


General explanations
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Print & play game kit for kids!

Before starting to play :

Print the file (only the necessary pages)
Think about the number and composition of
your teams

Roll up or fold each numbered clue

Choose the hiding places for each clue from 1
to 10.

Fill in the sheet of follow-up

Prepare the Treasure or rewards to give to
the children at the end of the game

Plan the hiding place of your treasure, (if
there is one depending on the type of game

purchased), print and fill out the diplomas of
each child ...

The « D » day :

Place the clues in the chosen hiding
places before the children arrive.
Welcome all the children and leave some
time to play each other.

Gather the children around you and read
the beginning of the story.

At each step of the game, the children
come back to you to validate their answer.
When all the children have solved the
written riddles of each different clue, they
can go in search of the treasure (for a
treasure hunt). Then for all games, you
will give them their diploma while reading
the outcome of the story.
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Progress of the game
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a) Teams

Depending on the number of children, you will form 1 or more teams. One team is very easy to
manage. For more than 8 children, make 2 teams.
For 2 or more teams:
Assign a name to each team and 1 color to differentiate them.
Print the clues and the sheet of follow-up in as many copies as the number of teams.
On the folded puzzles, write the number of the puzzle in the team's color on the visible side. This way, everyone
will be able to see if the document found is the right one. For example, the red team will look for papers
numbered 1-10 with red numbers and the blue team with blue numbers!

Also differentiate the teams by putting a ribbon or makeup on each child's face or hand.
You will have a sheet of follow-up for each team. The clues will be the same but the hiding places will be
different. Choose hiding places that are spaced out so that teams don't look in the same place at the same
time!
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( b) the hiding places

The best way is to hide the clues in the morning! Vary the locations and space your hiding places...
Refer to the different ideas of hiding places suggested as an attachment.

Plan on 1 hiding place per puzzle for 1 team, so 2 different hiding places per puzzle if you have 2 teams!

Note on your sheet of follow-up the various hiding places you have chosen to easily follow the teams
during the game and so remember the location of each clue.

KPrlnt 2 sheets of follow-up if you have 2 teams to follow each team.

/ c) The clues

The clues are numbered from 1 to 10. On each of them, the children will have to solve the puzzle or the challenge written on
it to get to the next clue.

When the children have solved a puzzle, they come back to the adult. The adult validates the answer and directs the children
to the next hidden clue.

For this, use a small sentence, a riddle or a photo so that the children find the area where the clue is hidden. Use our sheet
of hiding places with sample « guide sentences » attached.
1- Read the sentence to the children to find the search area.

2- Children look for the clue hidden in the area and solve the puzzle written on it.
3- The children validate their answer with the adult who then reads them the sentence to find a new clue and so on.
\ Each step takes place in two stages: the search and then the resolution of the puzzle. /

/ /

d) the end of the Game

When all the puzzles are solved, go in search of the treasure (optional depending on the type of game chosen), or
(then) read the outcome of the adventure and distribute the diplomas or other small gifts you have prepared.
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Organizational tips ()
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Get ready:
You can decorate your place according to the chosen
theme (table, plates, balloons, banners...)

Print out for free the birthday invitation for your
treasure hunt theme on our website.

You must have hidden your clues
(and your treasure if needed), have the
necessary papers available (beginning and
outcome of the story, sheet of follow-up...)
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Get your treasure operational:
At the end of the game, the children cannot wait
for knowing the outcome of the story, looking for
the treasure, or getting their awards !

Prepare your treasure chest in advance: a simple
cardboard box is perfect. Cover it with foil and ___
decorate it with your game theme.
Slip in bags of candy or small toys...




The treasure location:

Hide the treasure in a place where the kids won't see it! Reserve a place
where they won't need to go during the game, a place where you won't
have hidden any clues!
If you're doing this game outside, then hide the treasure in the house!

Of course, you can also bury the treasure in a corner of the garden: you'll
have to think of shovels to dig it up (beach shovel) and put the chest in a
well-sealed garbage bag beforehand...

Role of adults:

For older children (who can read), one adult is enough to manage the activity.

For children who can't read, 2 adults are needed to follow each team: read them the tests,
help them if necessary...

The adult validates the answer given by the children and directs them to thwe with a

“short "guide sentence", referring to the sheet of follow-up that you will have filled in beforehand.

The adult will also have to organize the challenges requested in some games.



Hiding place ideas

INDOORS

OUTDOORS

Table : we eat on my back

Slide: you slide on me

Chair: | have your buttocks on my back

Vegetable garden: you must cultivate me if you want to eat healthy

Oven: | cook your meal

Swing: forward, back then forward again... Children love me

Fridge : | keep food cool

Fence, hedge, wall: | separate from the neighbors

Television: children love to watch me

Parasol: | protect from the sun

Desk: | look like a table but | am not use for eating

Mail box : | receive your mails

Radiator / heater: | provide heat in winter

Doorbell: | indicate by a noise that someone has arrived

Fireplace: | burn to keep you warm

Wheelbarrow: gardener's tool with 3 wheels

Phone: device that allows the dialogue at distance

windows: the natural light enters the house thanks to me

Lamp: | light up when the night falls

Shutters: open during the day, closed at night

Pillow : you lay your head on me at night

Flower pot: container filled with earth and plants

Here is a list to help you come up with ideas for hiding places and examples of "guide sentences" to lead children to the place where they
should look for their clue. These are examples to adapt to the age of the children and your play area.
You can also use a rebus, a riddle, an object (e.g. a tree leaf) or a picture of the search area.




