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 Players: 2 - 4, Playing time: 5 - 10 minutes (Master Memorinth: 10 - 15 minutes), Ages: 6+ (Master Memorinth: 8+)
Components: 1 clearing card, 24 forest cards, 1 starting player card, 4 player pieces in different colours, 8 fairy tale character cards

1 action card, 5 lucky clover tiles 

Spare parts service: You have bought a quality product. If a component is missing or there is another 
reason for complaint, please contact: https://pegasus.de/ersatzteilservice
We wish you many hours of fun with this game. Your Pegasus-Spiele Team.

It‘s a beautiful spring day - the perfect weather for a walk in the forest! You put on your jacket, lace up your boots and set out.
The leaves rustle on the trees and the sunlight shines through the branches. A gentle breeze blows as you take a deep breath of the forest air. Lost in your 
thoughts, you turn once here and then again there, sometimes going left and sometimes turning right... Suddenly you hear something rustling behind you in the 
bushes. You take a few cautious steps towards the noise and discover... a goose?! And it‘s talking to a goblin? Then all of a sudden, your friends are standing next 
to you in the forest...
Umm... You decide it might best to head home quickly. There seems to be something wrong with this forest... 
But, which is the shortest way back? You‘re in luck... The fairy tale characters decide to show you. But your friends are constantly changing the path in their at-
tempt to get home the quickest. However, with a bit of luck and memory, you‘ll be the first to get out of the forest labyrinth!

Object of the game

All forest cards and the clearing card have a bright side        and a dark side        on the other. Note 
that the trees on all cards must always point in the same direction at all times throughout the game. If 
you notice that a card is incorrectly orientated, align it correctly and continue playing.
Place the clearing card in the middle of the table with the bright        side face-up. Shuffle the remai-
ning forest cards and lay them out in a 5 x 5 square with the clearing card in the centre. When setting 
up, make sure that light and dark sides of the cards always alternate, i.e. no identical sides are next to 
each other.
Shuffle the fairy tale character cards face down and place 2 randomly drawn cards face up on either side 
of the forest. It does not matter where the cards are, as long as it is clear which side of the forest they 
are on. 
If playing the advanced version ‘Master Memorinth’, you will need the lucky clover tokens and the 
action card. These tokens can be returned to the box until you have some experience with Memorinth 
and wish to try the ‘Master Memorinth’ variant. Until then, ignore any goblins that are shown on forest 
cards.
Each player now selects a player piece, places it on the clearing card and takes the matching colour 
overview card. The last person to have read a fairy tale becomes the starting player and receives the 
starting player card, which is placed with the bright         side face-up next to the game board. They 
immediately start the game and after taking their first turn, play continues in clockwise player order. 
The game ends when one player manages to leave the forest.

Setup

On your turn, you always carry out the following 3 steps. You may not skip performing your actions and must always move your character when possible in
accordance with the rules.

- Select a forest card. This card can be any card in the forest and does not have to be adjacent to the card where you are currently located. 

How to play

- Take the card, turn it over and place it back in the same place in the forest. Ensure that the trees are still aligned.
- Now check which fairy tale character can be seen on the revealed forest card and find the
  corresponding character on the edge of the playing area. Move your player piece 1 forest card
  in the direction of the fairy tale character - but only if there is a path leading to it!
  Otherwise you cannot move and you stay where you are. There may be several characters on a 
  forest card. You always end your movement at the next possible intersection.

Example: The revealed forest card shows Little Red Riding Hood. The fairy tale character card with

Little Red Riding Hood is on the right-hand side of the forest. In Example 1, the yellow figure

can be moved one card to the right because there is a walkable path. In contrast, movement is

not possible in Example 2 because the path to the right does not continue..

