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[ OVERVIEW

| You are a group of young detectives and your help is

& needed to solve three mystery cases. You will be
playing cards, one by one, in order to piece together the
full picture of the events and find out what actually
happened.

COMPONENTS e
' i - | .

Ll

A deck of 29 large cards:
e 3 starting cards (7 for each story)

o 24 forest cards
A forest without characters on the side
with the % symbol, and the same
forest with characters on the side
with the ¥ symbol.

e 2 cover cards




AIM OF THE GAME ==

Your goal is to find out what l
actually happened in each of the

3 stories. Every time you will be |
laying out cards that are useful
for solving the current story I
on the table in a 3x3 grid.

As a result, you should have the complete picture of the
events comprised of 9 cards.

Each card has two sides: an empty forest on one side
and the same forest but with characters on the other
side. The starting card is always located in the center.
Every other slot can be filled with 1 of 3 matching cards.

This is how the forest is supposed to look like:

STARTING

CARD

Pay attention to the wide multicolored frame
along the edge of the picture. The frame will
help you lay out the cards correctly. 2



GAME SETUP

@ Take the deck of cards
(green side up) and remove
the top cover card.

@ The next 3 cards are starting cards. Each starting card
has a colored plague with the number of the story and
the corresponding symbol in the top right corner:
& %1 for story #1, @#2 for story #2 and <2z #3 for
story #3. Take the starting card for story & #{l
without looking at its back. Put the other 2 starting
cards back in the box. (Do not look at them too closely
nor flip them!)

You must solve the stories in consecutive order:
first, story #1, then story #2 and, finally, story #3.

© Place the chosen starting card in the middle of the
table question side B up and examine it.

O Take the remaining deck of cards (forest cards) and
place it on the table so that all players can easily
reach it. Then take the top 3 cards from the deck and
place them in a row next to the deck [the side with
the @ symbol facing up), as shown:

@ When you finish reading the rules, turn
to page 9 and read the introduction

to story %1 .




PLAYING THE GAME
The youngest player begins the gamef

Then the game proceeds clockwise. > f = Q

On their turn, the player performs the K

following actions in the order listed below: \;%&

1) The player simultaneously chooses 2 forest cards
from the &4 cards available on the table (including the
top card of the deck) and secretly looks at the side
with the characters (with the € symbol).

he

2 Then the player must either:
Discard both cards (side with the ( symbol ‘f
facing up), if the characters featured in the § - «

story do not appear on either of them and &
neither helps answer the questions. \"‘s

1]}

Add one card to the picture (side with the € symbol
facing up) and discard the other card (side with the
symbol facing up). Always select the card that, in your
opinion, helps answer the questions and unravel the story!

A



You may connect the
cards both orthogonally
and diagonally.

el
u

) When a player adds a card to the picture, you may all
discuss together the events shown on the card.
However, the players may not reveal the information
they glimpsed on the discarded cards until the end of
the game.

Rémember! For bes't re;ultrs, you need to
complete the picture! Aim to pick the cards that
belong in the still empty slots of the picture!

Each card depicts an alternative version of the
events. You may place your card on top of a card
previously added to the picture.

() Once your turn is complete, replenish the row
so that there are once more 3 cards in total
next to the deck.

After each turn, discuss
the new developments and |
make your guesses as to what §
actually happened. i




END OF THE GAME

Keep laying down forest cards until you are able to
answer all the questions or until you deplete the deck
of forest cards (as well as the row of cards next to it).
You may choose to stop and finish the game at any
moment if you believe you have successfully solved
the story.

Finished the game? Now let each player, starting with
the youngest, tell about one or several characters
from the final picture. Discuss what you heard and
saw, including the information on the discarded cards
(however, you still cannot go through the discard pile).
Then answer the questions for this particular story.

Once you agree on a solution,
turn to the booklet page with the answers:
Page 10 for story G&Z3D,
Page 12 for story D, e TEed
Page 14 for story GETS). f(&'_._‘- i s 3
o

PNEW GAME Mz
If you wish to solve the next story, reassemble all forest
cards back in a pile (side with the % symbol facing up),
shuffle them and carry out the setup following the
same rules, but this time take the starting card for the
next story and turn to page 11 and page 13 respectively
to_read the introduction to story {27 and story

& -5



RESETTING THE GAME

After completing all three stories, you may lend
the game to your friends, but first you need to restore
the game. To do this, perform the next steps in the
following order:

1 Place the bottom cover card (side with the (9 symbol
facing up) at the bottom of the deck.

2 Rearrange the forest cards in a pile
(side with the & symbol facing up) and place
it on top of the bottom cover card.

3 Put the starting cards in a pile in order from 1to 3
(side with the @ symbol facing up) and place
it on top of the forest cards.

4 Pput the top cover card on top of the deck
(side with the € symbol facing up).

All set!




C \
-C The following pages
contain introductions to the stories.
' Read only the introduetion to the story
| you are currently trying to solve and
\_do not turn to the next page unless
you are ingtructed to do so!




STORY #1... o

in which Chrigtopher and the donkey
throw a costume party

- DO NOT TURN TO THE NEXT PAGE
\ UNTIL YOU ANSWER THE QUESTIONS. J

“What _sor}tl}ztfl ;l::}';’;oes Christopher and the
er 2... 1n Whi H
vfglltl)axf; and gets into a tight place) f:gggi\?ﬂge: Igfedq I}:;::g
to throw a costume party and invite all of
their friends. Christopher drew a poster announcing
the party, and the donkey put it up in the Plush forest
for all its habitants to see. The tiger, the owl and the
rabbit liked this idea so much that they immediately
started on their costumes. At long last, four donkeys
arrived at the costume party! How come?