Sheet of follow—up

T

Validated
Clues Hiding places chosen Sentences or photos to introduce the search area Answers @ tle:te
Lt

1 A6

2 battery cable

3 DIPLODOCUS (answer

end of file)
4 labyrinth (answer end
of file)
5 LABORATORY (answer
end of file)
6 20
(answer end of file)
7 3+11+8+13+100
=135
8 3210=3+2+1+0=
the 6th cable
9 SEARCH : find the key
(hide a key in the room)

10 Answer at the end of

file

CONGRATULATIONS ! You succeed all these puzzles ! Read the outcome ...




Beginning of the story G

You're on vacation with friends and everything is going great! At least, until now...
Indeed, you decide to go on a boat trip to observe dolphins. But in the afternoon, the weather suddenly
changes, the wind rises forcing you to stop your expedition.
Fortunately, you see an island in the distance!

Suddenly, the engine stops, but you manage to land pushed by the waves.
The weather finally calms down...

But your boat won’t start and you start to hear strange noises...

This island is very mysterious and you don't feel safe!

You'll have to find a way to leave quickly!

You have only one hour and a half left before nightfall!

Be quick or you will be stuck on this island!

(PS: Don't forget to start the timer!)
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Find out where you are on the map by following the directions below! C S =
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Start from square Al, then :
1 square to the south

2 squares fo the southeast
1 square fo the south

2 squares to the east

1 square to the northeast

1 square to the north

1 square fo the east

2 squares fo the northwest
1 square fo the east
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(B You are in the middle of the Atlantic Ocean, but this island does not appear on the map!
Strange!
Go quickly to inspect the boat to understand why it doesn't start anymore.
Find out where the breakdown comes from... )
/
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Use the table below to find the failure!
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The battery cable is cut! You stop suddenly because the earth starts to shake.

(

What animal appears in front of you?

TIBBNESYORTYYREKUFSTVBA
TRICERATOPSNVYNHBLBTISR
KPPNEYSTKMWGORRSPRZVQJ
PJFHCRPIGUANODONNVEKEHTU
HMKCEAHYTEKZOEITVUMGTLTID

GIBMRBOCGMTOQHETLYAZWGOTPH

UCLIBZRJIWONXZERTHUVCOY
GRVDUAIATKYQOEAQJYYTIZBL
EOSHMPYCCSUHLBNATOQWRU?Z
CRUMGTMZAHGYCVOBNIXMAXA

IAXNFEYRNRIIJISZVFEKAPS SR

CPPKDRPUEMLOSTAVENETHE
WTWTEATITANOSAURIKHEOST
X0OJJBNNOCJIJIQMRARTGCNRTIZXKX

TRIJDWOANKYLOSAURUSZTFHL

BISMDDTAIMPRIWOQSRPDIQMYV
DTUNGOBWANVYGOLXULETIRDO

VKBKUNTGIANIASMOQZSS SDHH

\>,

Find the name of these
dinosaurs in the grid

TITANOSAUR
IGUANODON

S
=

QLK
DGA
CEY:
=58
ey
A= >

ANKYLOSAURUS
DIPLODOCUS

(V)
B2
x5
2
55
QL
25

<
MR

['a)

OVIRAPTOR

MICRORAPTOR

The dinosaur that appears in front of you is
the one whose name is not in the grid:
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You decide to explore the island despite the danger. You have to find something to
repair the boat! You decide to cross the island to go faster!
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When leaving the forest, a mysterious sign indicates the entrance

(f@
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Perform the operations, then sort the results in ascending order. Then use the code to decipher the location.
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You then discover the entrance of an abandoned building.
You decide to enter but the door is locked.
Find the code!

Multiply the 2
nhumbers found in
the blue boxes to

get the code.

\ «----------_—

ﬂ"ill in this grid so that\
each number from1to 5
appears only once in
each row and column.
The « greater than »
and « smaller than »

signs are there to help
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(D This building is a real laboratory! Someone is experimenting to bring the dinosaurs back to life!
And obviously, he has succeeded!
Through a dusty window, you see a room with an electrical cabinet!
Watch out! A dinosaur is lurking around! Put it to sleep! )
\_/

Be careful, you have to inject the right amount of product to put the dinosaur fo sleep!
Put the lefters in order to find the numbers. Then add them up to find out how many milliliters
you need to inject info that dinosaur!
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The dinosaur is asleep. Now you have to get the right cable from the
electrical cabinet to replace the severed cable in your boat!

