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Je pense que c’était…

La poule







dans la classe
Le chocolatier





dans la cantine
Le canard



(


dans la cuisine

L’agneau







dans la forêt

Nounours






dans l’atelier

Le chasseur






dans la chocolaterie
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Avec

Un ruban
Une cloche
Un œuf en chocolat
Un panier
Une cuillère

Du papier aluminium
Easter Cluedo - Rules
Detective Notes 

The Easter Rabbit was - found dead on Saturday evening at approximately 8.45pm. The body was found on a spot marked "X". Miss D’AVERSA found the body. Apparently, her screams were heard in the village nearby! 

Cause of death has yet to be determined, but there are several likely objects around the house that could have been used: 

· A ribbon

· Chocolate eggs

· A basket

· A wooden spoon

· A Bell

· Aluminium wrapping paper

Chief suspects have to be the guests who are here for the weekend. They are: 

1. The Easter Chicken

2. Teddy (bear)

3. The Easter Duck

4. The chocolate maker

5. The Easter Lamb

6. A hunter

All seem anxious to talk! 
Location:

1. classroom

2. canteen

3. wood shop

4. kitchen

5. chocolate factory

6. forest
  
  

How to solve the mystery
At the beginning of the game, a character, weapon and room card will be placed secretly into the murder envelope. 

To solve the mystery you must find out… 

Who committed the crime; 

What was the weapon used; and 

In which room the crime was committed. 

(The three cards in the envelope will reveal the answers.) 

You will be dealt some card. (Don't let the other players see these cards!) You can immediately eliminate these characters, rooms and weapons from your investigation. 

During the game, move from room to room to make your enquiries. Once inside a room, make a "suggestion" on your turn by calling a character and a weapon into the room. You can then question your fellow players as, one by one, you ask them to reveal if they have a card that matches the room you're in or the character and weapon you've named in your suggestion. Your turn ends when one of these is matched by another player's card. Keep note of your findings and carry on playing. 

By clever deduction, you'll eventually be ready to make an accusation. Will you be first to reveal the answer to the mystery? 
  
  

The Investigation 

Each detective must have a set of 3 cards and a detective notebook sheet.

PLAYING DETECTIVES 

1. Choose the playing piece which is closest to you on the board to be your character. You will move this character around the board. 

2. Each player rolls one die. The highest number goes first. Play then continues clockwise. 

3. On your turn - roll both dice and move that number of spaces around the board. 

Entering a room 

When you enter a room, you can immediately make a suggestion. You do this by calling into the room any character or weapon involved in you deduction. 

For example, you enter the classroom and call in The Hunter and the wooden spoon. Now make your suggestion - "I suggest it was The hunter, in the classroom, with the wooden spoon". 

Hint: A player's piece may remain in the same room for as many turns as it takes to eliminate that room from the investigation. 

Answering a suggestion 

If the player to your right makes a suggestion, and you have at least one of the cards mentioned, you must show one of these cards secretly to this player. 

If you don't have any, the enquiry passes to the next player and so on, until one of the cards has been shown to the player making the suggestion. 

At certain times in the game, particularly near the end, it is possible that none of the players will have any of the cards mentioned in the suggestion. 

Making your deductions 

Before you make a suggestion you must be clear about what information you want to obtain. Are you trying to find the culprit? Do you want to eliminate a room or are you searching to find the murder weapons? 

If you search for general clues you may want to mention those characters, rooms and weapons that you don't hold in your hand! 

If on the other hand, you are trying to eliminate a specific character, you could include in you suggestion a weapon card and a room card that you hold in your hand. If nobody has the character you name, you can safely assume that this is in the murder envelope and the character in your suggestion is therefore the murderer. If another player shows you the character card, eliminate this character from you investigation by crossing the name from your list of suspects in your Detective Notebook. 
  
  

The Accusation 

MEANS, MOTIVE, OPPORTUNITY! 

Keep moving you playing piece around the board, making suggestions when you enter rooms, until you think you know the answer to the three questions: 

Who committed the crime? 

What was the weapon used? and 

In which room the crime was committed? 

Having made a suggestion, you can in the same turn, make an accusation. 

To make an accusation, write down the answer to the three questions in your Detective Notebook. You must be sure, as you can only make one accusation in the game. 

Once you have written down the answers, look in the envelope to confirm you suspicions. 

If you are correct 

Reveal the three cards to the other players and declare yourself "Super Slueth". 

If you make a wrong accusation 

Replace the three cards in the envelope, making sure none of the other players sees the murder cards. You must remain in the game to answer the other players' suggestions. You can't make another suggestion or accusation. 
  
 

