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Tts the night beFore Christras, and
soreone fios kidnapped the big red lobster
man. Can you solve the pystery i tipe to
save Christmas? Or will the Puppkin King
take over the holiday Forever? ﬁ's wp to
you to Figure out:

. Who kidnapped Sandy Llows?
L. Where was be tidden?
3. What iter; was used?

INSPECT THE TTEMS

Bear Trp  Zorbie Duck  Present  Frogs breah  Bahub  Christrrs Wredth

Place dl six Ttem Tokens and dll six Suspect Movers in the center of the beard.
(Even if there are less than six players)

@ (1005F A CHARACTER

Select the Character you will be playing as and teke the ratehing
Persondity card (Page 6).

@ DISTRIBUTE CARDS

Separate the Rumor cards into Suspects, Tters, and Locations.
Secretly take one card from each pile and place it into the mystery
eavelope.

Put the envelope off to the side.

THESE ARE THE SUSPECT, TTEM, AND LOCATION INVOLVED TN THE KIPNAPPTNG! 1




@ DISTRIRUIE CARDS cormnue
Stuftle the rest of the Rumor cards togetber and deal therr oll out Face-down
to each player so you dll have an equal vurber of cards, IF the cards don't
dgvided gmr.tly between players, place leftover cards face-up beside the garme
oard.

EVERYONE MUST KEEP THEIR CARDS SECRET!

B

*Md prystery by plcing the leftover cards Face-down in the Fountain,
you end your move in the Fountain you may eitber look at any or
all fFace~down Rurror cards or Meke An Accusation (Page 5)

Stuffle the Intrique cards and place ther Face-down beside the board
for bonus actions while vou p.i’ily (Page 6).

€ TIKE b CLUF SHEFT
Hways keep your CLUE Sheet to
yourself Secretly cross off the
Rurior cards you have been degkt,
any Jeftover cards on the toble, and
other ployers cards you will see
throughiont the qare.

STAAT PLAYING,/WHO WINS?

Everyone rolls o die. Highest roller goes First, play then continves
clockwrise, You win if you muke the correct aceusation as to wihich
Suspect, Ttem, and Location are myolved m the kidnpping. Details
on -Eow to Make An Accusation and Winning The Gare are on page 3.

[ ON YOUR TURN

" Dn your turn, move arownd the board and Start o Rumor to try and Find out what the other suspects know by

learning which cards they bave in their hands. When you think you know: what cards are in the envelope, beed to

the center location (Fountain) of the qame board and Make An Accusation.

K JUKE Al
(ORCLE  ACCUSHTION




MOVE — THERE ARE TWD WAYS Tl) MOVE
@ POLL THE DICE

Roll the dice. Move up to the sum of the two dice.
I¢ one of the dice showrs a Question Mark,
irmediately draw an Intrigue card,

Then move vp to the arount

shown on the other die.

@ USE h SECRET PASSKGE

IF youre in a Location with a secret
passage (4 corver Locations), you ray
Use it to pove to the connected Location.
Do not roll the dice if you use

¢ Secrét Pussage.

| START A RUMOR

Starting o Rurmor helps you try to determine which three cards
are in the enveloEe. Ifter moving into ¢ Location, except the Fountain,
Ui

you rity Start o Rumor: name o Suspect; an Tterr; and the Location
you are in. Move the suspect's Suspect Mover and Jtem
into the Location with you GF they are not already there),

PROVING A RUMDR TRUE OR FALSE

ks soon as youve started o Rurmor, the other players try

to prove it False, The First to try is the player to your
irmediate left, I that player bes one of the nared Rurmor
cards in their hand, they show it to you and only you. IF the
player bas riore than one of the cards nared, they select one
(just one) to show you.

WERT TF A PLAYER CANT SHOW ME A CARD?

TF the player to your left bas none of the named Ruror cards, then

the next player to the left tries to prove your Rumor false. And so

on until you have been shown one card, 1€ no one can prove your EXNMPLE:

; : Youre Dogie and you enter Dogie's Lo
Purror Fale. your turn is over. You start a Rumor; 'Iyth‘ k 3d &l it with the

Leave the Suspect Mover and Jtem Token you rroved where they are. . ey %f‘;;'m‘m"‘ﬁ:,;:{’im_
The player on your left goes rext. ;

IF YOU WERE MOVED TNTO A LOCATION AS PART OF A RUMOR

IF vou were irpheated in the Rumor and your Suspect Mover wes mored into the Location fror sorewtere else,
you riay choose to draw one Tntrigue card irrrediately for the snconvenience. IF your prover was dready in the
Location, or a suspect not controlled by a player wes rroved Uess than 6 player garre), then no card is drawn.
Dn your next twrn, you piay stay in that Location to start 4 Ruror.