/

You forgot what the battery cable was made of. Find the secret code.
Then add its 4 digifs to get the right cable number.

There cannot be 2 times the same nhumber.

5 9 3 2 2 .correct humbers,
misplaced
6 S 9 7 ho correct number
8 6 4 3 1 c.orrect humber,
misplaced
2 6 0 2 correct numbers,
well placed

SN R B

2 3 4
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On your way out, you see a jeep. By using it, you will be able to take the
road that goes around the island and thus avoid meeting the dinosaurs in

the forest while going faster! Because time is running out... 5

—

\/ 3¥“

SEARCH:
Find the key fo the jeep!
It is hidden in this room!




o)

Quickly fix the boat's cable and get out of there as fast as you can!
Behind you, dinosaurs are approaching! —

)

Connect the 3 wires correctly fo start the engine aqgain:

red wire: only goes through mulfiples of 4
green wire : only goes through multiples of 5
blue wire : only goes through multiples of 7

J

Please note! Some results may
correspond to several wires...

2 £ &3

45 60 95 13
10 92 76 84

Draw the path with the corresponding
color for each wire and color the final box
where the wire should be connected.

v
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Congratulations! (s)

Congratulations to all!
You left the deserted island where you landed just in time.
What an adventure! This abandoned island was the center of experiments to revive the
dinosaurs. The scientists who worked here have all disappeared and we will never know why!
Even if we can suspect their tragic fate!
With time, the wildlife took over, eggs hatched and dinosaurs repopulated this island lost in
the middle of the ocean!
You are now safe and sound! You won't soon forget this adventure.
Thanks to your discovery, the authorities have taken control of this island and have turned it
into a park to preserve the dinosaurs.
Thousands of people can visit it every year and discover this extraordinary world!
JURASSIC PARK was born! -
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CERTIFICATE OF
ACHIEVEMENT

Skilled
Adventurer

F/EN NN EEN EE BN BN B BT BLW DN DN BN NN BN B LGN B D B B W B B B B S S S . -




Result puzzle 3

TIBBNEGSYORTYYREKUFSTVZBA
TRICERATOPSNVYNHBILBTISR
KPPNEYSTKMWGORRSPRZVQJ

PJFHCRPTIGUA-A

NODONNVEKEHTU

MKCEAHYTKZOETITVUMGTLTID
GIBMRBOGMTOQHETLYAZWGOTPH

H

UCLIBZRJIJWONXZERTHUVCOY
GRVDUAIATEKYQOEAQJYYTIZBL
EOSHMPYCCSUHLBNATOQWRDUZ
CRUMGTMZAHEHGYCVOBNXMAXA
IAXNFEYRNRITIJISZPFKAPS SR

CPPKDRPUEMLOSTAVENETHE

NOSAURKHEOST
X0OJJBNNOCJQMRARTGCNRTIX

WTWTEATTITA
TR JDWOA

NKYLOSAURUSZTFHL

BISMDDTAIMRIWQSRPDIQMYV
DTUNGOBWANVYGOLXUTLETIRDO

VKBKUNTGIANTIASMOQZSSDHH



Result puzzle 4




Resull puzzle 5

13- 25- 7- 17- 11 - 5- 22 -
9- 11- 13- 15- 17- 19- 22-
B o R A T o R

/ 1,9x10 - 81+9 - 130+10 - 100 +4 - 3,5x2 - 34+2 - 1,1x10 - 10x0,5 - 66+3 - 7,5x2

)
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Result puzzle 6
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Result puzzle 10
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Liegal nofice

Company: « Treasure hunt 4 kids »
Website : Laure Lucbert
contact@treasurehunt4kids.com
treasurehunt4kids.com

Director of publication : Laure Lucbert
Registered in the Register of the businesses and the companies under the number : 810229740

INTELLECTUAL PROPERTY

Laure Lucbert enjoys recognized know-how in the creation of games and the related intellectual property rights.

Each game, treasure hunt, detective mystery, escape room or advent calendar is an intellectual work protected by intellectual
property rights. Clients acknowledge and accept that all the above elements - in whole or in part - are the exclusive property of
Laure Lucbert. All rights of reproduction are reserved.

Nobody is authorized to reproduce, exploit, or use in any way, even partially, elements from/ parts of the creations of Laure
Lucbert.

The customer undertakes not to act in any way to interfere with, imitate or challenge or facilitate such acts in relation to the
intellectual property rights of Laure Lucbert. The purchase, acquisition and/or downloading of the game, treasure hunt, mystery

and escape room games or advent calendars does not confer any transfer or assignment of intellectual property rights to the
customer. The Customer is therefore prohibited from using, imitating, reproducing or communicating these products other than for
his /her own personal needs and private use; he /she is prohibited from making commercial use of them.

The reproduction, copying, printing, representation, imitation, duplication of all or parts of the aforementioned elements, by any
process or on any medium whatever, is formally forbidden, and constitutes, without written authorisation, an infringement
engaging the civil and penal responsibility of the offender and Laure Lucbert reserves the right to take any legal action in the event
of violation.



