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The Siege of Eindhoven is an adventure through the center of 
Eindhoven, where you have to find historical locations and solve a 
variety of puzzles. These puzzles use GPS. If you are close to the 
correct location, 
the task will reveal itself. 

To ensure that the game can also be played with very poor GPS 
reception, there is a button. This is an emergency activation. So 
you can always play the challenge. 
This is only an aid and it is not intended to use it by default. This 
is at the expense of the game fun and adventure.

This way you can still play the Siege of Eindhoven in all its glory. 
Use of this tool is at your own responsibility.

Read the questions carefully, write down clues, make notes and 
think about a possible answer, because once you have pressed 
continue, the puzzle will not return!
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You have been given this journal in the hope that you will be able 
to find the secret path and locate the lost treasure. Below are a 
number of pages that were later added by Robert van Cranendonck 
to give a better idea of the history of the Order. 

There are also pages added by members of the Order with their 
findings and which can also be used as an aid. You can print these 
“puzzle pages” and take them with you on your journey. You will 
find them at the end of this document. Hopefully it will help you 
find the path and solve the mystery.

Good luck!
Order of the Protector
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Dear Member of the Order,



You have booked The Siege of Eindhoven! Below you will find 
the instructions for the game. Read this manual carefully and we 
wish you lots of fun playing the game!
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Instructions 

Download our Moovego app

Your QR code is send to you in a seperate mail. Scan this code 
with the app. Do this when you are at the start location at 
Barney’s at Stationsplein 2. The game will then be downloaded 
to your mobile. Start the game there.

Next you need to allow location on your mobile device, 
this can be for one session.

Press activar / start and the adventure begins. 
At menu choose ‘assignments’ and click start. 

Good luck and even more fun!
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How does it work?

The Siege of Eindhoven is an outdoor escape adventure where 
you have to find various locations based on GPS. At each location 
there is a challenge or assignment to fulfill. If you do this well, 
the next location will be revealed. If it goes less smoothly, no 
problem. There is always a counselor nearby. Look him up for 
advice, he will help you further in the game.

When you have done all the assignments and scored more than 
100 points, you may try to crack the safe. 

On the sheets below are other things that can help you. These 
can also be found in the app, but might be useful to print out 
in advance and take with you. The received code is valid for 1 
mobile device

The puzzles!
When you have a puzzle page in front of you, don’t be too quick 
to click the ‘Continue’ without finding the answer, because you 
can’t go back to the puzzle. Most puzzles have a timer that counts 
down. As soon as you activate the puzzle, the timer starts running. 
Is the timer at 0 and the puzzle still unsolved? Then you’ll have to 
find the counselor. 
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What do you need?
- A mobile device on which you can download the app.
- Bring a power bank if necessary.
- Bring a pen and paper

We advise to play with maximum 6 persons 
to play on 1 mobile device. 

Scan the QR code you receive in the mail or on your mobile 
device or fill in the code behind Ticket#. 

 
Please note! Scan the QR code only when you’re at Barney’s 
and have the app MooveGo installed on your mobile.
Didn’t receive a QR code? First check your junk mail folder. 
If you haven’t received anything, send a message to:
info@belegvaneindhoven.nl
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Whatsapp 
Grootmeester

The Counselor of the Order
If a puzzle is not solved correctly, you will be sent to the 
counselor. Beware! This will cost you points. The counselor will 
either give you a hint or do the puzzle again but in a simpler 
version. It is therefore possible that a puzzle will be presented 
twice. 

Are you stuck and can’t solve the puzzle? Scan the QR code and 
maybe the Grandmaster can help you further. Because the Grand 
Master is a busy man, it may take a while before you get an 
answer.

 

Game tip!
Is a puzzle hard to read? Or would you like to share it with your 
fellow players? Take a screenshot of it and share it in the group. 
This way everyone can join in the puzzling and you can also 
enlarge the puzzle if needed!
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May 7, 1340 Sancta Katarina, Eindhoven
 
Johannes van Berckel, Duke of Stratum, looks around in horror. 
Had he been followed? He was standing in the large gallery 
behind the nave of the church. He thought he heard soft footsteps 
or no, it was more of a dragging sound, as if someone was 
shuffling across the floor. 

