Take allthe cards marked with a §p
out of the gama (3x orange cands and
12x white camds).

&9 rds are only for the advancad
24 player game.

Giwe each player a set of 12 case
fila cands.

Each sat is marked in the cormerwith a
L @ i or . Make sure all cards in
a sat hawe the same symbal.
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Everyone starts with the same case file
card items.

Put aside any spare sats.
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Aim of the Game

It’s all the intrigue of Clue™,
in minutes!

Use your detective skills to solve the
mystery and make an accusation —
whao did it, with what and where!

CRIME SGENE — DO NOT CROSS

| ———

The first person to solve
the crime wins!

€ The Crime

ﬂ' Separate the orange evidenca cards into 3 piles
[zuspects, waapons and locations), Shuifle
each pile, keaping them facedowmn.

ﬂ' With ot lookimg, place one card from each pile
facadown in the midd ke, Cower it with the crime

cand. This is the crime, and etays sacret until
someone makes an accusation.

Contents

* | crime card

* qgels of 12 whit
# J ramindar rule
* § character profile cards

CRIME SCENE - DO NOT CROSS

Extra cards for the advanced gamea
|marh-ad wiith a == :|

= 12 white c
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INNOCENT!

Shuffle the rest of the evidence cards togethar
Deal them out facedown so0 evaryonae has an
equal number. Spare cards go faceup in tha
middle, for all 1o sae

Lok at wour own case file cards and ewidance
cards (including any faceup in the middla). Ary
evidence cards you can sea are innocant — thay
can't be undermeath the crime eard.

Secretly put any case file cards that maich the
ewidence cands you can see faced mam in a pile -
this is your "innocent pile”.

GUILTY!

Eeap your evidencs cards im your
hamd at all times.
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Keep all your cards
hidden from other
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Played Clue™ before?
This game is similar.

Find out what's under the

crime card (who did it, =2
with what and whare] by asking

players questions. Every ime a player
shows you an evidence card, you know
it's not under the crime card. Put its
matching case file card from your
hand onto yourinnocent pile —

this is like crossing things out on

a Clua™ notepad.

Time to start investigating!
Decide who goas first.
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&) Player Asking
® |pok at your cards. Ask the plager toyour left

5 How to Play
On Your Turn

about any tweo items you think might hawe baen
inwolwed inthe crime

You can ask about different itam types like
"Scarlet and the mpe", or the same type like
"the rope or the cand estick". Ses the example

&) Player Answering
® Whan a playar as ks you a quastion, chadk the

orange evidemce cards in your hand.

# [lo you have one of the evidence cands thay
asked about? Show it to the askar and no ona
glsa. Be hanast! f you lie, tha gama won't work!

® [lo you hawe both the evidence c@rds they asked
about? Choces only one of thesa cards to show
the askar (without mvealing that you hawe both).

€) Player Asking

#® [ the first plager on your left @n't help you, ask

the next player the same question. Keep asking
until someone shows you an evidence card, or
until you've asked evaryone

If nabody haz any of the evidence cards you
asked about, you know that one or both of these
piscas of awidanca is under the crime card. Sea
Tips amnd Tactics for details.

mey heve been Inoked In the

| sugpect Seariet and the mope
Crme Can you help me?
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®* [f you have none of the evidence cards,
say "No, | can't help you."

Onca you'we seen an evidence card, you know
it's not under the crime card — it's innocent.
Fut its metehing case file card faced own anto
your innocent pila.

Unsure of a card's innocence?

Keap it in your hand.

Yowr burm s ower. Now the player on your left
asks a quastion.

Keep playing like this until you think you've figured out who did i, with what and whara.

Ready to accusa? See How 1o Accusa.

Pay atiention even when it's not your twm. You could leam vital clues.

Tips and Tactics

#® Whean you'ra 100%: sure a pisce of evidence
was involvad, get rid of all other cards of that
typa. For example, if you're sure the knife was
involwed, putallthe other weapon case fila
cards facedown onto your innocant pile.

#® Bluff by asking about one evidence card you
D hawe and one you don 't
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#® Remember which players hawe saen your
ewidence cards so that you reveal the least
amount of infarmation possibla.

#® Apcusa bafom you hawe all the evidence if you
think someone elsa might get there befors
you — but wait for your turn to do this!

On your next turn, =y youwant o
accuse, and lay the three case file cands you think
ware imvolved facedewn on the table (separata to
your innocant: pile).

{your al:::uun:ﬂl'm, wihat, whers
Ask If anyone else wants to accuse.

Is it only you accusing?

#® Pgek gt the cards under the crime card
{don't show anyone alsal).

If the 3 cards under the crime card match
your accusation, you win! Turn over the
crime card and your casa file cards to
prowa it

If your cands don't match, you losal Cthar

playars kaep playing. You @n no longer ask
questions or accuse, but you must fruthful by

answer questions when asked.

More than one person accusing?

Eweryone must do the sama,

#® [ecide whowas first, second, thind or
last to acousa. All players put their three
accusation case file camrds facedown
Everyona eady? Turn your accusations
facaup at the same time.

Acceser #1: Turn ower the cards under
the crime card. If they match your
aceusation, you win!

Accazer #1 didm't win? The naxt plyar

{in order of who was second, third or last 1o
accuse) with a matching accusation wins.

If nobody wins, tha criminal has outwitied
you all. Go back to detective szhool |

Advanced Game for
Top Detectives

(2-4 Players)

Think you're ready
for a bigger casa?

Add in the &3 cards. Now
thare'll ba 1 extra weapon
and 2 extra locations to
ask questions about.

Setup is the same

as before except

#® Each player now gets a
sat of 15 case file cards
(G suspects, & locations,
4 weapons).

#® Thera are now 3 extra orange evidence
cards that could b innocant or guity (pistal,
Iwing room, hall).

Azk questions and accuse

as before except

® |fit's just 2 of you plaging, when one of
you accuses, the other player must do
the sama.

hasbrogames.com
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