-30 pigs
that they had stolen in
Hungenrodt shortly before. It is not known whether they passed themselves off
as passing livestock traders or whether they sold the pigs
to a fence who knew they were stolen. However, since
Schinderhannes had many ‘good friends’ in Lettweiler, it
can be presumed that the buyer or buyers knew they were
purchasing stolen animals.

Herrstein

hannes Tower’ and contains a small Heimat museum, in
which the most famous Hunsrück robber is also commemorated.

Hundsbach
LOCATION: between
Meisenheim and Kirn
(c. 8km west of
Meisenheim)
DATE: Nov./Dec.1799
HIGHWAY ROBBERY

In the late Autumn or
Winter of 1799, Schinderhannes carried out an
armed highway robbery
near Hundsbach. The
victims were the burghers

Daniel, Joseph and Jakob
Seligmann, traders from
Hundsbach. The exact scene of the crime was not given
and it is not known how much was stolen. Schinderhannes’ accomplices in this robbery were Karl Engers from
Sonnschied and Martin Schmitt (a deserted Hussar).



LOCATION: The town of
Kirn on the Nahe river
DATE: 11. December 1796
ARREST

Lettweiler

LOCATION: c. 4km west
of Obermoschel
DATE: 1797
SELLING STOLEN GOODS

Meddersheim

Isaak Herz from Sobern-

Meisenheim

In early 1797 in Meisen-

heim was one of the Jeheim, Schinderhannes carLOCATION: on the
LOCATION: town of Meisenwish traders summoned
ried out his first break-in
river Nahe, c. 2km west
heim on the river Glan
to give statements about
(or at least one of his first).
of Sobernheim
DATE: Early 1797
Schinderhannes’ time in
He broke into the house of
DATE: 1800
BREAK-IN
Meddersheim. He gave
a tanner at night and stole
SHOW OF POWER
a graphic account of a some of the leather supplies that he then (allegedly) offered
memorable encounter in which Schinderhannes show- to sell back to the tanner the next day who actually bought
ed considerable signs of megalomania. In his statement, them. This crime was followed by a similar one in BirkenHerz describes how he went to Jakob Hexamer’s house
at noon on the appointed day in order to pay protection money demanded from him. A dandy guard stood
in front of the door. After Herz had introduced himself,
the guard led him into the parlour. Schinderhannes was
dressed opulently and sat at a table on which he had a
telescope. Next to him sat his woman (Julia Bläsius).
Bückler immediately asked him why the trader only ever
travelled escorted by soldiers and that it would do him
no good since he could always easily pick him out from
among them to shoot. After Isaak Herz had uttered some
feeble apologies and finally paid six Kronentaler (about
15-17 Gulden) he was graciously released and shown out
by the two guards.

feld, both taking place before the end of January. Schinderhannes did not name any accomplice in this crime and
insisted that he had carried it out alone.
In Oberhausen, at the
house of the ferryman
Peter Haas, Johann LeyenLOCATION: on the river
decker (along with SchinNahe between Sobernheim
derhannes) wrote a letter
and Münster
of extortion to the tenant
DATE: February 1802
farmer Heinrich Zürcher
EXTORTION
from Neudorfer Farm. Peter Haas’ brother-in-law, Leonard Körper from Duchroth,
took the letter to Zürcher’s isolated farm in the Bauwald
(east of Lettweiler). These details were part of Schinderhannes’ statement after his arrest and as a consequence
Körper was sentenced, in 1803 in Mainz, to 10 years forced
labour. Peter Haas, however, who was no less involved, was
acquitted.

Oberhausen
an der Nahe

Obermoschel
LOCATION: the town
of Obermoschel (between
Alsenz and Glan)
DATE: 15. November 1801
ROBBERY

On that evening Schinderhannes first went from
Lettweiler to Dreiweiher
Farm, where the whole
of the gang met up. They
then marched on to Obermoschel, where firstly they

took the ‘Thörchen’ (a small side gate in Obermoschel’s
town wall; it having a wall due to it being a market town)
off its hinges so that they would be able to make their escape by that route. Gustav Müller and Peter Weber remained at the gate to keep guard and to protect their way out.
Schinderhannes then went into the town with the others
to Elias Joel’s house. After checking out the area, they hur-




ried to a wainwright’s where they stole a beam of wood to

Simmern

After his arrest in Schnep-

use for breaking down the house door. They then went to
fetch the other robbers who had waited outside the market town, so that they could break down the door together.
After ramming down the door, Schinderhannes, along
with Krug Joseph, Hannikel Müller and Heinrich Walter entered the house. The owner of the house, Elias Joel,
had jumped out the back window whilst they were breaking down the door, so the robbers had to make do with
his wife. According to the statements she later made, the
leader of the gang of robbers (therefore Schinderhannes),
upon noticing the owner’s escape, shouted, ‘Aha, the old
rascal is away already!’ He then called to the wife, ‘Where
is the money?’. The wife replied that she did not know and
so he went to her husband’s writing desk and forced it open
with a tool fetched from the kitchen. From it he took 50
Gulden, two silver cups, a silver tankard and a silver-plated
pipe. He also took a gold pocket watch and a pistol which
were both hung on the wall. In the meantime, Elias Joel
had run to the house of Joseph Schmitt, the justice of the
peace, who raised the alarm as soon as he heard what had
happened, and informed the mayor. As a result – and also
due to the nocturnal shouting in the streets – alarm spread
throughout the town. And because some of the startled officials owned weapons, the raided house was soon hit by