Without much thought, John walked to the door, which provided 
access to the catacombs of the prestigious building. He would 
secure the secret at all costs. This was not to fall into the wrong 
hands. The consequences would be disastrous.

As grand master of protectores de brabante, John was not easily 
frightened, but here were greater forces at work. He descended 
the steps and walked through the narrow corridors in search of the 
tomb of Henry the 1st’s grandfather. He knew the way. After all, 
John had walked this one many times. He turned left and came to 
the large oak door. The door was ajar. All alarm bells went off, for 
Johannes was the only one who had access to these rooms. Who 
had been inside? 
Had he himself not closed the door properly after his last visit? 

Carefully he opened the door and looked inside. The room looked 
untouched. Everything seemed to be in place. Cautiously he 
walked in, but stopped abruptly. Again that sound. Who’s there? 
No answer. Johannes snuck back to the door and looked around 
the corner of the door into the long hallway. 
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There at the end of the hallway he saw a shadow. Was it a person?  
Or was he imagining things? He peered into the darkness at the 
shadow. Was it approaching now? He pricked up his ears. Yes, 
there was the sound again, that strange shuffling sound. Now 
he knew for sure; there was someone else in the catacombs. 
Panicking, he quickly stepped back and closed the door. He 
grabbed the large beam and put it in the holders to close the door. 

Just as he was about to push the beam into the holder, a loud 
thump sounded against the door. Dust swirled down along the 
ancient doorposts. John panicked. Who was standing on the other 
side of the door? John had no doubt what this person wanted, but 
he would not reveal his secret. He had to think of something and 
quickly. 

Another loud bang against the door and splinters flew around. 
Johannes looked around and suddenly he saw it: the perfect place 
to hide his secret. Here it would be safe from the uninitiated. 
The only one who could discover this place was his good friend 
and fellow member of protectores de brabante, Barend van 
Cranendonck. Another loud bang on the door and the beam broke 
in half. In the doorway stood a tall figure, clad in a pipe with 
a hood over his head.  Johannes stood proudly upright in the 
room and looked sternly at the person as he slowly stepped into 
the room. His hands went to the hood and slowly removed it. 
Johannes was stunned. You, he exclaimed! They were Johannes’ 
last words. A shiny object flashed in the candlelight and he felt 
something warm run down his throat.
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He tried to scream, but no sound came. Johannes felt the life drain 
out of him and collapsed.

The story begins.

Robert van Cranendonck was doing some cleaning up in the attic 
of Villa Ravensdonck. The building with a very violent history, 
better known as the castle of Eindhoven, has caused quite a stir 
over the years. The great-great-grandson of the Spanish-speaking 
Baron d’Eubise had made a claim that the Villa was his rightful 
possession. He had found papers that he claimed were the Villa’s 
title deeds. A protracted court battle ensued in which extortion and 
threats were not uncommon. 

Robert’s father, Jacob van Cranendonck, had recently told Robert 
in detail about the famous history of Villa Ravensdonck. It was 
in fact originally owned by his family. The castle had belonged to 
the lord of Cranendonck, lord of Eindhoven, since 1368. Robert 
listened with fascination to his father’s story. How from 1413 to 
1434 the castle had fallen into the hands of Jan van Schoonvorst, 
who was then lord of Eindhoven. Jan had several possessions 
including Cranendonck. 

