Draw, Act or Think but...

Ages: 9 & Above ATz
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WARNING: NOT SUITABLE FOR CHILDRENS L~
UNDER 3 YEARS DUE TO SMALL PARTS. Hdpps Ridz
CAUTION: Adult supervision recommended. Read the Experience learning with fun

instruction sheet carefully before use and keep it for reference.
Colours and contents may vary from illustrations.
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Safety - This product is not meant for kids below 5 years old. Keep it away from other small kids in the
house. Not only with this product, but for all toy, its advisable to wash hands after completing the activity.

Number of Players - The game can be played individually by 2 to 4 players or by 2 teams of 2 to 4 players
in each team in team mode. FOR MAXIMUM FUN AND LEARNING ONE ELDER SHOULD IDEALLY ACT AS A QUIZ

MASTER.
Cards and Game Board - The game has 162 cards - 54 each of yellow (Charades Mode), Magenta{Dark pink}

for ( Drawing Mode) and Green colour (Quiz Mode). Corresponding to that there are 32 steps on the game
board- 9 each for Charades mode ( yellow ), Drawing Mode (Magenta),and Quiz Mode (green). 5 steps
are of blue colour with a star icon on it. They are for star round.
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Green space for Magenta space for Drawing Mode.
Quiz Mode

SET UP - The players decide whether to play individually or in team
mode. Every player or Team selects one plastic coin. They are lined
up near start position as shown above. In individual mode, every player
plays one turn at a time, in team mode, each team plays one turn at a
time. The youngest player starts first. Before starting lets understand
54 QUIZ MODE CARDS all the 3 modes and objective of the game.

Lets assume that there are 4 players named Smit, Krupa, Tisha and Aditya playing individually and if its in team
mode lets assume its Smit and Tisha in one team and Krupa and Aditya in another team.

DUMB CHARADES MODE - The yellow cards and yellow spaces on game board are used for this mode.The player who has
picked up the card would communicate the object/action/expression/sport activity/animal or whatever is depicted in the
card through SIGNS ONLY. USING WORDS OR LIP MOVEMENT IS NOT ALLOWED. Refer to example pics for karate, Lion, Frog,
Elephant and Rabbit. Lets say its Krupa’s turn. She will pick up a yellow card from top of the pile in a way that it is not
visible to anyone else. She will observe it and keep it at the bottom of the pile. If she is playing in individual mode, she will
act and communicate the content of cards to other 3 players. If any one of the other players, is able to recognize her action
and give the correct answer as to what is she acting, then her task is complete and she moves to next step. In team mode,
Krupa acts and only Aditya is supposed to guess what is she trying to comunicate. If he correctly answers, their team moves
a step ahead. A PLAYER OR TEAM WOULD CONTINUE TO TAKE TURNS FROM ONE STEP TO NEXT STEP, ONE AT A TIME,
TILL THEY KEEP ON COMPLETING THE TASK SUCCESSFULLY. IF A TEAM OR PLAYER IS NOT SUCCESSFUL IN A PARTICULAR
ROUND, THEY STILL MOVE TO THE NEXT STEP, BUT LOSE THEIR TURN. IT WOULD NOW BE TURN OF NEXT PLAYER OR
OPPOSITE TEAM. THIS HAS BEEN EXPLAINED IN DETAIL IN SECTION “ MOVING ON THE BOARD”




DRAWING MODE- Magenta cards and spaces on game board are designated for Drawing Mode. As the name suggests,
here the content of card is to be communicated to others through drawing it on the sketch pad. For example, say its
Tisha’s turn. She picks up the Top most card from Cards pile in a way that its not visible to others . She observes it and
slides it back to the bottom of the pile. Now she sketches the content on the sketch pad. It’s not necessary to
replicate the photo on the card. Tisha can use her own imagination to draw the card content differently also. Now if
any of the 3 kids is able to recognise the drawing, Tisha’s task for that

round would be considered done. If they are playing in Team Mode, %AJ
o

only Smit has to answer what Tisha is trying to communicate through
the drawing. Parents should try and teach the kids, how a drawing can
me made by using basic shapes. This is a very good tool to improve kids
drawing skills and imagination. Refer to SUN example. HERE ALSO -USING WORDS OR LIP MOVEMENT IS NOT ALLOWED

