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L L+t's storytelling time and YOU weave
the talel Each player tokes turns
contributing 10 a story, using the

Story Cords they are dealt as
inspiration. Then, after creating a
unique tale, players test their
memories by recalling the story, ond
the player who remembers the most
wins! Your imagination’s the limit ond
possibilities are endless..so get
reody to get sily!
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OBJECT
Get creative and tell a unique tale using the Cards as inspiration
mfmwmammwmci@mm&m

52 Story Cards
Story Board: 3 Pieces
4 Character Story Starters: Mermaid, Dragon, Pirate and Martian




wﬁta}:ﬁ wiEr the mideIe pilec:e.
SETUP S S
1 Decide if you want to
play a short or along

me. Your dame
—can be
53
Boare

To extend the Ieng

th of your game, add one or both of the extension pieces
to the mid

le piece by snapping on the matching-colored tabs.
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2. There are four Character Story Starters in the game that will act
as the muses in your imaginative tale. They can be main characters or
Just funny sidekicks.It’s up to youl Each Character has associated

Story Cards: =

icons on the
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3 h there are four Characters, only ONE will be used per game.
At the beginning of the game, the youngest player should choose a
Character Set it to the side of the Story Board and let it inspire you
at any point in your silly storyl HINT: Each time you play, choose a
different Character to vary the stories. Let kids tal eturr\scho?;r:r;
You can also put all of the Characters in the box, close your eyes,
pick a Character randomly

4 Shuffle the Story Cards and deal TWO to each player. Place the
remaining Story Cands facedown in a Draw Pile near the Story Board.

LET's PLAY! SToRY RoUND

During the Story Round, all players create and share their silly
storyngogethen Have fun and let your imagination ron freel

1. The youndest player goes first and play continues clockwise.

2. On your turn, draw a Story Card; you should always have three
Cards in your hand at the beginning of each torn

3. Choose any one of your three Cards and place it faceup on the
Story Board starting on the space furthest to one end. As you
place the Card on the Board, bedin a story by including the object
on the Card. You may also include the Character Story Starter in
your tale if you wish.
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EXAMPLE: Let's say the Character is the Mermaid and you have the Card
showing a drenched cat; you might want to start your silly story by saying
"Once vpon a time there was a cat that was so encharited by tKe beautiful
Mermaid that he jumped in the lake after her, getting himself soaking wet..”

4 Going clockwise, the next player repeats the previous story for all of the
Cards played up to that point. The retelling doesn't have to be word-for-
word, but it must include the basic elements of the story, especially the
objects on the Cards and the Character's involvement. That player then
plays a Card that MATCHES THE SAME COLOR OR ICON as the last
Card played, and continues the tale based on the object on that Card

EXAMPLE: If the next player plays the Card showing a wand, they can say:
“The lovesick cat got all wet when he Jumped in the Iaie after the beautiful
Mermaid...so the Mermaid waved her magic wand and the cat suddenly
sprouted flippersl’

NOTE: Some Story Cards have multiple colors; these are Wild Cards that can
be matched with any other color

5.1 it is your turn and you do not have a Card that matches the color or
icon of the last Card played, you may discard ONE Card and draw a
replacement from the Draw Pile. If you draw a Card that is a match,
then play it. If it is not a match, your turn is over

6. Players continue taking turns contributing to the silly story uritil the Story
Board is full at which point the Story Round is over and the Memory Round
begins.




MEMORY RoUND

@ Remember Cards

The Memory Round is all about remembering what the Cards are. The
mww&pmmmmﬂmmmmorﬁ},

1 The player who placed the final Card in the Story Round flips all of the
Cards over so that they are facedown

2. Turn order continues uninterrupted so that the next player is the first one
to do in the Memory Round.

3 If it is your turn, try to duess the imagde that is on the first Story Card
that was played. You don't have to retell the story, but that may help you to
remember the object, character, place or action shown

4 Make your guess out loud, then peek at the Card to see if you are correct.
Onlly you should look at the Card during your turn.

« I you guess correctly, take the Card and place it faceup in front of you.

« T you guess incorrectly, return the Card facedown to its place on the
Story Board so the next player can try to duess it

5. Players take torns guessing uritil all of the Story Cards have been removed
from the Story Board in the order that they were originally played
6.Now count your Cards. The player who has remembered the most Cards wins|
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IF YOU TIE: Teed players should courtt their Cards that have the icon
represeriting the Character used in that game. The player with the most
wing]

@RememberCardsm‘thaTwist

1 Asin Level I when the Story Round is over; the player who placed the
final Card flips all of the Cards facedown However, in this level, that

layer then switches the placement of any TWO Cards on the Story
%oard, while the other players note which cards were switched This wil
create an extra challende during the Memory Round.

2 The next player does first and tries to duess the imade on the first Card
that was played, or if it was switched, whatever Carg is now in that place.
Players take torns guessind ontil all of the Story Cards have been
removed from the %tory %oard in the order that they are now in

3 When the Story Board is empty, players count their Cards and the player
who has remembered the most Cards, wins| Ties are broken in the same
manner, by counting the number of Cards that have the icon of the
Character used in that game.
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