Preparation Course of the game End of the game

Itis a good idea to go The youngest player begins. He un- The games ends with the first
through the cards with first- covers the first card for all players to player to have all three costume
time players before playing. see. If the card is a costume that is pic- cards for their wardrobe. He is the
Who will be the first to find There are three costumes in tured in his wardrobe, he may keep winner.
their costumes? each wardrobe which are to the card and lay it next to his

found on the costume cards. wardrobe card. The next player
A memo game for 2 to 4 children There are also three scary- takes his turn.
from 3/, years. pumpkin cargs: .

Scary-pumpkin If a player selects a cos-
L If there are four players, tume which does not hang in his
each child should select a wardrobe card. wardrobe, the card 1s returned face-
down to the table and the next player

If there are only three players then the extra takes his turn.
wardrobe card and the matching costume cards If a pumpkin card is chosen, the player
should be removed from the game as they will not must return one of his costume cards

- be needed. and the pumpkin card face-down to the
Two players can have two wardrobes each although pile on the table. When the card does
for very young players it is better to play with just not belong in his wardrobe, it is re-
one wardrobe each to start with. Spread the costume turned face-down to the pile again and the
cards and the pumpkin cards face-down on the table next player takes his turn.

i reach of all players and mix them.
Game type: Memo game

Players: 2 1o 4 players from 3!/, years
Contents: 4 wardrobe cards, A] m Gf the game
12 costume cards and

The players try to find the three cos-
tumes that hang in their wardrobe. The
game ends when the first player manages to
find all three costumes for their wardrobe.

3 scary-pumpkin cards,
1 instructions
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