QUIZ MODE- Green cards and spaces on game board are meant for Quiz Mode. HERE THE METHOD IS DIFFERENT. In
individual mode if its Krupa’s turn, any one of the remaining 3 players or the quiz Master would pick up the top
most card from green pile. The card has clues about the object on the card. The player/Quiz Master who picks up
the card spells out the clues mentioned on the card. If Krupa answers it correctly, task is considered complete.

STAR ROUND-After every 6 steps there is a blue space with a star icon on it. When the player lands on this space
he plays the star round. Here he has the freedom to choose to attempt charades, drawing or quiz round. For
successfully completing charades round, he collects 4 toy stars and continues his turn on the next space. But if he
fails, he goes to the next space without collecting the stars and waits for his next turn till all the other players or
other team finish their rounds. Similarly for successfully completing Drawing mode in a star round, the player is
rewarded 2 stars while its 1 star in case of successfully completing Quiz Mode round.

Moving on the board - All the players line up on start position. Youngest player plays first. Let’s say its Krupa’s turn.
She goes to the yellow space, picks up yellow card, follows steps as shown in charades mode section, if any one of
the other player is able to recognize her actions, she moves to the next step. Her turn continues till she keeps on
completing the task. Now on magenta step, she picks up drawing card and accordingly performs the task. If successful,
she moves to the green step and plays the quiz round. However, if she doesn’t successfully complete drawing round,
EVEN IN THAT CASE, SHE MOVES TO THE NEXT STEP WHICH IS GREEN SPACE, BUT NOW IT WOULD BE TURN OF NEXT
PLAYER OR THE OTHER TEAM. She or her team will wait for their turn till all the other players or the other team
finish their turn. ITS SIMPLE- WHENEVER A PLAYER IS ATTEMPTING ANY OF THE 3 MODES IN NORMAL ROUNDS OR STAR
ROUNDS, THEY WOULD MOVE TO THE NEXT SPACE. IF THEY HAVE SUCCESSFULLY COMPLETED THEIR ROUND, THEIR
TURN CONTINUES, ELSE THEY WAIT FOR THEIR TURN TILL OTHER PLAYERS OR OTHER TEAM COMPLETE THEIR ROUNDS.

Scoring and winner - There are 5 star rounds during which a player has the chance to win 4,2 or 1 star. As the player
completes all 32 steps and reaches FINISH Spot, the points are counted. Player or team to reach there 1st get 100 bonus
points, players to reach 2nd gets 50 bonus points.3rd and 4th players to reach the finish spot get 25 and 10 bonus points
respectively. Now stars are counted. Every star is worth 10 points. Based on the total points which equals to { (Number of
stars * 10) + Bonus points ( 100,50,25 or 10 achieved due to completing 1st, 2nd, 3rd or 4th) }, the winner is decided. For
example, if Krupa has reached first and she collected11 stars till finish point, her total would be : (100 + 110) = 210 points.
If Tisha reaches second with 18stars, her total would be ( 50 + 1800 = 230 points. The player or team with maximum number
of points would be the winner and they grab the opportunity to win the toy photo frame. Their photo is pasted on the frame
with a cello tape till the next time when kids play and we have a new winner !!! Get , Set, GO....

This educational board game has immense educational value. So we request the parents to get involved actively with
kids while playing so that they are aware of kids strengths and weaknesses. Dumb chardes is a great way to make kids
more expressive. Drawing mode improves imaginative and drawing skills while quiz improves cognitive skills. You may
relax or modify rules to suit your kids grasping abilities. Please ensure that Concept of winner is just for fun and
encouragement, it shoudn’t create any unhealthy rivalry or complexes. Please send your comments about this product
on happykidz21@gmail.com. You can buy all our products online on www.happykidz.in or on Flipkart, Amazon, FirstCry
and all the leading online platforms. Thx and regards from Team Happy Kidz.
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