' USING THE SLEUTHING SHEETS

Enter your initials in the first column,

QUTLL r| nﬂ PL |.EE e

wssEMEANOR | |
T IYOR MOTIVE

T CHESTER MINUTE | X

_PRIVATE MATTERS |
SHIRLEY KNOTT-MEE |

As other players reveal
cards to you, record the

' evidence received below
the other players' initials.

DINING CAR |
TBATHROOM |
— coucwerie | X

~ ONAWHM
"UNREQUITED LOYE_

T PERSONAL *E'N_| o

CRIME OF PASSION |

BITTER REVENGE |
e v
BJORN LOSER

Record the other players”initials
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Enter a cross for each of
the cards you have been
dealt in your hand. When
you collect additional
cards note them too.
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CONTENTS

Oriental Express Game Board (Ower 150cm Long) in & Seclions,
Sleuth Characier Playing Pieces, Evidence Card Deck, Sleuth Card,
Sleuthing Sheets, Pencils, Die.

OBJECT OF THE GAME

Skulduggery is afoot aboard the Oriental Express! A serious crime has been
committed but fortunately a group of famous detectives is on board and can
offer their assistance. The object of the game is o play the part of a sleuth as you
race to solve the murder, ruling out suspects and revealing who did the dastardly
deed, to whom, with what, why and where!
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BEFORE YOU START

Join together the six parts of the Oriental Express playing board by interlacking
the pieces in the correct order from 1- 6. If space is available, link in one long
row:; alternatively link in a semi-circle or place side by side.

Provide each player with a Sleuthing Sheet and a pencil. Each player chooses
their own sleuth character playing piece, links the two parts together and places
it on the train. Arrange the pieces so that no two sleuths start the game in the
same carriage.

Sort the Evidence Cards into their five colour-coded categories and shuffle
each pile separately. Secretly remove one card from each category and,
keeping them hidden, put these five cards aside, covered by the Sleuth Card.

Using the remaining Evidence Cards, deal one card from each category fo each
player. Make a note of the cards in your hand on your Sleuthing Sheet, keeping
the information secret from all the other players. If fewer than six players are
taking part, place all left-over Evidence Cards face-down on their appropriate
category locations on the train: these will be collected as the game progresses
50 you may end up with more than one card of each category in your hand.

MOTIVES
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PLAYING THE GAME

The crime is solved by discovering which Evidence Cards have been removed
from play: these Murder Cards will reveal The Suspect; The Victim; The Weapen;
The Motive and The Locatfion involved.,

The youngest player starts by rolling the die and moving their sleuth character to
the location on the board carresponding to the number thrown - for example,
1= Suspects (the steam engine). If fewer than six players are taking part, the
player takes the top card from that location and adds it to their hand, noting the
details on their Sleuthing Sheet.

PERSONAL

If one or more of the other sleuths is/are already present at this location then the
player taking the turn may also interrogate one of these players, asking them fo
reveal information from their hands as follows:

The interrogated player holds out, face-down, all Evidence Cards in their hand
of the type applicable 1o their location (Suspects, in the example above) and
presents them to the interrogating sleuth. The interrogating sleuth selects a card,
secretly looks at it and returns it to its owner, recording the information on their
Sleuthing Sheet.

If no cards for a location remain fo be collected and no sleuths are present at
the location then the player taking the turn may choose any one of the other
sleuths o show them a card of the location's type. As before, the card(s) of the
requested category is/are offered face-down to the interrogator for one to
be selected.

If a player throws a six they go immediately to the Guard's Van. If any other
sleuths are already present, they can ask one of them to show a card of any
category that the interrogating sleuth chooses. The cards are again oftered
face-down to the interrogator for one to be selected as before. If the Guard's
Van Is empty the player can choose any one of the other players and request to
see a card from any preferred category.

As the game progresses, information will be gathered about the cards in play
and the identity of the missing Murder Cards hidden beneath the Sleuth Card
will gradually be revealed.

Any player can choose to guess the solution to the crime at any time, revealing
to the other players which cards they believe hold the key o the murder.
Having made their accusation, they may secretly look at the set of Murder Cards
under the Sleuth Card and compare them to their answers. If the guess is correct,
they win the game. If, however, they are wrong then they must reveal their
Evidence Cards to the other players and drop out of the game!

Play continues in this way until one successful sleuth manages to solve the crimel




