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An Adventure Book Expansion

Welcome to Stuffed Fables: Oh, Brother!

A new baby brother has joined our family, and his stuffies need to learn the ropes
in a whole new batch of bedtime adventures. Before you start, we would like to
introduce a few minor changes to the rules that governed the base game.

Oh, Brother!

DISCOVERY DECK

Story1

This is the Oh, Brother! discovery deck.

Do NOT rearrange or look through these cards. These
cards are arranged and divided (by divider cards)
into stories. Each story in the Oh, Brother! Storybook
will instruct players to collect the discovery cards
that belong to that story and to set them aside. As the
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Plastic

Stone Pillars /
Bowling Balls

Lucy Caboosy
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Oh, Brother! comes with 10 new sleep cards and 23
new lost cards. When playing through the stories in
the Oh, Brother! Adventure Book, do not use the sleep
cards and lost cards that came with the Stuffed Fables
base set. Instead, replace them with the lost cards
and sleep cards from this set. All cards that come in

|
I ! :
story plays out, players will be instructed to retrieve I the Oh, Brother! set are marked with a $& symbol in
specific cards from these set aside cards. | thelower-right corner of the cards.
NEW TOKENS
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Magic Sand
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ALL OTHER CARDS AND TOKENS

Use all other cards and tokens from the Stuffed Fables base game as usual. If you have not completed
the Stuffed Fables base game, you may need to retrieve some cards from the original discovery deck.
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Machine Interior Darkened Box

Stuffies on mini maps cannot interact with figures on
the Adventure Book map unless directed otherwise.

In the base game map pages, solid white lines are
impassable and even block line of sight. In Oh, Brother!,
solid white lines block movement, but not line of sight.
Double white lines are now used to show areas that
block both movement and line of sight.

Pokey wants to make a ranged attack against a bedbug. She
can attack bedbug A, but cannot attack bedbug B, because
the double white lines block her line of sight.

MOVING DIAGONALLY

When moving diagonally there are some instances
where a solid line intervenes, but only partially. In
these cases, treat it as a normal move across a dotted
white line.
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PLACING MINIONS

When placing minion figures on a map that has
multiple Qg spaces, unless directed otherwise, place
each minion on an unoccupied Qg space one at a
time. If placing a minion and there are no unoccupied
Q; spaces, place it on an unoccupied space adjacent to
a Q@ space.

Note: An unoccupied space is a space with no other
figures on it.
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CREDITS

Game Designer: Jerry Hawthorne

Writer: Mr. Bistro

Producer: Colby Dauch

Iustrators: Kristen Pauline, Tregis

Graphic Designers: Dave Richards, Kendall Wilkerson
Sculptor: Chad Hoverter

Editor: Tabletop Polish

Playtesters: Callin Flores, Ray Sevits, Gordon Helle,
Jeffrey Joyce, Richard Spangle, Nathan Stephens,
Simon Stephens, Lara Williams, Spencer Williams

You are now ready to play Stuffed Fables: Oh, Brother! Follow the setup and all
other rules from the base game’s rulebook, with the aforementioned exceptions.
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