
Morning. Bother. Glasses gone! Not again. 
Nowhere to be found. Off to work. Long day. 
Home at last. Shoes go back on the rack. 
Seriously? Glasses are there. In a shoe! Typical.

Sound familiar? The answer is simple: give 
everything a home and keep matching items 
together. And that’s what this game is all about.

Lost & Found challenges your 
memory. Your purchase supports 
dementia research.

TeamAlzheimer.nl

1-4 8-99
Watch the 

how-to-play 
video

10
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The game at a glance
In this game, you play together as a team, not 
against each other! You either all win or all lose!

Glasses, phones, keys, socks and wallets lie 
hidden in a grid on the table. One big mess. 
Your task? Group all matching items together.

Work together to find out what’s where. Get 
everything sorted to win the game. But no 
sharing what you know aloud! 
Let your hint cards do the talking!

What’s in the box
	� 30 item cards 
(5 types, 6 of each)
	� 4 reference cards 

Lore pligendam vitatus dandis eum fuga. Ut 

dolupie nitatin pe num id ut faccat venia es-

tibus, nonecab orporro rercia que peris ren-

daecus id quunturit ut raes earchil essi dolo-

restis nonseris aligeni squam, utet etur, accus 

nos ati nobit ea volupta sequi oditi berum, 

que nitiore cus veni reptiatur molupta tibus-

tis et facea et qui quas eaque suntiis vendem 

quam quo venit vidus esed ut untia volestiis 

sitius sim is qui ut dolupta tintion sequatur?

Vid ut quid ut aliquo te experovid mil-

lanti ut et liaturestota acil evelitis nus.

Namus molenduci ni ad moluptatiae iustiat 

quuntusa solore core que voloratiur as eario.

Epelendi as dolupta que pra sinvent, num re 

experit aligent utempernam nonsecu llabor 

seque quia vendio dolendestrum simi, int
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Setting up
Here’s how to set up the basic game.

1	 For the basic game you only need 
4 of the 5 item types. Put the 6 cards of 
1 type (e.g. the socks) back in the box. 
These cards are used for harder levels.

2	 Take 4 cards from each type. Shuffle them 
and make a 4×4 grid, cards face down.

3	 Shuffle the remaining cards. Put 2 cards per 
player in a pile. You’ll use these as hint cards. 
Place the pile face down beside the grid.

Example  For 3 players, use 6 hint cards.

4	 Finally, give each player a reference card 
summarising the rules.
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Beyond the basic game�
On page 12, you’ll find out how to make the 
basic game harder or easier if you like. 

Then try the 10 challenges on pages 14–15. 
Can you complete them all?

Hint cards

Example  A grid of 4×4 cards
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What you’re aiming for
You play Lost & Found together, taking turns. 
You can talk to each other during the game, 
but you mustn’t say what you saw when you 
looked at the cards.

Your goal is to group all the matching items 
together. By the end of the game, all cards of 
a type must form one connected group. Cards 
may connect horizontally or vertically, but 
never diagonally. The fewer cards you flip face 
up, the more points you score!

Example  On the facing page, you can see a 
few examples of what the grid should look 
like at the end of the game. You can also 
see 2 examples of how it shouldn’t look.
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The glasses aren’t 
all connected.

Diagonal 
connections 
don’t count.
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On your turn...
1	 Pick up 2 cards in the grid that are still face 

down. Only you may look. Remember what 
you see, but keep your lips sealed! 
Note: you can’t choose face-up cards!

2	 Put the 2 cards back face down where they 
were. You may swap their positions, but 
you don’t have to.

3	 Choose: either flip any card 
in the grid face up

or
place a hint card (see the facing page).

4	 If you think everything is in place, say 
All sorted! This ends the game. The game also 
ends when only 1 card remains face down.
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Placing a hint card
Each remaining face-down card earns 
a point at the end of the game. So, rather than 
flipping a card face up, place a hint 
card! Take the top hint card 
from the pile and place it face 
up next to the grid.

The hint card is now part of the 
grid. So by the end of the game, 
the item must be grouped with all 
the other matching items!