Piece together the picture of the events and

answer the following questions:

© Which of the four donkeys at the cogtume
party s the real one?

© Which donkey costume did each of the
friends wear?

e
ONCE YOU FINISH PLAYING AND
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ANSWER ALL THE QUESTIONS, L

FLIP THE STARTING CARD —
SOLUTION SIDE H UP AND EXAMINE
THE IMAGE ON THE BACK. THEN TURN TO
THE NEXT PAGE TO READ THE ANSWERS.




TURN THE BOOKLET UPSIDE
DOWN TO FIND OUT WHAT
ACTUALLY HAPPENED.
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STORY #2... 2

" in which the bear brings sweet
treats for the tea party

\ DO NOT TURN TO THE NEXT PAGE
. UNTIL YOU ANSWER THE QUESTIONS. J

It's very, very funny, What's a costume
'C°s‘k“"’.w“('fdlsafae::’ney' party without tea?
Cosithaca ' Christopher asked

Saying HUNNY, d
A golopgous full-up pot too, the bear to bring
Anddon't know where it's G:;:"_' a few pots of treats
No,ldonu:ll‘lm:’tﬁ‘::;_ts g for the tea party
(Chapter 5 in which Pooh goes because the bear
yisiting and gets intoa tight place) is o real dessert

connoisseur!

Piece together the picture of the events and
answer the following questions:

© How many pots did the bear manage

to bring to the tea party?
© How many of the pots were empty and why?
© What was in the other potse?

e
ONCE YOU FINISH PLAYING AND
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ANSWER ALL THE QUESTIONS, L
FLIP THE STARTING CARD —
SOLUTION SIDE H UP AND EXAMINE
THE IMAGE ON THE BACK. THEN TURN TO
THE NEXT PAGE TO READ THE ANSWERS.




TURN THE BOOKLET UPSIDE
DOWN TO FIND OUT WHAT
ACTUALLY HAPPENED.

"(u0qqu anjq 3y} ynm) wel hasagmesys
yHm pa))4 tod 3uo pue (uoqqu 4ajoIn
3y} yum) hauoy ypm pajpy yod auo (uogqu
apym ay} ypm) jod Ardwa suo :Ayaed
€3} 3y} 04 530d ¢ 1ybnouq Jeaq ay; ‘pua
3y} u) "wef hasagmedys ynm yod pandwa ayy
pa)|i} 4a4&] pue uoqqu anjq ays yum yod ay}
wouy Aisuoy ay} uo paxoeus ay uay) “pualdy
514 0} uoqqu mojahi ayy yum jod ayy anebd
Jeaq ay) -aaJ} Jeo abue| e Jo mojjoy ay}
O}u) }U3U09 5} padwnp pue uoqqiJ aym
3y} yum jod ayy heme pabbe.p saaq ay}
‘pajoeaysip sem aeaq ay} 3|y "pJeh aaq
ay} y& hauoy ypim (uoqqui an|q & ypm auo
pue uoqqu 3pYm € ypm auo) s3od omy pajpi
3 "s393ams yym jod auo pue sjod iydwa
334y} 3WIO0Y WOJ4 WIY Y}1m Y00} Je3q 3y )

>

g/ E“"“:"‘“‘-—) T
q — (Z v

-




N

STORY #3.. g 4
44N inwhich the forest friends % F )
rﬁ._gi hunt for a heffalump
DO NOT TURN TO THE NEXT PAGE
UNTIL YOU ANSWER THE QUESTIONS. j

“Help, help!" cried Piglet, The frightened piglet,
" Heffalump, a Horrible p the mother kangaroo
Heffalump!” and he scampered off SRR ATTSTRVATRTI
as hard as he could, still CTVING  Ee RGN IS TN ANAFYY

" Herrible .
Hoﬁgiu,ln{;}%ml%;l Tl started talking over
Hellerump!” And he didn't stop each other, trying to
crying and scamperit}g'untll he tell him that a terrible
got to Christopher Robin's house.” Bc[aleR{ole[gVNo=Vi{e][V]gq]e}
(Chapter 5... in which Piglet meets lived in their forest.
a heffalump) And maybe even
more than one!

Piece together the picture of the evente and
answer the following questions:

© Who or what were the mother kangaroo, the
baby kangaroo and the piglet o scared of?

© Are there any real heffalumps in the forest?
And if o, how many?

L] ONCE YOU FINISH PLAYING AND ﬁ\ﬁ
ANSWER ALL THE QUESTIONS, [
FLIP THE STARTING CARD ..
SOLUTION SIDE H UP AND EXAMINE

THE IMAGE ON THE BACK. THEN TURN TO
THE NEXT PAGE TO READ THE ANSWERS.

13



TURN THE BOOKLET UPSIDE
DOWN TO FIND OUT WHAT c 1
ACTUALLY HAPPENED. 3 <
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| omes. o= W 4.
IF YOU LIKED THE STORIES, TRY TO SOLVE THESE
TRICKIER CASES FROM THE FAMILY RANGE' .

"5 Recreata the events S
piece by piece and find
out what happened!
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