Parker Brathers
Clossic Detective Game

For 3 10 6 Ployers
Ages § to Adult

Object

Chief Wiggum finds wealthy industrickst Charles Mantgomery Burms deod, ond it laks like
Foul play. Wigguen rounds wp six likely sspects: Homes, Marge, Lisa, and Bart Simpson,
Krusty the chawn and Waylon Smithers. The fingered suspects, dressed-up s their Farvorite
Chug charactes, try fo figure out wha bumped off Me. Burns. To win, you st deferming fhe
answers ba thise fhres questians: Wha did i1? Whers? and with what Weapon?

Equipment

» Clue® gameboard: This shows 9 locations troughout the City of Springfield

» & tokens, ench representing one of the Swspects: Homer Simgson s M. Green,
Marge Simpsan a5 Mrs. Peatuck, Liso Simpson os Miss Scarlet, Bart Simpson o Professar
Pliom, Krusty the clown as Colonel Mustord, and Waylon Smithers os Mes. While

» & zinc weapons: Poisoned Donut, Exlend-0-Glove, Heckloge, Slingshet, Plutonium
Rod, ond Soxaphane

= Deck of cards: One cond for odh of the b Suspedts, & Weapors ond 9 Locotions

« Pod of detective “notebooks™ o oid in your investigntion

» Confidential "Cose File” envelope

# 2 Dice

Setup

1. Look on the board for the START spoce and Suspect nome nearest you. Take thot
Suspert Token s your ploying piece and put it on that space. IF Fewer thon six ore
playing, be sure 10 ploce the remaining token(s) calo the appropriate spocelsl—

they might, ofter all, be imvelved in the crime, and they mus! be on e premises!

7. Place cach of the Weapors in o different Locotion. Select any six of the nine Locatians.
3. Flace the empty ervelope marked “Case File CONADENTIAL” in the center of the gameboard.
4. Soet she derk of cards inta three oroups: Suspects, Locations, ond Weapans. Shulfla
each group separntely ond place each focedown on the table. Then—so no ane con see
them—1ake the fop card frcem each group and place it into the envelope. The Casa File
rw contains the orswers bo the questions: Wha? Where? and with whot Weapon?

5. Shirffle together the three piles of remaining cords. Then deal them faceduwn dlodkeiss
around the fobde, 1t doesn’t moter if some players receive mere wrds than others.
Secrelly look of your own cards: Becouse they're in your hand, they can't be in he Cose
Fila—which meares nome of your conds wos imvalved in the crime!



b. Toke o detective's naleboak sheat ond, so no one con see what you writz, fold it in Balf:
check off the cords that cre in your hand, if you wish,

T Lisa Simpson o5 Miss Soorlel abways ploys fesl, Ploy then proceeds, in turn, 1o the first
player’s left. If no ane is ploying Liso Simpean, the first in-play foken to the lefi of Liso
Simpson plays first.

Game Play

Moving Your Teken

On each turn, try to reath o different Loation in Springdield. To start your fuem, mave your
token either by ralling the dice or, i you're in o comer Lecotion, using o Sexmet Passage,

Rolling

Rl the dicz ond move your loken up 1o the talel number of squares you rolled.

* You moy move horizonally or verticafy, farward or backward, bt nol diogenally.

* You may change diretlions 05 many limes as your voll will offow, You may not, however,
enler 1he some squore twice on the same fum.

= Yiow may nof enter, poss over of lond on 0 squars thot's alreody conspied by anather Suspect

Semret Passoges

The Localions in opposite corrers of the cly are onnectzd by Secret Passoges. I you're in
one of these Locafions ot the start of yeur tuen, you may, if you wish, use o Secret
Passoge instend of ralling. To move thesugh o Secrel Possage, announce that you wish ta
da 50, then mave your token 1o he Locotion in the eppasite romer,

Entering ond Leaving a Location

fou may erler o leove o Localion either by roffing the dice ond maving through o door
of by movirg thravgh a Secrel Passogs

= A door is the opening in the wall, ot the spoce in front of the doarway, When you pass
through o dear, do pal counl the docrwny itself os o spoce.

* fou may rel pass threugh o door that's Blocked by on ooponent’s Joken,

* A5 s0on o5 you enter o Location, stop moving. It dossn't motter if your roll fotaled o
nizmber that's higher 1han you need to enter,

* You may ned re-enter ef shay in the same Lacolian an 0 single fun.

* |t is possiblz 1hat your oppanents might black ony end all doors and irop you in o
Location, If this hoppens, you mest weit for someane o move ond unbledk e doer s
you con lzove!

Making o Suggestion

As soon as you enler o Lecalion, moke o Suggestion. By making Suggestions throughout
the gamse, you Iry lo debermine—Ly process of elimination—uwhich three tords ore in
the confidential Case File envelape. To make o Suggestion, mave a Sesped and o Weapon
irln the Locatian thet you just entered, Then suggest that the crime was commitied in that
Location, by that Suspedt, with that Weapon,

Excenple: Let's soy that you're Lisa Simpson as Miss Scarlet ond you enter the Kwik-E
Mart, First move another Suspect—Barl Smpson as Professor Plum, foe instance—inta
the Kwik-E-Mort. Then maove o Weapan—1the Peksaned Domut, peshaps—into the Kwik-E-
Mart. Then say, T suggest the crime wos committed in the Kwik-E-Mart by Bort Simgson
with the Poisoned Donud.”