penbach, Schinderhannes
was first taken by the genof Simmern
darmes to Kirn for interroDATE 20. August 1799
gation, where he confessed
JAILBREAK
to a series of crimes. In
February 1799 Kirn was part of the administrative district
of Simmern, so Schinderhannes was finally transported to
Simmern, where the district prison was located. He was
imprisoned in an old military tower on the town wall (this
tower, now known as ‘Schinderhannes Tower’, stands to
this day and can be visited by anyone on the trail of Schinderhannes).
Philipp Arnold from Argenthal was also serving his sentence there during the summer of 1799, imprisoned in the
room directly above the underground oubliette. As soon
as Schinderhannes was allowed to spend the daytime above ground, he befriended Arnold and persuaded him to
help him escape (Philipp Arnold would later become one
of Schinderhannes’ accomplices). Schinderhannes spun
himself a rope from the straw which he slept on in the oubliette. On the night planned for the escape, and following
the agreed signal, Schinderhannes threw the rope up to the
waiting Arnold, and so was able to escape from the underground dungeon. Using a knife (which had probably been

several shots. No-one was hit by the shots but it caused the
robbers to run in great haste to the side gate that they had
unhinged, and through which they then disappeared into
the darkness. Schinderhannes later bitterly stated that their
lookouts from Lettweiler also then mistakenly shot at them
as well, and so he and his comrades retreated hurriedly to
the forest near Lettweiler, where they spent the night in a
hayloft before splitting up the next day.

altered into a saw), they had already cut halfway through
one of the boards of the wall. He was then able to push his
way through the enlarged hole into the neighbouring scullery. From there he reached the kitchen and a window that
faced away from the town. He was able to pull out the bars
that were across the window – they may have been previously loosened by him or an accomplice – and jumped
into the moat below. After Schinderhannes had jumped
from the window, Arnold started to yell loudly in the tower
– probably to divert attention from the escapee and also
to ensure that he was not suspected of aiding the escape.
Bückler broke one of his legs in making the hazardous
jump (at least according to his own statement).
From the town moat, despite his broken leg, Schinderhannes dragged himself through the forest for three days without food, part of the time crawling on his knees and then
leaning on a hop-pole, either pulled out of the ground or

LOCATION: town

found en route.



On 27 or 30 Thermidor
VI (French Republican

ged that ‘the Jew’ was already dead when he arrived at the
scene, as he had only set out to follow the raging Black Pe-

calendar), Black Peter (Peter Petri senior)
who had been ‘buzzing
around this area for four
to five years’, and Schinderhannes, came to the
tavern at Thiergarten, in
the Soonwald. There the pair were planning to ‘sell back’
to the farmer Klump, from Ellern, the horse they had
stolen from him a few days before. They wiled away the
time waiting for the farmer’s arrival drinking alcohol.
They finally heard from a messenger that Klump was
not coming, and having become drunk in the meantime looked to pick a fight with the other people in the
tavern. They forced a group of musicians, who happened to be passing by, to enter the tavern and play music
there. At this tense and awkward moment, the Jewish
cow-trader, Simon Seligmann, came across the top of
the pass on his way back home with a cow. He stopped
outside the tavern to ask for a drink of water. At the sight
of Seligmann, Black Peter, who (according to Schnderhannes’ statement) had ‘drunk such a large amount of
brandy that he was almost robbed of his senses’, became
filled with rage.
Petri would not or could not forget that the trader Seligmann was guilty of ‘the death of the wife of Iltis-Jakob’.
It so happened that Seligmann had once discovered
Iltis-Jakob’s wife together with Petri in the woods near
Seibersbach in a very ‘indecent position’. Because of this,
Iltis-Jakob (Jakob Krämer) killed his own wife.
The cattle trader moved on again after a short rest, and
the two robbers followed him a few minutes later. They
soon caught up with him in the meadow known as Heidensteil. They attacked and killed him, and then stole
his belongings. The lone cow was later found in a barley
field. Later, during his trial, Schinderhannes tried to put
all the blame for the crime on to Black Peter. He alle-

ter a little while later. Most of his more recent biographers
believe this to be the case given the long previous history,
Black Peter’s tendency to get drunk, and his personal anger over the death of Iltis-Jakob’s wife. Schinderhannes did
however admit to taking part in the robbery of the corpse
and of claiming half of what they stole.