MARK YOUR CLUE SREET '

Check shown cards off on your CLUE sheet - this proves the
cards are not in the envelope. Once youve crossed of
everybody's cards on your CLUE sheet you are recdy to
roke an accusation and try to solve the Mystery.

When you think youve Fiqured out which three cards are in the envelope, g0 to the center location of the qare
board to Make A Accusation. Say your accusation out loud: T accuse Sally with the Bear Trap i Dogie's Lair,
Then, secretly look at the cards in the eqvelope.

WERE YOU RICHT?

You win! Congratulations,

you solved the mystery!

Reved the cards in the
Mystery Envelope to everyone.

WERE YOU WRONG?

Dops! Youve rade a mistake and are

out of the qume. Secretly return the cerds to

the Mystery Envelope — dont tell the other players
which ore you got wrong.

Keep your cards hidden and keeF answering other

players questions. Do not ask Further questions or

roke any further accusations. I A C C USE
T T EERAOD. SALLY WITH THE
I%Ue;;;/ége mk[;? ;llz\-higr:::qm:r{éct qccusqtion. o) BEAH TP‘A’P I N
'ti'nﬁ:t? utrgg ;zrzie;uqtnoft tf]e ::;zgpg mﬂt\:kgn:olzsk.qt OOG.TE S

which suspect got away with it. : L A }’R




INTRIGUE CARDS

| PUMPKINN PATCH
L IF you draw a Play Trmediately” card, Follow the
i directions on the card. IF you draw any other card,
i you get to keep it and choose when to play it. You

| can baye and play s emany Porpkin Patch cards as you ' 3 WAYS T0 DR I\W

hike oni any twrn. Discard ol Purpkin Patch cards once

they are vsed. Discarded Purpkin Patch cards can riot IN”UGUE CARDS

be used agein. .
’ Aoll ¢ Question Mark:
t PUMPKIN IF;ING - You MUST draw a card.
| There are 8 Purpkin King cards in the Tneriguel deck. ’ . = :
t The first 7 do :zt}ling. If drawn, place the card, lﬂ;:u%afm‘m ffg*'
face-vp, beside the board so all can see bow many ’ ! W a cord,

Puppkin King cards bave been drawn. IF vou draw the Hoved:to a Location as part of
Btk Puppkin King card, bowever, then you bave been soreone starting e Qumor:
kifled!  You MAY drew o cord.

il

DRRWING THE STH PUMPKIN KING CARD

IF you draw the Sth Purpkin King card, you are out of the qare.

Place your cards face-up where dll players can see ther, Youno '
longer play i the gare or draw any. Trtrigue cards, Bowever, your Suspect can still be part of o Ruror.

Stuffle the Gtk Purpkin King card back into the draw pile of Trtrigue cards, even if it is the orly card left in
the draw pile. This means that the 8th Purpkin Kmg card can be drawn ngain and aguin.

Hote: Tt is possible For- all of the suspects to et eliminated before the mystery is solved and no one wis,

ROLL TOO LOW TO ENTER A ROOMP GRAR AN INTRIGUE CARD!

IF your roll is too Jow: and you cannot enter o roor: this twrn, aip to land on o Intrigue space msteed!

® You dont reed an exact rofl to stop on an Tntrigue space. her, you land there, pick up the top Intrigue
card and 3 it is an Action card, Follow the instructions. IF it is o Purpkin King, put it to the side of the garme
board in Full view of the other pluyers.

® Dace youve used the card, place i€ on the discard pile.

® If youre not vsing the Tntrigue cards, ignore the ® on the die and on the board, and jUst rove your
Suspect Mover towards the next room you wart to erter:

PERSONALTTY CARDS |

This card shows a vnique power that i
gssociated with your Ehurar.ter.

This power can only be vsed once per gare.
Mter you use it, turn the card over.




L-PLAYER OR TEAM RULES

For L-player or tear play you rwst make the Following priner- modifications to your qurre:

SET-UP

Set-up the qarme exactly as you would For regular CLUE, except beFore dedfing out Rumor cards to players/teaps,
take the top Four Rumor cards and place thers Face-down rext to the qape board.

GAME PLAY

hsk questions as norrl. The other player /teap; pust ahaays try to answer. IF they cannot, secretly look at one of
the Four Rurror cards by the side of the board. After- crossing it ofF your CLUE sheet, rewnn the card to its place.

Every tire the otber tears/ player connot aiswer one of your questions, secretly look at o difFerent

one of the Four cards at the side of the board. :
(Youll bate to rererber the places of the ores you've dveady seenf)




CONTENTS:
Custor) Glow x the Dark Core Board @ 6 Custor Suspect Movers
6 Persondity Cards @ 21 Ruror Cards ® 71 Intrique Cards
Custor CLUE Steets © Ervelope 6 Tters @ L Dice o Rules
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