Remember two things:

# You st be in the Lacofion thet you mention in your Suagestian.

= B sure 1o consider oll Iekens—induding spare Suspects oad indluding yourself]l — o5
Tofing undar equal suspicion.

Proving o Suggestion True or False

A5 soon s you muke o Supgeslion, your opponents, i fum, iy 1o prove it false, The first
to fry is the ployer 1o your immediote laft. This ployer locks of his ar her carde 1o see if
onz of the fhres cords you just nomed i there. If the ployer does hove one of the cands
nemed, he or she must show if 1o you ond po‘one ke IF the ployer hios more than sae
of the cards nomed, he or she selects just one 1o shew you. If that opponent has none of
the cards thol you named, then the chonce fo prove yoor Suagestion folse posses, in um,
1o the next player on the left. & soon o5 one opponent shows yau ane of the onds that
you named, it is proaf that this cord connot be in the envelope. End your tum by dhecking
off 1h cord i yoor noteboak. [Some ployers find it helaful o mack the istinls of fhe
ployer wha shawed the cord.) If na one s oble fo prove your Supgestion folse, you may
either end your tum ar moke on Accusofion now.

Moking an Accusation

When you think you've figured aut whith theee cords are in the envelage, you may, on
your turn, make an Acousation and nome any three elements you want. First soy,
neowse (Suspect} of committing the erime in the (Locotion] with the [Weapank” Then,
50 M0 one eke cen see, look at the cards in the envelope,

In 0 Suggestion, the Localion you nome mast be the Localion where your foken i, Bt in
an Acousation, you may name cay Locafion.

Remember: You may moke only one Arcusation during o game,

If Your Accusation 1s Incorract

If ony one of the cards hat you named is not inside the Cose File:

* Serretfy return oll thres cords bo the envelope,

* You may make no further moves in the gome, ond therefure, connet win,

» Yfou do confinue to Iry to prave yaur appanents” Suggeslicas false by showing oids
when asked.

* Your apponents may confinue fo mave your teken 1o the various Locations where they
moke Sugnessions.

« I after moking a foke Accusction your token is blacking o door, move if info fhot
Location se thol ather players may ender.

¥inning

ou win the game if your Accusotion is completely correct—ihal ks, if you find in the
ervelope all three of the cards that you nomed, When this happens, take out oll thres
cards and bay them out For everyone 1o see,

Speciol Notes About Suggestions

1. When you make o Suggestion, you may, i you wish, name one o mere of the rords
that you hold in your own hand. You might want to do this o goin infermation or 1o
mitslead your oppanents.

2. You may, if you wish, moks o Suggestion and an Accusafion on the some fum,

3. Yo may moke caly ane Suggestion after entering o porticulor Location. To meke your
nexl Suggestion, you must either enter o different Locotion or, somefime after your newt
frm, re-ealer 1he Locafian that you mast recently lel. You moy net forfeit o fum fa
remain in o porticuler Location. But if you're tropped in o Localion becouse your
appenents ore blocking the doar(s), you must remain there unti o door i unblocked
and you ton move ouf.

4. You moy moke o Suggestion thal includes o Suspect or Weapan that's lreody in your
Leeatlion. In this cose, transferring one o both of thoss items is not necessary. When o
traresfer i necessory, leave the flem(s) in the new location ofter the Suggestion is mods:
5. IF your token wos moved, you may, on your next burn, de one of twa things: Move
fromn the Location in one of the usual ways OR moke o Suggestion for that Locafion. If
you deide 1o moke o Suggestion, do not rall the dice or move your foken,

6. There is no fimit ta the number of Suspects or Weapons thal may be in one Locotion
of cng fime.

T0 ORDER ADDITIOMAL DETECTIVE NOTEPADS
B ordar exira deledsive nolcpods sand o check, mede oul 1o “HPDT, For 51.50 aoch {indudes postaps
oo hondling), to PA0L Bax 700, Frwtucked, R 03362, Allow 8-8 weeks for defivery.

W wil h":['_llPF"fhf'ﬁ“ 5'1.1'r questiens of commesks oboul this gome. Wrile o: Hasheo Games,
Lonmsomer Affoies Depl,, P, Bz 500, Powiockes; R 07887, Tek 3538367025 oll Irea). Conadion
apnemers phema wiita to: Hashre Cosada, 0. Box 267, Siotion A, Longueuil, Boshac 141 3%6.

“THE SIMPSONE" ™ & & 1007 Twensiath I:annu'T Fax Film Corparction. AN Kights Rmarved.
Tha HASBRD ond PARKER BROTHERS nomes and logos ere &0 £ @ 2007 Hoshre,
Fwtutked, Bl 02267, Al Bohts Reerved.
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