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Tt's the wight before Christras, and
sorreone bas kidnapped the big red lobster
ran. Can you solve the pystery m time to
save Christrres? Or will the Purpkin King
take over the boliday Forever? Its up to
you to figure out:

I. Who kidnapped Sandy Claws?
1. Where was te hidden?
3. What iter was vsed?

MEET THE SUSPECTS
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Bear Trp  Zombie Puck  Present Frogs Breath  Bathtwb  Christrras Wreath

Place all six Tter tokens and dll six Suspect Movers in the center of the board. : ;_
(Even if there are less than six players) ] - I
@ C100SE A CHARACTER | f
Select the Character you will be playing es and toke the patching i1 e
Persondlity card (Page 10). L
@VISTRIUTE CARDS P
Separate the Rumor cards into Suspects, Ttems, and Locations. L\ A o
Secretly take one card frorr each pile and place it into the rrystery envelope. W

Put the envelope ofF to the side. ¢ | e
nWESE ARE THE SUSPECT, TTEM, AND LOCATION TNVOLVED IN THE KIDNAPPING! g e —




s @ DISTRIRUTE CARDS (commuem
ﬁ b | Stuffle the rest of the Ruror cards together and dedl thern all out Face-dowm to each
/ player so you ll bave an equal number of cards. IF the cards don't divide exactly

between players, place leftover cards face-up beside the gare board*
EVERYONE MUST KEEP THETR CARDS SECRET!

*Add mystery by placing the leftover cards Face-down in the Fountain.
%, IF yov end your move in the Fountain you ray eitker look at any or
all face-down Rurror cards or Make An Accusation (Page 3),

- ] Stuffle the Tntrigue cards and place ther Face-down beside the board
for bonus actions while you play (Page 6).

R © TAKE h CLUE SHEET
Mways keep your CLUE Sheet to yoursel!
Secretly cross off the Ruror cards you
have been dedk, any leftover cards on

b :-"i; the table, and other players’ cards you
- x5 will see throughout the game.
W
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Suspect, Tter,, and Location are involved i the kidnapping. Details
on how to mcke n accusation and winning the game are on page J.

0N YOUR TURN

On your turn, move around the board and Start o Rupior to try and Find out what the other suspects know by learning
which cards they have in their hands. When you think you know what cards are in the envelope, bead to the center location
(Fountain) of the gare board and Make An Accusation.

1 1 3 %

NOVE MARK MAKE AN
EVERY TURY, STRRT ARUMOR oy CLUE ACCUSATION

0L DICE KD EVERY TUR
AOVE (O OILY TF 10U ink SHEET L
SUSPECT HLOCKTION, ) MEEDED. Ll

P o B

2




MOVE - THERE ARE TWO WAYS TO MOVE
@ POLL THE DICE

Roll the dice. Move up to the sum of the two dice.
IF one of the dice shows a Question Mark,
immediately draw an Tntrigue card.

Then rove vp to the amount

shown on the other die.

@ USE A SECRET PASSAGE

IF youre m a Location with q secret

You oy WO te-enter o Locahion YU
e during that e,

1t you \and on 0 space with a
%uesﬁon mark, STOP MOVING and

passage (4 corver Locations), you may o 3

use it to rove to the connected Location. ) on niigue Card,

Do not roll the dice if you use m your turn you MUST moy

a Secret Passage. Location tiles eoutof g
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uring a Rymoy {s“\f;eargeeng}ved her
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STHRT A RUMOR

Starting a Rumor belps you try to determine which three cards
are in the envelope. After moving into a Location, except the Fountain,
you riay Start a Rumor: name @ Suspect; an Tter; and the Location
you are . Move the suspect's Suspect Mover and Jtem

into the Location with you Gf they are not dlreqdy there). "

PROVING A RUMOR TRUE OR FALSE . ‘*/ i
hs soon as youve started a Ruror, the other players try to “Mﬂu s .
rove it false. The first to try is the player to your immediate - jﬁ y- \ et F
feFt. IF that player bas ore of the named Rurmor cards in their band, [ 33 ey ciw
they show it to you and only you. IF the player has rmore than one ek S \\‘ﬁ ‘DT*H" ™
of the cards narred, they select one (just one) to show you. L W T i‘i e
e ) '.'l g = k\i.'llﬂ;‘
WHAT TF Ak PLAYER CANT SKOW ME A CARD? A (e 7 -
IF the player to your left bas none of the named Rumor cards, then the < _-_fi" e a4 "
next player to the left tries to prove your Ruror false. And so on until v -
you have been shown one card. IF no one can prove your Rumor false,
your tura is over. , 5 y
Youre Dogie and you enter Dogie's Lair.
Leave the Suspect Mover and Tter token you roved where they are. leiﬁﬂT: M:ﬁ&mﬂwm'%ﬂ te
Tte player on your left goes next. rover tm?tbe Bear Trep nto Dogie's Lair.

