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Watson & Holmes is a game of deduction set within the magnificent world of Arthur Conan Doyle.
Two to seven players immerse themselves in the Victorian world described, take on the role of
aspiring detectives and, working alongside the master sleuth Sherlock Holmes, will try to solve a
series of so far unpublished cases extracted directly from the diaries of Doctor John H. Watson.

Those who accept the challenge will relive the adventures of the crime-solving duo, visiting
each of the locations where the inquiries were made. Following the trail, each clue will bring
players closer to solving the case.

The objective of the game is to visit people and places, decipher the clues, and above all, find
the path that will lead you to solve the mystery before anybody else. Victory will be taken by

the player who accurately uses the deductive reasoning so famously and ingeniously imple-
mented by the hero of 221B Baker Street.

=2 SUMMARY 2=

The game consists of a series of separate cases, each of which raises a number of questions that
cach player will try to solve before anyone else. A game begins with reading aloud the case and
the questions, and then the players proceed to visit the locations where the clues are located.
Each location may only be accessed by one player at any one time, so if two or more players want
to go to the same place, the player who travels there the fastest (i.e. uses the highest number of
Carriages) gets the clue, forcing the others to go to a different location. Once every player has a
destination, they proceed to secretly read the clue that was discovered at their location. Players
can discreetly take any notes they deem appropriate before returning the cards to their place, so
that others can read them in later turns.

This procedure is repeated during each turn until a player believes they have found the solutions
to the case; at that time, they must go to 221B Baker Street to check if their answers are correct.
If all the answers are correct, that player wins. If they are wrong, they will have lost and must
retire from the game, but the other players continue.

Each detective will also have the invaluable assistance of a number of Sherlock Holmes’ allies
and, above all, the good Dr Watson and of course the detective himself.

T

Do not read any card or the inside of any of the Case Booklets.
This will ruin the game! Read this Instruction Booklet in its entirety
before looking at the game components.
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Case number romm - Case description
Case title Case questions

Difficudry level

Cards setup
OR code

& LOCATION CARDS ¥

These represent the different places
involved in the case. One side of the card
shows the name and number of the loca-
tion and on the other, the text contains
possible clues, evidence, and witness
information obtained at that location. The
names of some of these cards are simply
the name of the character you are visiting,
or an object which you are examining,
without mentioning the location. How-
ever, they are still counted as locations.

Special rules

'O ND 37 PAGES:

Case solution

AT TGRS
oL CASE BOORLETS &

Each case comes with its own corresponding
booklet which introduces the circumstances
of the incident, sets the questions that the
players have to solve to win the game, and the
solution provided by Sherlock Holmes. The
booklet also contains any additional rules that
are unique to that particular case. The setup
and difficulty of the case are on the front page,
the introduction and questions are on the back
page, and the solution is inside the booklet.
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FIRST GAME SETUP

Before playing your first case, open the card decks and sort them case by case.
Put the cards for each case in the corresponding envelope. Then put each envelope in the game box.
Be careful not to read the text on any of the cards!

o RULEBOOK - - %

&L PLAYER PAWNS B3

These are used to signal the location that the player wishes to visit in the Visiting
Phase, and show the location where each player is located in the Investigation Phase.

&L PLAYERTOHENS 3

These are used to indicate each player’s colour and, in cases which have more than one
zone, they are used to indicate which zone each player is currently in.

S CARRIRGE TOHENS )

Each player begins the game with 10 Carriages (unless indicated other- _
wise in the Special rules of the Case booklet). Players can obtain more Eﬁ‘
Carriagesatthe Carriage Stop Card and atlocations marked with this symbol:

Carriages represent, in an abstract way, the speed of the players when they move from
one location to another.

They are used to bid for Location Cards when several players want to go to the same
place and also to carry out the actions on some of the Character Cards (see page 12).

&L POLICETOENS B3

Each player begins the game with 1 Police Token (unless indicated oth-
erwise in the Special rules of the Case booklet). Although each player
can only have 1 Police Token at any time, players can obtain more tokens
whenvisiting Scotland Yard or any other location marked with this symbol:

Alocationwith a Police Token on itis under police surveillance and access to itis restricted.

&L CALL OFF TOHENS B3¢

Call Off Tokens are obtained at Scotland Yard or any other location (l #:)
s

marked with this symbol:

These represent a police order calling off the surveillance at that location. i.e. they are
used to remove Police Tokens. The Call Off Token removes the Police Token perma-
nently and for all players. Each player can only have 1 Call Off Token at any time.

S LOCHPICH TORENS )

Lockpick Tokens are obtained from locations marked with the symbol:

They are used to access locations that are under surveillance
(have a Police Token) or those which show this symbol:

The Lockpick Token does not remove the Police Token nor the Padlock, it only allows
the player who possesses the Lockpick to access the card. Each player can only have
1 Lockpick Token atany time.
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<& CARRIAGE STOP CARD )3

By visiting this location, players can
obtain 3 Carriage Tokens.

