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BOARDGAMES




COMPONENTS

You can’t find a pair of socks in this house! Sock
monsters must have been stealing them. But

industrious house elves won’t sit still. They will find .

the missing socks! Every elf, however small, can carry
three pairs - on their hands, feet and ears. Let’s help

the little guys do their hard work!
eSILLY SOCKS MINI-EXPANSION

(rainbow socks, smelly socks and
boomerang socks, 4 each)

SETUP
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PLAYING THE GAME

During your turn you may move your pawn up to
three spaces in any direction or combination of
directions. Player pawns may move diagonally. Your
pawn may not enter or pass through spaces occupied
by other pawns or monster figures, nor may it enter
monster lairs (in a rare case when all of the adjacent
spaces are unavailable for movement, you may
move your pawn through another pawn or through

a monster figure). You may choose not to move your

pawn at all.

After moving your pawn you may

Whenever you collect a sock, check if you
have made a pair. If you now have two
socks of a matching color next to your

placard, put those socks on
the placard (putting them on
the feet, hands or ears of
the character). Those socks
can no longer be stolen (see
“Moving monsters”).

If you now have
three pairs of socks

on your placard, you
have won the game!
Congratulations!




When moving a monster figure,
lift it only very slightly above the board, so the die
underneath it would remain unseen and would move
. together with the figure.

.O.........................
If all spaces next to the monster are occupied,

the monster misses its turn.
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After moving the monster, lift the figure and look at s“"LY socK
the top face of the die. If it is showing a closed eye, MlNl-EXPANSION

the monster falls asleep, and its turn ends. If it is
showing an open eye, do ONE of the following actions:

.

ENDING THE GAME

Add all 12 silly socks to the bag during the
setup.

.

They have the following special properties:

a RAINBOW SOCK - can be paired with
<~ a sock of any color.

SMELLY SOCK - a monster stealing

a sock from you has to steal this

particular sock. This makes the monster

so happy, it then gives you a sock of
your choice from its lair (or a random sock
from the bag, if there is none in the lair).
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W, your movement on the same row or
= column as another player’'s pawn,
you may roll the color die. If you roll

a side with four colors, take any unpaired

sock from that player and give him the

boomerang sock. If you roll any other side,
the boomerang sock just returns to you.

& BOOMERANG SOCK - when you finish
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