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

IF you were irplicated in the Ruror and your Suspect Mover was moved into the Location from sorewhere else,
you may or may not draw one Tntrigue card irmediately For the inconvenience. If your mover was dlready in the
Location, or a suspect not controlled by a ployer was moved (less than 6 ployer garre), then no card is drawn.

n On your next turn, you may stay i that Location to start q Rumor.




MARK' YOUR CLUE SHEET

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

HOW TO WINN - MAKE AN ACCUSATION

When you think youve Figured out which three cards are in the envelope, go to the center location of the game board to
Moke An Accusation. Say your accusation out lovd: T accuse Sally with the Bear Trap in Dogie's Lair.
Then, secretly look at the cards in the envelope.
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WERE YOU RICHT? N A

You win! Congratulations, >
you solved the mystery! ~

Reved the cards in the

Mystery Envelope to everyone.

WERE YOU WRONG? "N\
Oops! Youve mede a rristake and are \ /
out of the game. Secretly return the cards to /
the Mystery Envelope — dont tell the other players
which one you got wrong,

Keep your cards bidden and keep answering other
players questions. Do not ask Further questions or

T ACCUSE
WEAT TF EVERYBODY SALLY WITH THE
GUESSES TNCORECTLY? BEAR TRAP TN

IF everyone rickes an ncorrect aceusation,

the qare is over and the Mystery repains unsolved. OOG]E ’S

Take cards out of the exvelope and teke a look at

which suspect got away with it. ’__ AIR



INTRIGUE CARDS

L PUNPKINPATCH > P 2

IF you draw a Play Tmmediately” card, Follow the direction
on the card, If you draw any other card, you get to keep
wenenr. | it and choose when to play it. You can bave and play as

raty Purpkin Patch cards as you ke on any turn. Discard 3 WAYS TO DR A\l\/

alf Purpkin Patch cards once they are vsed. Discarded

Purpkin Patch cards can not be vsed again. INTRI(;UE CARDS

“— PUMPKIN KING Roll a Qrestion Mark:
: There are 8 Purpkin King cards in the Tntrigue deck. You MUST draw a card.
The first 7 do nothing. IF drawn, place the card, Face-up, il @ st Blls
rvanire | beside the board so ol can see bow rrany Purpkin King You NUST * m :
cards have been drawn. F you draw the Bth Purpkin King o e
card, bowever, then you bave been killed! Hoved to a Location as pert of
someone starting q Lupor:
DRAWING THE 8TH PUMPKINN KING CARD You MAY draw a cord,

IF you draw the Bth Purpkin King card, you are out of the gare. Place
your cards face-up where ll players can see ther. You no longer play in
the gare or draw any Intrigue cards. However, your Suspect can still be
part of o Rurror.

Stuftle the Gth Purpkin King card back into the draw pile of Intrigue cards, even if it is the only card left in the drow
pile. This means that the Btk Purpkin King card can be drawn egain and again.

Hote: Tt is possible for all of the suspects to get elirmated before the rystery is solved and no one wins.

ROLL TOO LOW TO ENTER A ROOM? GRAB AN INTRIGUE CARD!

IF your roll is too low and you cannot enter o room this turn, dir to land on an Tntrique space instead!

® You don't need an exact rolf to stop on an Tntrique space. When you land there, pick up the top Intrigue Card
and if it is an Action Card, follow the instructions. TF it is a Purpkin King, put it to the side of the garre board in
full view of the other players.

® Dnce youve vsed the card, place it on the discard pile.

® IF youre not using the Tntrigue Cards, ignore the  on the die and on the board, and just move your
suspect prover towards the next room you want to enter:

PERSONALITY CHRDS e L
; *,

This card shows o unique power that is ; I

associated with yourlzharacter. ( | f g

This power can only be vsed once per garre. PSS | ‘ {8

Mter you vse it, turn the card over, \ R | —J [
y :

; | ]




L-PLAYER OR TEAM RULES

For L-player or tear play you must ricke the following minor riodifications to your game:

SET-UP

Set-up the qarre exactly as you would For reqular CLUE, except before deding out Rumor cards to players/tearrs,
take the top Four Rumor cards and place ther Face-down next to the qame board.

GAIE PLAY

fsk questions as norrial. The other player//tear pust dlways try to answer. I they cannot, secretly look at one of
the four Rumor cards by the side ot the board. After crossing it of f your CLUE sheet, return the card to its place.

Every tire the other tear/player cannot answer one of your questions, secretly look at o different
one of the Four cards at the side of the board.
(Youll have to remerber the places of the ones youve dreedy seen!)




CONTENTS:
Custorr Gare board 6 Custorr Suspect Movers
6 Persondity Cards @ 21 Rupror Cards 71 Tntriqe Cards
Custom (LUE Steets o Exvelope @ 6 Jiers @ 1 Dice o Rules
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