& CHARACTER CARDS 23

These represent Sherlock Holmes” most
important allies. They provide the player
who has the card with an extra benefit
that they can use during the game

(see page 12).

&L WIGGINS TOREN  J*

This Token is only used by the player in possession of the Wiggins Character Card

(see page 13).

<& START PLAYER TOHEN 33

This is used to indicate the start player for each round and is always taken by the player

who obtained his or her location card last in the previous round.

CARRIAGE STOP CARD J CHARACTER CARDS:

Description

Bonus(es)

IMPORTANT : The game components are limited. If, during a game, a player would gain a token and there is no token
of that type in the Supply, they simply do not gain the token. No player can have more than 1 Police Token, 1 Call Off
Token, and 1 Lockpick Token at any one time. i.e. the most each player can have is one of each of these types of token.

O Location Cards
2] Carriage Stop Card
3 ] Start Player Token
O Cuse Bookler

5 ] Carriage Tokens
O Caut O Tokens
@ Police Tokens

0 Lockpick Tokens
0 Wiggins Token
O Character Cards
0 Player Tokens
0 Player Pawns
O Wawon Card
and Holmes Card
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=24 SETUP o=

Choose one of the cases and take out the Case Booklet and the
Location Cards that belong to that particular case. Be careful
not to open the Case Booklet or read any of the text found on
the cards during game preparation.

NOTE: The cases are ordered by their level of difficulty, so itis
recommended that the first game played should be Case “1” and
the later, more complex cases should be for when you have some
experience with the game.

Place the Location Cards (with the place name face up) in the
centre of the table as described in the Case Booklet. Next to the
Location Cards, and visible to all players, place the Carriage Stop
Card, along with the Watson and Holmes Cards; the Holmes Card
is placed face down (not showing the side with the ability text).

Separate the tokens by type (Carriage, Police, Call Off and
Lockpick) and place them in a Supply accessible to all players,
next to the game area.

The player with the best acting skills and reading voice takes
the Case Booklet and the Start Player Token. He or she then
reads the Introduction on the back of the Case Booklet out
loud, including the questions that need to be solved in order to
win the game. Then, any possible Special Rules for the case are
explained (Special Rules are also written in the Case Booklet).

NOTE: The QR code included in the Case Booklets will directyou
to areading of the case presentation and the set questions. To read
the code, you will need a mobile device (mobile phone; tablet etc.).

If this option is chosen, the Start Player should be chosen randomly.

NOTE: The Case Booklet is available throughout the game for any
player who wishes to consult the introduction or the questions. Be
careful not to open it, as the solution to the case is on the inside.

Each player chooses a Player Pawn and takes the correspond-
ing Player Token. Unless the Special Rules of the case indicate
otherwise, each player receives: 10 Carriage Tokens, 1 Police
Token, a piece of paper and a pen.

6- AND 7-PLAYER GAMES

In games where there are more than 5 players, only the first 5
players are given Police Tokens (the Start Player and the 4 players
continuing in a clockwise direction). The sixth and seventh
players, if any, start the game with a Call Off Token each.

Lastly, and unless indicated differently in the Special Rules of
the Case Booklet, shuffle the Character Cards and deal 1 face
down to each player. Each player should look at their own char-
acter, but keep it hidden from the other players.

GAMES WITH FEWER THAN 4 PLAYERS

Before shuffling, put the Wiggins Card back into the box.

=< PLAYING THE GAME -3

Each round of play consists of two distinct phases: the VISITING PHASE and the INVESTIGATION PHASE.

&1 VISITING PHASE )3

Starting with the player who has the Start Player Token, and
continuing clockwise, each player chooses a Location Card
that they want to visit and places his or her or her pawn on top
of it. Depending on the chosen card, one of the following two
situations occurs:

* THE LOCATION IS FREE (i.c. has no pawn on it): The
player has to decide whether to go on foot or by carriage. If
going on foot, the player simply places his or her pawn on
the chosen card. If going by carriage, the player must place
one or more Carriage Tokens on the card.

e THE LOCATION IS OCCUPIED (another player’s pawn is
on the card): If a player wants to place his or her pawn on a
Location Card that is already occupied by another player, they
have to play more Carriages than the occupying player has
played. If there is an occupying player who traveled by foot
(placing no Carriage Tokens), then 1 Carriage is enough.

When a player outbids another player for a card, the outbid
player takes back his or her Player Pawn and all but one of the
Carriages that they played on the card. The remaining Carriage
is placed back into the Supply. The outbid player must then wait
until his or her turn comes around again before trying to visit
the same, or another, Location Card by the same process.















