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Bryan Scott 

Detective Charlie Holmes needs your 
help to crack the case! Strange things 
are happening in Mysterville and 
the culprits must be found... 

Go meet the townspeople and interview them: each knows a 
detail that will help you solve the case... But keep an eye on the 
time and don’t delay: Detective Charlie must be back at the 
police station at 5 o’clock on the dot. She never misses tea time…

Game overview 

Mysterville Map
5

BEACH

CAVES

JUNGLE

TOWN

ORCHARD

LIBRARY

2

1

3

4

6

5

2

1

3

4

6



2
Bryan Scott 

Contents  

1 DIE

1 DETECTIVE 

1 POCKET WATCH

6 “CULPRIT” 

ENVELOPES

1 POLICE STATION

NOTEBOOK

1 DETECTIVE 

CHARLIE HOLMES STANDEE

1

2



3
Bryan Scott 

  I was chatting with my daughter and 
didn’t pay attention when I laid out 
our towels. But I’ve been so worried 
since I saw my baby Harrison come 
back all covered in bright pink sand!  
Whoever did this left their prints on 
the path to the beach. 
Find them and tell me if this pink 
sand will harm my baby!

“

”

Helen 
Hippo

1

Big scare at the beach!  

The sand is all dirtied with pink 

streaks and nobody knows why. 

Helen Hippo explains her discovery  

on the back of this card.

Place of the crime: Starry Beach

Time of the crime: last night

Size of the spots: 15 meters long

WHO TURNED  
THE SAND PINK?

1

87654321

WHO TURNED  
THE SAND PINK?

1

“I was picking plants  
for the pharmacy and  

found a camera.  
Would you like it?”

IF YOU WANT THE CAMERA, TAKE THE NEXT CARD.

1 STEFFI SEAGULL 

Occupation: 

Print:

Size :

Street 
Vendor

GARY GECKO

1

Name of 
the case

Name of 
the case

Information  
about the suspect

Case 
information

The victim’s story

Name of  
the witness 

Witness card Evidence card

Their story

(place under the matching Witness card)

In each of the 6 Case decks

1 CASE CARD 8 WITNESS CARDS

8 SUSPECT CARDS 2 OR 3 EVIDENCE CARDS

87654321

Front

Front

Back
Front

Back

Back

Front Front 3
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Setup

The oldest player reads both sides of the 
Case card out loud, starting with the name 

of the case. Now the game can start!

Choose a Case deck from the box and remove the 
wrap from it.

The cases are numbered in increasing difficulty; it 
is recommended that you play them in that order. 
Each case can only be played once.

In the order they appear in the deck, place the 
cards on the table.

Position the Case card in the center of  
the table.

Place the 8 Witness cards face down in a circle 
surrounding the Case card, following the 
numbers on their backs.

Slip the Evidence cards under the Witness 
cards with the same number. The icon on 

the Evidence card shows the matching Witness 
card.

Insert the 8 Suspect cards into the slots in 
the police station. The suspects’ case files 

are being examined by the police and the police 
officers await Detective Charlie’s orders to clear 
them one by one!

Place the Detective Charlie standee in 
front of Witness card number 1.

Place the die and pocket watch near the 
circle of Witness cards. Set the hand of 

the watch to 12.

Important: Do not turn over the cards  

and look at them before playing! 
All Case decks are played the same way.
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The game is played over several rounds until only 
one suspect is left in the police station. Starting 
with the first player then going clockwise, players 
take turns rolling the die and doing what it says.

The player who read the Case card during setup 
starts.

On your turn, roll the die and do what it says: 

 1 or 2: Move Detective Charlie as 
many Witness cards as the number 
shown on the die, in the direction 

you choose. Then flip over the 
card Detective Charlie stopped 

in front of and read their story out 
loud. 

As a team, you may then decide to clear one or 
more suspects (see next page). Then put the 
Witness card back, face down.  