Use hint cards strategically. 
For example, to let the others know 
what you saw. Like, where a key is. 
Or use a hint to propose: “Let’s put all the 
glasses here.”
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Did somebody say All sorted?
When the game ends, check the cards and 
work out your score.

1	 Count how many cards in the grid are still 
face down. If everything matches, this is 
your score as a team.

2	 Then flip all the cards in the grid face up. 
Check that all the matching items are 
grouped together, including any hint cards 
you’ve added.

Everything grouped with its matching items? 
You’ve won! The higher your score, the better! 
Hats off � if at least half the cards were still 

face down! 
Something out of place? Bad luck! Try again.
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Have fun!
Questions? Email service@gaminbiz.nl.

Tip � On the next few pages, you’ll find ways to 
make the game harder or easier. Can you 
complete all the challenges?

Good for your brain, supports research
You can enjoy this fun and challenging game 
together while putting your brain to work and 
giving it a workout. 

Tip � Sign up for the Team Alzheimer  
newsletter at www.teamAlzheimer.nl.

Want to do even more to support research? 
Buy Alzheimer Socks or start a fundraiser 
at actie.teamAlzheimer.nl.
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Time for a change
Try playing with a bigger or smaller grid. 
Choose from a 2×4, 3×3, 3×4 or 4×5 grid.  
The bigger the grid, the harder the game.
Try using 2, 3 or 5 item types instead of 4. 
Choose one of these combinations to match 
the size of your grid:

2×4: 2 or 4 item types
3×3: 3 item types

3×4: 3 or 4 item types
4×5: 5 item types

When setting up, put any item types you don’t 
need back in the box. Take enough cards of 
each type to fill the grid.

Also try playing with just 1 hint card per 
player. Or even none at all!
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Variations to try
1	 Choose the 2 cards you want to pick up 

before you look at either of them.

2	 After looking at the cards, always swap 
their positions when you put them back.

3	 If you flip a card face up, you must choose 
1 of the cards you’ve just put back.

4	 Spread the hint cards face up on the table. 
You can choose which one to take.

5	 Play with a random number of cards of 
each type, so you don’t know how many of 
each item are in the grid.

6	 Try to complete all 10 challenges on the 
next 2 pages.
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Ready for a challenge ? 
Try these 10 challenges, each harder than the 
last. Can you complete them all?

	� Play with a 3×3 grid, using 3 item types. 
Play without hint cards.  
Score at least 1 point.
	� Play with a 3×4 grid, 4 item types. No hint 
cards. Score at least 3 points.
	� Play with a 3×4 grid, using 4 item types. 
Play without hint cards. Always flip 1 of the 
cards you’ve just put back face up. Score 
at least 2 points.
	� Play with a 4×4 grid, using 4 item types. 
Play with 1 hint card per player. Score at 
least 8 points.
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	� 4×4 grid, 4 item types, no hint cards. 
You must always swap the 2 cards when 
you put them back. Score at least 4 points.
	� 4×4 grid, 4 item types, no hint cards. Don’t 
look at either card until you’ve picked up 
both. Score at least 6 points.
	� 3×4 grid, 4 item types, 1 hint card per 
player. Score at least 6 points.
	� 4×4 grid, 4 item types, 1 hint card per player. 
Carry out action 3 (flip a card face up or 
place a hint card) twice in every turn. 
	� 4×5 grid, all item types. Play with 1 hint 
card per player. Spread the hint cards face 
up on the table. You can choose which one 
to take. Score at least 6 points.
	� A grid of all cards (5×6).  Good luck!
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By buying this game, you support 
Team Alzheimer, an initiative of 
Amsterdam UMC.

We’re volunteers working to fund dementia 
research, including young-onset dementia.

As well as this game, we sell 
socks, organise sporting 
events and much more.

1 in 5 people will develop dementia.  
In the Netherlands, 800,000 unpaid carers look 
after people with dementia. With your help, 
we’re getting ever closer to understanding 
dementia and being able to treat it.
Want to support us? Scan 
the QR code to visit our 
website. Thank you!

TeamAlzheimer.nl