Because he was not often in the castle, he got rid of it and sold it 
to Jacob II of Horne. The first proof of ownership of the castle is a 
charter from 1482 on which the seal of Jacob II van Horne can be 
found. The castle changed hands regularly during this period due 
to money shortages. Gerrit van Brede and Frederik van Egmont 
were both owners of the castle, until it was destroyed in 1486 by 
the Geldersen led by Robert van der Marck. 
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The castle was rebuilt and came into the hands of Floris van 
Egmont in 1521. For several years the castle remained in the 
possession of the van Egmont family, but after the death of 
Maximilian van Egmont, Floris left the castle to his daughter Anna 
van Egmont.  She married William of Orange in 1551 who thus 
also became lord of Eindhoven. This is where things really started 
to get interesting, Robert thought. For the house of Orange was 
known for its rebellion against the Spaniards during the Spanish 
Armada. The cousin of Anna, Lamoral van Egmont was beheaded 
during the revolt against the Spanish king and William went to 
war against the barbaric Spaniards. After several years of war and 
looting, William returned to Eindhoven to his castle. Here, in his 
last days before dying, he had frequent conversations with his 
close friend Philip of Cranendonck. 

In 1584 William of Orange died and left the castle to his good 
friend. Rumors of a secret treasure that William would have 
captured during his war years surfaced and Philip of Cranendonck 
was murdered so that the treasure could be stolen. However, it was 
never found. 

After the various lootings and the destruction of 1604, in which 
part of the castle was knocked down, a dilapidated building 
remained, which also fell prey to thefts and vandalism, no longer 
a castle. In the following years the grounds were left fallow until 
Villa Ravensdonck was built in 1830. Not many writings had 
survived the great city fire of 1486, but what had been spared 
was tucked away in the old cabinets in the basement in the 
Cranendoncks’ personal archives. 
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Inspired by his father’s stories, Robert rummaged among the 
papers and parchments. Suddenly, a diary caught his eye. 
Carefully he picked up the brittle-looking leather folder and 
flipped it open. It was the diary of Barend van Cranendonck. 
Robert had heard something about this in the family, but was 
too young then to realize what it was about. He sat down at the 
window and began to read. The pixelated handwriting was difficult 
to decipher at times, but Robert struggled through it because what 
it said was incredible!  

Barend wrote about a murder of his good friend Johannes van 
Berckel. Apparently he had found him in the catacombs of the 
Sancta Katarina, what we call the Catharina Church today, with 
his neck cut. 

Barend writes about a great secret that John had left to him. 
The person who had killed Johannes had not had a chance to 
unravel the secrets in order to steal Johannes’ secret, but Barend 
had succeeded!  Barend has erased the path but has left hints for 
members of the Order to find the secret so that it doesn’t fall into 
the wrong hands. 
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Your adventure starts here. You can print out the parchments 
below and take them with you; they will come in handy.



Note pages
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Tram nr ? Tram nr ?

Tram nr ?

Tram nr ?

Tram nr ?

Tram nr ?

18

17

19

o 3 5 6 8 9

Tram nr ? Tram nr ?

Tram nr ?

Tram nr ?

Tram nr ?

Tram nr ?

18

17

19

o 3 5 6 8 9

Tram nr ? Tram nr ?

Tram nr ?

Tram nr ?

Tram nr ?

Tram nr ?

18

17

19

o 3 5 6 8 9

Remember which digit should be in the tram with 
the red roof. 
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Note pages
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Pay attention to what you see, what color, 
number and warrior. You will need these to 
crack the code.

YELLOW GREEN BLUE RED
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4 4  |  1 2    
3 4  | 5 9   
3 1  |  1 1  |  1 8
3 6  |  5 3  |  2 1  |  1 7
6 3  |  4 1 
6 4  |  5 3  |  4 9

H
D

V

O

G
Y

1 9
1

6 N



Note pages
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K e y  i n  t h e  5 - d i g i t  c o d e  
a n d  p r e s s  A . 

I f  a  g r e e n  l i g h t  c o m e s  o n ,  t h e 
c o d e  i s  c o r r e c t  a n d  t h e  s a f e  w i l l 
o p e n .  T h e  t r e a s u r e  i s  y o u r s ! 

1
4
7

2
5
8
0 A

A+

3
6
9
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Note pages
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