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THE STORY

Cats are roaming the rooftops, the sun is turning
red and a breeze is getting up. Evening is falling
on the Mimosa District and it’s time to go home.

- Oh no, it’s already time for you to go back...

- Guys, see you tomorrow evening at

the same place!

- | will bring my bike.

- And I will bring cake!

Suddenly one of you freezes stiff, frightened!
- What a funny face you’re making,

what’s going on?

- | saw something there, in the garden

of Mr. and Mrs. Sweet...

-1 don’t see anything at all.

- Neither do I!

- But look carefully...Those strange shadows...

On tiptoes, you approach the house,

and hide behind a bush.

- | think I’m dreaming... Do you see what | see?
- A bunch of monsters! Argh...

- Those rascals! While the Sweets went out

to the restaurant, they took the opportunity to
invade their house.

- Let’s knock them down before the family
comes back!

You get a little closer.

- Oh my, they look terrifying... And we have
nothing to fight them with.

- There’s no time to lose, we will find
something there.

- Yes, buckets of water to chuck on their heads!
- Balls to knock them down!

- And socks to knock them off balance!

- Yes, yes, yes! Together we can do it!

WARM-UP

Hold your horses! You are very brave and all, but
beware: we cannot go fighting monsters like that!
These very special monsters can cast spells and
the battle ahead is going to be tough. Before we
start, warm up and test your reflexes:

® Turn your wrists 10 times in one direction,
then in the other
® Jump 20 times from one foot to
the other
® Turn around 3 times with your eyes closed
® Stretch: touch your toes, and reach for
the ceiling. Now pat your cheeks and make
your prettiest face!

That’s it, you’re ready! Good luck!

1—0O0PS MONSTER

Age: he no longer knows...

Place of birth: he no longer knows...
Distinguishing feature: forgets everything,
from what he ate at noon to the name of his
teddy bear. Loves: emptying every drawer and

cupboard looking for his lost glasses.

2 —BOOM MONSTER

Age: 8 years old. Place of birth: no one knows,
but it must have been a stormy day for sure...
Distinguishing feature: gets so angry that
roofs fly off and doors fall off their hinges.

Loves: always being right.

3 — GRRRR MONSTER

Age: uh... a few million years. Place of birth:
in a dinosaur’s nest. Distinguishing feature:
leaves sticky traces on the ground as she
walks. Loves: hiding in closets or under beds
and sneaking out in the middle of the night to

terrorize children.

4 — LOVE MONSTER

Age: 499 years old. Place of birth: in a
department store, among some plush toys.
Distinguishing feature: likes to be beautiful and
stylish falls in love several times a day. Loves:

kissing others after having eaten his boogers.

5 — CHIC MONSTER

Age: 8 years old. Place of birth: behind a mirror.
Distinguishing feature: collects dresses, pants,
scarves, belts, coats and hats. Loves: stealing

clothes from closets to expand her collection.

6 — BIGG MONSTER

Age: 1and % years. Place of birth: at the zoo,

in the tigers’ enclosure. Distinguishing feature:
breakes everything accidentally — glasses,
chairs, beds... how clumsy! Loves: gently picking

small flowers in meadows.

7 — FRIZURI MONSTER

Age: 2 years old. Place of birth: at a hairdresser’s
in Tokyo. Distinguishing feature: his hair is
growing so fast, nothing can stop it!

Loves: combing his hair, making plaits and
putting bows in his hair... but yuck, he leaves hair

everywhere.

8 — KIKI MONSTER

Age: 4 years old. Place of birth: in a bag of
candies. Distinguishing feature: always comes
up with the worst ideas. Each time it happens, a
new black spot appears on her skin!

Loves: always being up to mischief.

9 — BEEP BEEP MONSTER

Age: 33 years old. Place of birth: on a satellite
somewhere in space. Distinguishing feature:
hacks computers and televisions just by
looking at them. Loves: swallowing

cell phones.

10 - JOJO MONSTER

Age: 5 years old. Place of birth: between the
dirty toes of a giant. Distinguishing feature:
always catches funny diseases, such as hair
growing on his belly, arms that lengthen, and
ears that suddenly grow! Loves: blowing his nose

on other people’s bed sheets and curtains.
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2) AIM OF THE GAME

In this cooperative party game your goal is to
knock all the monsters down before there are
no more tokens left to throw.
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basic variant of the game you only need the

purple die. Take one step back from the table.

You are ready to play!

The orange die and the remaining objects

(a vase, a shopping bag, a mirror, a tower of
blocks, and a stack of cartons) are used in the
more challenging version of the game

(see Variant 2).
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in the room’s illustration:
they throw the sock at a
monster.

® A sock whose pairisin
the room’s illustration:
they throw the sock and
can repeat the throw
if they didn’t succeed
to knock the monster
down.
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® A ball: they throw it
through the window
on the right (from the
outside of the house).

® A bucket of water: they
drop it from above the
house.

® A monster: they must

pick up one monster
that has been knocked
down in this room and
stand it up again. THEN
put the token back, face
down, and it is the next player’s turn. (Be
careful not to choose this token anymore!)

All the tokens that were used to throw are
discarded. Monster tokens are never discarded.

When all the monsters in a room have been
knocked down and removed, lift the page to go
to the next room in the house and bring in the
new monsters, as explained in the setup.
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stand in front of or behind a
monster.

A clover — lucky you! This
means that you don’t place any extra object in
the room.

The game proceeds as in the basic variant.

If a player knocks down an object, bad luck!
You have to mix up all the remaining tokens
that are lying in front of the house. Now you no
longer know which of them were the monster
tokens!

When you move on to the next room, it is the
next youngest player’s turn to roll the orange
die.

END OF THE GAME

As in the basic variant, the game ends when
the 10 monsters are knocked down or when
there are no more tokens left to throw.

VARIANT 3

EASIER

To make the game easier, play as in the basic
variant, but without using the purple die! In
this variant the monsters don’t cast spells and
your goal is to simply knock them all down.
You can also play this variant as a little warm-
up before the real game.




