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DETECTIVE, ALLOW ME TO SHARE WITH YOU THE INTRIGUING GAME OF
WHO?, WHAT!?,'WEAR?". IT WILL TEST YOUR DEDUCTION SKILLS WHILE
ADDING A TOUCH OF HUMOUR TO THE INVESTIGATIVE PROCESS.

STEP 1

THE GAME BEGINS BY TAKING THE DISGUISE CARDS AND DIVIDING THEM INTO
TWO SETS. LAY OUT 10 CARDS FACE UP AND 15 FACE DOWN (LOGO FACED UP),
ENSURING THAT ALL PLAYERS CAN SEE THEM. NEXT, EACH PLAYER DRAWS
ONE CARD FROM THE PERSONAL DISGUISE CARDS WITHOUT LOOKING. THE
PERSONAL DISGUISE CARD DRAWN IS PLACED IN THEIR DISGUISE GLASSES
FACING AWAY FROM THE PLAYER, ALLOWING EVERYONE ELSE TO SEE IT, BUT
PREVENTING THE PLAYER FROM KNOWING THEIR OWN IDENTITY.

STARTING CLOCKWISE, EACH PLAYER HAS THE OPPORTUNITY TO ASK A
SINGLE YES-OR-NO QUESTION ABOUT THEIR OWN IDENTITY. THIS
QUESTIONING PROCESS ALLOWS PLAYERS TO GATHER CLUES AND NARROW
DOWN THEIR POSSIBILITIES. AT ANY POINT, A PLAYER CAN MAKE A GUESS
ABOUT THEIR HIDDEN IDENTITY.
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STEP 3

IF APLAYER'S GUESS IS INCORRECT, THEY FACE THE CONSEQUENCE OF
DRAWING A BEHAVIOUR CARD. THESE CARDS DICTATE ABSURD BEHAVIOURS
THAT THE PLAYER MUST PERFORM THROUGHOUT THE ENTIRE GAME.
MULTIPLE INCORRECT GUESSES RESULT IN MULTIPLE PUNISHMENTS, ADDING
AN ELEMENT OF HILARITY TO THE PROCEEDINGS. YOU MAY NOTICE THAT
THESE CARDS HAVE 2 SIDES.IT IS UP TO THE REST OF THE GROUP TO DECIDE
WHICH OF THE BEHAVIOURS YOU MUST TAKE ON.IF A CORRECT ANSWER IS
GIVEN, REVEAL 3 MORE OF THE DISGUISE CARDS BY TURNING THEM FACE UP.



STEP 4

VICTORY IS ACHIEVED WHEN A PLAYER MAKES A CORRECT GUESS AND
ACCURATELY IDENTIFIES THEIR HIDDEN IDENTITY. THIS SUCCESSFUL
GUESS WINS THE GAME.

IN SUMMARY, WHO?, WHAT!?, 'WEAR?' CHALLENGES YOUR DETECTIVE SKILLS
AS YOU NAVIGATE A GAME OF HIDDEN IDENTITIES, WHERE CORRECT GUESSES
LEAD TO TRIUMPH AND INCORRECT GUESSES RESULT IN PERFORMING
ENTERTAINING AND ABSURD BEHAVIOURS. PREPARE YOURSELF FOR A
FUN-FILLED EXPERIENCE, WHERE DEDUCTION MEETS AMUSEMENT
IN THIS DELIGHTFUL GAME.
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