End your turn by giving the die to the player on 
your left.

 Watch: The investigation is 
stalled! Move the hand on the watch 
forward by one hour, then end your 
turn by giving the die to the player 
on your left.

 Watch + ?: Move the hand of the 
watch forward by one hour then 
place Detective Charlie in front of 
any Witness card you want. Turn 
the card over and read the story out 

loud. You may then clear one or more suspects. 
End your turn by giving the die to the player on 
your left.

After you roll the die, do what it says, and maybe 
clear one or more suspects, the player on your left 
takes a turn. Now they get to roll the die!

Detective Charlie is a cooperative investigation 

game. Each player takes turns moving Detective 

Charlie with the die and interrogating witnesses. 

Witnesses help you clear suspects until only one 

is left: the culprit! Check that you got it right by 

reading the Culprit card hidden in the envelope 

with the same number as your case. 

Gameplay
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Goal of the game
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 Reading a story: When you put a Witness 
card back after reading it, try to remember its 
number to avoid going back and reading the 
same story again. Sometimes, the game will 
encourage you to return to see a witness you 
have already questioned (for example: to see the 
Evidence card they are hiding).

 Clearing a suspect: After reading a Witness 
card, you can decide to clear one or more 
suspects. Remove their card from the police 
station and put it aside. Good work, you are 
getting closer to the culprit! Not all of the stories 
will enable you to clear suspects, sometimes 
you must combine several stories to find the 
suspect(s) to clear.

If the die places Charlie in front of a Witness card 
that you have already read and don’t need to read 
again, you may choose as a team to move the 
hand of the watch forward by one hour to read 
the card to the left or right instead. You may do 
this several times during the same game, but it is 
never required. 

Note 

End of the game

When only one suspect is left in the police station, 
they are named the culprit and the game ends.

Did you find the right culprit? 

To find out, open the Culprit envelope with the 
same number as your current case and read the 
Culprit card together! If you were correct, well 
done! If you were mistaken, no worries, you will 
do better next time! All that is left to do before 
opening the next case is to fill in your detective’s 
notebook…

Parents, don’t hesitate to ask  
your children questions to help them 

deduce the answers on their own!

1
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Find the page that matches your case and fill it out together. Remember to write 
down the hour shown on Charlie’s pocket watch at the end of the game and the 
matching score from the chart below.

Once you have finished all 6 cases, fill out the last page of the 
notebook and discover your detective score!

As you are about to say the name of the culprit, a police officer 

comes in with a different conclusion. You must have followed the 

wrong lead. You don’t have the right culprit… (0 points)

5 o’clock  
or earlier

6 o’clock

You found the culprit in time for tea with Charlie and the 

police station team, great job! (5 points)

7 o’clock

Between 8 

and 11 o’clock

Midnight 
or later

When you arrive at the police station, most of the police 

officers are there, but the tea is cold. (4 points)

When you get to the police station, sadly there are no cookies 

left. The police officers ate everything while waiting for you.  

(3 points)

When you get to the police station, it is pretty empty… 

Charlie is a bit disappointed she missed teatime! (2 points)

Wrong 
culprit

You get to the police station out of breath. Everyone has 

fallen asleep waiting for you and Charlie will have to wait 

until tomorrow to reveal the name of the culprit… (1 point)

How do I fill in the detective’s notebook?
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Thanks 
Loki would like to thank the children of 
the Ludres and Heillecourt schools for 

the cases they solved with Charlie. 

Théo would like to thank Aurélie, 
Delphine, and Mathilde for their trust, 
Marie and Steffie for their great work, 
and Élodie for her support. This game 
is dedicated to Olivia, Madeline, and 

Gaspard, the best detectives. 

Les Fées Hilares thank Mathilde and 
Théo for their trust, and the team and 

families of the R de Jeux for  
their welcome.

WWW.LOKI-KIDS.COM
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Discover other Loki games!

Find us here
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