Example 1
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                     Each player receives a lucky clover tile at the start of the game and places it in front of themselves. The remaining tiles are placed in a general supply. Now     
                     the goblins on forest cards are also important! Whenever you want to walk past a goblin, you must return one of your lucky clover tiles back to the supply.  
                     If you no longer have a lucky clover and you must hand one in, you cannot move this turn. If there are several goblins on your way to the next intersection, 
                     you only have to hand in 1 lucky clover tile. If the fairy tale character shown on the flipped forest tile is next to the action card, you do NOT move your
                     player piece. Instead, you must perform the adjacent action. You may not skip this action.

            
             You receive a lucky clover tile from the supply. If the supply is
             empty, you can take a tile from another player instead.
 
             Secretly look at the bottom of any forest card without showing
             it to the other players. The chosen forest card must not have any
             player piece on it - neither your own nor one of the other
             player‘s pieces.

             Swap any 2 forest cards. The cards do not have to be adjacent.
             The chosen forest card must not have any player piece on it -
             neither your own nor one of the other player‘s pieces.

             Swap the position of 2 fairy tale cards with each other. You can
             choose any fairy tale card and thus swap cards from the playing
             area with a card next to the action card.

The first player to leave the forest on any side immediately wins the game.

End of the Game

The game is set up as normal, but only one randomly drawn fairy tale character is placed on each side of the forest. In addition to the forest setup, the action 
card is also placed so it is clearly visible to all players. Each side of the action card shows 4 symbols which are 4 possible actions available to you in the advanced 
game. The 4 remaining fairy tale cards are placed around the action card so that there is a different character on each side of the card

Setup
MASTER MEMORINTH

                   Both goblins and lucky clovers have no meaning   
                   here. Put the lucky clover tiles back in the box and 
                   ignore any goblins on the forest cards.
                   If the fairy tale character shown on the flipped fo-
rest tile is next to the action card, you do NOT move your player 
piece. Instead, you must perform the action adjected to the fairy 
tale character. You may not skip this action. 
All actions are in relation to your view of the playing area. 

 

             Remove a forest card from the bottom and slide it back into the same column from      
             above. The remaining cards in this column therefore move down one place.
  
             
             Remove a forest card from the top and push it back into the same column from    
             below. The remaining cards in this column move up one place.

             
             Remove a forest card on the left side and slide it back into the same row from the     
             right. The remaining cards in this row move one place to the left.
 
             
             Remove a forest card that on the right side and move it back to the same row from    
             the left. The remaining cards in this row move one place to the right.

When inserting the cards, make sure the trees are aligned correctly.
Any player pieces on forest cards being moved remain on the card so it is possible that your player piece can 
be moved with the card.

The Frog Prince
A spoiled princess 
smashes a frog against a 
wall and marries what is 
left of him.

Little Red Riding 
Hood
A girl wearing a red 
hood brings wine and 
flowers to her incredibly 
hairy grandmother.

The Golden Goose 
A simpleton finds a 
gold-coloured goose in a 
tree, makes a giant cake 
and wins the right to 
marry a princess.

Cinderella
A downtrodden pigeon 
catcher becomes the 
prince‘s great love and 
wishes for a vegetable 
car.

Snow White and the 
7 Dwarfs
A pretty woman moves 
into a remote house in 
the forest with 7 small 
men. Then another guy 
comes by who kisses her 
awake while the others 
watch. It‘s a long story...

The Wishing-Table
A criminal steals a don-
key and a table and gets 
whacked with a cudgel. 
Also, a goat goes bald.

The Three Little 
Pigs
A wolf, acting like Santa 
Claus, climbs into a 
house down the chimney 
and gets beaten up by 
3 pigs.

Puss in Boots
A lying cat with a soft 
spot for suede shoes and 
googly eyes becomes 
Prime Minister.

You may only turn over forest cards without a character on it - neither your own nor that of 
the other players.
The starting player card shows you which forest cards you can turn over during your turn.
If the starting player card has the Sun        face-up, you may only choose a forest cards 
with the light side face up. If the starting player card shows the Moon       , you may only 
turn forest cards with the darker side face up. You may never turn the same card twice in 
succession.
From the second round, after the starting player has completed their move, they flip the 
starting player card so that the reverse side is visible.

Example 2
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