Thiergarten
LOCATION: at the highest
point of the pass in the
Soonwald, below the
Schanzerkopf, between
Argenthal and Stromberg
DATE: 14. August 1798
MURDER

The remote forest tavern
of Treber-Hannes, whose
LOCATION: the place
landlord also had a licennow called the Trifthütte
se to sell brandy, was frerestaurant, near the
quently visited by SchinAltenburg in the Soonwald
derhannes and his cohorts
on the route from
when they were in the area.
Gemünden to Pferdsfeld
Treber-Hannes, also soDATE: from 1797
metimes known as WaldHIDEOUT
Hannes (‘Forest’ Johann),
ran the small business, together with his wife, his daughter
and his son-in-law. The forest tavern, known by some as
Forest Johann’s lodge, was known as the ‘kochemer Bayes’
within the criminal fraternity. This was a term in the ‘Rotwelsch’ secret language of criminals, meaning ‘safe-house’.
Schinderhannes and his accomplices often made use of it
after their robberies as a temporary refuge and to rest up.
In his statement, Schinderhannes said that he first visited
Treberhannes’ lodge at the end of 1796 or the beginning
of 1797. This was when and where he met Red Fink (Jakob Fink from Weiler near Bingen), who introduced him
to the Hunsrück robbers in Liebshausen
and with whom he then committed a
whole series of horse thefts. There is
still a country tavern at this site
below the Altenburg in
the Soonwald.

Trifthütte




The town of Mainz am
Rhein was the last loca-

November 1803. A guillotine that had been brought from
France was set up outside the Weisenauer Gate beyond

tion in Schinderhannes’
life. After his temporary
imprisonment in Wolfenhausen, Schinderhannes
and his cohorts were held
in Mainz during the summer of 1802 in preparation for
their prosecution. Final sentence was passed on Schinderhannes and 67 co-defendants over a year later, in the
autumn of 1803. This took place in Mainz and not in the
Hunsrück because the area of the lower Nahe valley and
the Glan valley was part of the French Mont-Tonnerre
(Donnersberg) department (district) and Mainz was its
main town and was where the special tribunal sat. The
proceedings against Johannes Bückler and 67 other codefendants, including his father Johann Bückler, opened
on 24th October 1803 in the large academy hall of the
castle in Mainz which had formerly been the castle of
the prince-elector. The trial against the 68 defendants
was presided over by the radical republican and president of the Mainz criminal court, Georg Friedrich Rebmann. There were 173 prosecution witnesses, and the 9
defence solicitors summoned a further 260, so that the

the defences which surrounded the town. An open spot
next to the Rhein was chosen, opposite the mouth of the
river Main, where the ‘Favorite’, the summer residence of
the prince-elector, had stood prior to the French occupation of Mainz.
In the early afternoon, the twenty condemned prisoners
were put on to five hay-carts, and guarded by 300 soldiers, they were taken from the prison to their place of
execution.
At the execution site, Schinderhannes was first to be led
to the scaffold, and climbed the steps to the platform alone. It was reported, that as he was strapped to the bascule,
he still called out, ‘I deserve my death, but at least ten of
my comrades are innocent.’ A few seconds later, the blade
fell, ending the life of Schinderhannes.
In keeping with the scientific influences of the 19th century, the bodies of Schinderhannes and the other executed
prisoners were immediately utilised by several students
of medicine. At that time, beheaded bodies were used,
whilst still warm, for experiments with electricity. Electrical currents were conducted through the corpses and
the bodies would rear up. Such brutal experiments were
soon stopped, but they were the basis for Mary Shelley’s
still famous and often filmed book, Frankenstein.
The dissecting pathologist examined Schinderhannes
extensively, and considered the bodily remains to be
his ‘property’. So when he left Mainz and moved to Jena
some time later, he also packed the bones of Johannes
Bückler into his suitcase. The carefully prepared skeleton
of Schinderhannes is therefore to be found today in the
Anatomical Institute in Heidelberg.

Mainz
LOCATION the town of
Mainz, on the river Rhein
DATE: 1802/03
INTERROGATION AND
EXECUTION

judge and jury had to question a total of 433 witnesses.
The whole process was very lengthy and laborious. It was
also very expensive, swallowing up around half a million
Francs (about 230,000 Rheinische Gulden). These costs,
which were borne by the taxpayers, were more than ten
times the value of the loot which Schinderhannes and
his gang had managed to steal in five years. During the
proceedings, Johannes Bückler alone was charged with
53 crimes.
The tribunal finally pronounced its sentence on 42 of the
defendants on 20th November, others being transferred
to the jurisdiction of the court in Trier. Twenty of those
convicted were sentenced to death.
The sentence of the special tribunal of the Mont-Tonnerre department was carried out the very next day, on 21st



Source: kindly supported by Peter Bayerlein, from the book
Schinderhannes-Ortslexikon, von Abentheuer bis Züsch,
Published by Verlag Ernst Probst, ISBN 3-936326-28-2
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