AND MORIARTY'S WER

<2 INSTRUCTIONS &&

“He 1s the organizer of half that is evil and of nearly all that is undetected in thuis great city.
He s a genius, a philosopher; an abstract thinker... He sits motionless, like a spider in the center of

us web, but that web has a thousand radiations, and he knows well every quiver of each of them.”

— Memoirs of Sherlock Holmes, Sir Arthur Conan Doyle

1-6 Players /12 +
T



“I'm afraid I rather give myself away when I explain.”
° Watch our How-To-Play Vldeos at SherlockHolmesandMomartys Web .com :

; | OBJECT OF THE GAME

3 "With the help of the other players, link all of London’s unsolved crimes back to

Moriarty. You all win (or lose) together.

: GAME INCLUDES

6 Game Pieces
12 Crime Tiles
45 Moriarty Cards
1 Moriarty Tile
39 Evidence Tiles
(100 Location Tiles)
( Clue Tiles)
(4 Informant Tiles) -
(8 Witness Tiles)

SET UP ,

“Things must be done decent[y and in order.”-

Ty Separate the tiles by shape. Make face down pllCS for the Wltness Locatlon
Clue, Crime and Informant Tiles.

D Set the Moriarty Deck off to one;side (face down).

2 For three to six players, decide ‘which character to play; then take that
character’s card and matching piece. (See “Game Variants” for 1 and 2
Player rules.)
HINT - Sherlock Holmes is a good choice for the least experienced player.
Mrs. Hudson is a good choice for the most experienced player.

2 Each player draws a Clue Tile, then puts their game piece on top of it.

B Put the black Moriarty tile in the center of the table.

6. Draw one Crime Tile per player (e.g. a five player game means five crime tiles).
a. Draw one extra crime tile to play the Advanced Game (an advanced

five player game starts with six Crime Tiles).
7 Choose a player to go first.
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e play the game fér the game’s own sake.”

\

Players take individual turns, and turn order goes clockwise. On your turn:

L. Draw two tiles from any one of the Evidence Tile stacks (either the Clﬁe,
Witness, Informant or Location stack - your choice).
a. Decide which of the Evidence Tiles you want to add to the case on the
" table. Put the other at the bottom of the stack it came from.
b. You can connect a new Evidence Tile to an existing Evidence Tile when:
o The patterns on the borders match.
L You have a playing piece on top of the tile you want to connect to.
1il. The new tile fits in the space available.
c. . Ewidence Tiles that are not connected to anything are called Orphans.
Crime cards are not Orphans:
2. Move your game piece. On your turn, you get two moves.
a. You can move from one tile to any other tile, as long as there is a path |
' connecting them. This counts as a single move. '
b You can attach new tiles to the tiles you start and end your moves on.
1, You can connect new tiles, existing tiles, tiles that already connect

" - to the board, and orphans. Everything is fair game.




3 When you have finished moving your game piece and rearranging the board,
draw Moriarty cards.
a. Count the unsolved Crime Tiles on the table. Draw that many Moriarty
Cards. (Do not count Crime Tiles that have already been connected to
Moriarty, or face down tiles in the Crime stack.)
b. Read the, Moriarty Cards, do as they say.
i. ., When.Moriatty removes an Evidence Tile, place it at the bottom

:

e P of the Evidence Tile pile it came from.

S i After you have played a Moriarty Card, place it face up in the
g discard pile. If you get to the end of the Moriarty Deck, reshuffle
o ‘ ; the deck and resume play as usual.
KIDNAPPED BY MORIARTY

Ligans ' “There is not/zmg more stimulating t/zan a case where- everyt/zmg goes agamst you.”
S

lr” % If the tile your game plece is on gets removed, you are con51dered kldnapped
o Immedlately move your game piece to the Moriarty Tile.
AL While you are kidnapped, you can flip over. EV1dence Tiles and play X

Mor1arty cards. Nothing else. .
D . Two game pieces on a single tile protect it. In that case, ,Mofiarty is not able
to remove it. L5
A . In order to Rescue someone from Moriarty, an un-captured player must move

their game piece to Moriarty’s tile, and then leave - taking the captured
playing piece(s) with him. But be warned - this will take up both your
movements. ‘

<k 1P a,ll' players are kidnapped by Moriarty at the same time, Morlarty wins.

)
SOLVING A CRIME
« “Data! Data! Data! I can’t make bricks without clay.”

Crimes are solved when two (or more)
Evidence Tiles create an unbroken path
between the Crime Tile and the Moriarty
Tile. Solved Crimes become unsolved

cccc

again if Moriarty disrupts the path.
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WINNING AND LOSING THE GAME
Any truth is better than indefinite doubt.”

The game is won the second there are no unsolved crimes left in play.

If a Moriarty ‘Crime!” Card is drawn, but all the Crime Tiles are already in play, the
game is lost and Moriarty has triumphed.

GAME VARIANTS

“[ trust that age doth not wither nor custom stale my infinite variety.”
g 1y

1 Player Game
Because this game is cooperative, it works well as a solitaire game or story-generating
exercise. We recommend playing with either three or four characters.

2 Player Game ‘
In a two player game, select a third character (we recommend Mrs. Hudson) to be a

“communal” piece you both play together If the two players cannot agree on how to
move the communal piece, its turn isskipped. Bl o S

e

STRATEGY HINTS = . —
“You know my methods. Apply them.”

. Always pick Location Tlles untll you geta bl'ack bordered tile that coniects to
Moriarty. Only Location Tlles connect to Morlarty (You have to: Catch h1m S
the scene of the crime to win.) : ‘ ' s

. Only Witness and Clue Tiles connect to Crime Tiles. : _
. Informant Tiles don’t connect to the Moriarty Tile or to Crime Tlles but they
will connect any Evidence Tile to any other Evidence Tile. All Informant Tiles
are alike.
. Moriarty removes Witness tiles more often than he removes Clue Tiles.
Witnesses are always more vulnerable, but they solve more crimes.
. Consider giving either Watson or Lestrade the first move, since they have the
best early-game abilities. 3
. Every turn Holmes takes is an opportunity to rearrange the entire board.
208
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CHARACTERS’ SPECIAL ABILITIES

« “Mediocrity knows nothing higher than itself but talent instantly recognizes genius.”

Sherlock Holmes - Moves an unlimited number of
times per turn. (Not just twice.)

Doctor Watson - Protects two adjacent tiles. At the

end of his turn, his playing piece straddles the tile he
ended his turn on, and any single tile connecting to it.
He protects both by himself, and neither can be

removed by Moriarty.

Mycroft Holmes - Draws Moriarty Cards at the
beginning of his turn, but plays them at the end. If
Mycroft solves any crimes during his turn, he can
disregard the Moriarty Cards those crimes would have
required. Say Mycroft draws five Moriarty Cards, then
solves two crimes. He decides which three Moriarty cards
he actually has to play, and puts the other two at the .
bottom of the Moriarty Deck. v g -
Inspector Lestrade - As his movement, he can jump to - -

any tile in play — whether it is connected to the tile he ey
started on or not. (This includes orphans and the : ‘;‘
Moriarty tile). y

Irene Adler - Looks at the top tile in each pile before
deciding which pile to draw two tiles from (She can show

the tiles to the other players, but after her turn is over the :'
other players are not allowed to peek.) :
Mrs. Hudson - Assumes the power of any other

character by announcing who she wants to be at the
beginning of her turn. If a character is kidnapped, she

can still use their power. However, she cannot use the

powér of a character who is not playing.
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