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SET IT UP

Pldce all 6 tokens on their named spaces around the gameboard.
All tokens must be on the gameboard, even if there aren't 6 players.
Choose your character.

Place all the weapons in separate, random rooms.

Separate the 9 clue cards from the other cards. Shuffle the clue card de
and leave it face down by the gameboard.

Separate the other cards into 3 decks: characters, weapons, and f00
Shuffle each deck and place it face down.

Take the top card from each deck and slip them carefully into the caseyf
SO NO one sees.

The envelope now contains 3 cards that answer the questions:
Who did it? With which weapon? Where?

This is the murder mystery you need to solve! |
Leave the envelope in the center of the gameboard, on the cellar stairs

Shuffle the remaining character, weapon, and room cards together
all out among the players.
It doesn’t matter if some players have more cards than others.

Secretly Iook at 'your
your sheet.
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e @ suggestion if you reach a room or are in a room.
ggestions help youﬁgure out the 3 cards in the envelope!

I your token is in a room, make a suggestion for who did it an
that room.

Say | suggest it was [a character], with [a weapon], in [the roo
are in].”
— Move the suspect character and weapon into the room as you
your suggestion.

The player to your left secretly shows you one card from your su
~ ifthey have one. ‘

If they have more than one, they choose which one to show you.

' If they don't have a card, they saJ/ so and the next player secretly ;
- acard from your suggestion. And so on.

o |fno one has a card, that's fine.

Remember you must be in the room of on{ suggestion you make. Chd-f‘,
info rooms are not refurned fo the original place.

 Mark your sheet.

‘What the other players show you—or do
 suspects, eapbin, and rooms from yo
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REFERENCE SECTION /

ING SUGGESTIONS
 In order to find out who did it, with what, and where, make suggestic

- suggestions and the cards players show you will allow you to cross o
weapons, and rooms from your sheet. .

* To make a suggestion, say out loud who you suggest did it, with what
and where.
* lef's say you're Miss Scarlett and you go into the lounge.

You can say, for example, I suggest it was Mr. Green, with the rop
the lounge.”

Move the green character foken and the rope into the lounge.
You must be in the room that you are using in your suggestion.

Note: Weapons and characters called to rooms are not returned to the

place. There is no limit to the number of suspects and weapons !
be in a room. '

If you're playing as a suspect that is moved into a
have to stay where you are. You may use your next turn fo
roll, or make a suggestion in that room.

~ THE PROCESS OF ELIMINATION

When you mq‘l{e a suggestion, the of rpgye
only you) a card from their hand if t ve ol

we pon, or room. T'n‘ii:s,fé
sted, that's great. Mark y
after making a sugge
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Miss Scarlett has always been beautiful, but
recently also seems cord-hearred. Boddy and
Scarlett had grown up together and been in
all sorts of trouble over the years. As they
got older though, their friendship became
strained. Boddy suspected Scarlett had
been influencing Sir Hugh's investments. In
receiving her invitation to Tudor Mansion,
Scarlett assumed all was forgiven. ..

As a suave con man, Green has fronted as a
prince, a pilot, a doctor, and an atforney. After
years on the scam, trouble has finally caught
up with him and forced him into hiding—
as a reverend. Thinking that Sir Hugh was
the only man to know his true identity, he is
immediately concerned when he receives an
invitation from Boddy. Determined to keep
his secrets safe, Green accepfs. . .
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To the outside world, he is a hero. Colonel
Mustard is a highly decorated, successful,
and popular officer. However, behind his
medals of honor are rumors of black market
deals and treason; rumors he’s been payin
someone to keep secret for too long. N\usmrg
suspects Boddy of being his blackmailer, and
eagerly travels to Tudor Mansion to search
for evidence. ..

An
PROF. PLUM

Fearlessly tracking down desert tombs,
ancient statues, ang lost cities, Professor Plum
is an archaeologist with a thirst for adventure.
Sir Hugh financed all his expeditions, until a
huge gisugreement ended their partnership.
With no excavations on the horizon, Plum
was bored. Boddy’s invitation, when it came,
filled him with hope. He was first to arrive at
the party. ..
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Her exact age is unknown, and that's just one
of Mrs. Peacock’s secrefs. Peacock rocketed
from  smalltown gl to well-connected
socialite. Little is known of her three
husbands, other than they all died suddenly.
Sir Hugh met his end just before becoming
her fourth. Peacock has called in many favors
fo %et this invitation to Boddy's party. What's
on her mind: marriage or murder. . .?

ORCHID

DR.

Adopted as a teenager by Boddy, Orchid
was privately schooled in Switzerland
until her expulsion following a nearfatal
daffodil poisoning incident. She was then
homeschooled by the old housekeeper,
Mrs. White. Orchid decided biology
was her future and, while researchin
her PhD in plant toxicology, uneorfheg
a plant of incredible medicinal properties;
a discovery she wanted to share with no
one—especially her adoptive father. . .
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