


SUMMARY
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Your party set out on a heroic quest to find the lost crown of the Emperor of Oshra. However, your last

evening at the local tavern went a little out of hand. You all drank too much spicy tea.

The next morning you find yourself the chief suspects of a series of horrible crimes. But you are totally
innocent, of course! Can you solve the crimes and identify the true offenders? Only if all of you can prove

your innocence, can you continue your heroic quest!
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Choose a scenario and locate the corresponding story and setup
instructions in the story book.

We highly recommend to start with scenario one and progress
through the story at your own pace.

Choose your level of difficulty (Easy, Standard, Master)

Prepare a number of Investigation tokens and Almost Innocent
tokens as indicated in the chosen scenario’s setup instructions.

Form deck for each color/type of solution cards, each stack
depending the scenario.

Each player chooses a note taking sheet, a player screen and a pen

Give each player their player ability cards (if specified by the scenario)

Once the setup is complete, each player draws one solution card per
color and secretly takes note of the solutions on their note taking grid
(see “note taking”) and also notes the positions of the “No Clue” (7).

Note: The setup may vary depending on the scenario you play or the
modules you include. This may for example modify the types of solution
cards needed (4) or certain player abilities (6). You find the required
modules in the module section of the rulebook

TIPS ———

Tip: Before starting a new scenario make sure that every player:

Marked the “no-clues” on their sheet (7)
Marked the solution cards they received on their sheet correctly
Marked the location of “big-tiles”

This is essential, because an error in marking this down (one column
or row) will very likely disturb the game for all players.
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ASKING QUESTIONS

The players take turns in placing one of their investigation tokens next to a row
or column that does not yet have an investigation token. They are allowed to ask

CORE GAMEPLAY

Setup: Receive Solutions

At the beginning of the game
every player draws one card
from each of the solution card

decks.

These solution cards make
up the solution of the player
to their left. They must help
this player to find their secret
combination.

TIPS

Tips: About Table Talk

Players are not allowed to show their solutions to other players or
give any hints about them except by asking the specified questions
while spending investigation tokens.

At the same time, they have must try to find own combination that is

only known by the player to their right.
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One of the many possible combinations in Almost Innocent.

You may adapt the amount of legitimate “table talk” to the difficulty you choose:

14418 You may indicate to the other players what type/color clues you are confused about and which you have

already solved.

You may only indicate if you have completed your solution yet (and are ready for the game end) or not.

{11338 You are not allowed to talk about your progress at all.

APLAYER'S TURN

1. The active player asks one of the two possible questions and puts

the investigation token next to

2. Al players answer the stated
question in turn.

the corresponding row or column:

@) A. "How many clues relate to

-~ \ my case in this row/column?”

B. Is my Victim (or Offender,
or Evidence, or Scene, or Crime)
/ in this row/column?”

3. Whenall players have answered the
question and taken their notes, the next
player continues(the active player token
is passed to the next player as well).

only one of the two following questions:

Question “B”

Question “A” ﬂ
% “How many clues relate to my case?” ,/ “Is my Victim (or Offender, or

Evidence, or Location, or Crime -

Only one clue type/color can be
selected!) in this row/column?”

EXAMPLE OF PLAY

The player to their right must answer this question with a
number from 0 to 5 (question )7 ) or Yes/No (question @ ).
The players are not allowed to give any other answers
or hints relating to their secret clues.

Example: Markus, Lisa, Philippe and Arnaud are playing.
Markus asks “How many clues in column three relate to
our case?” Lisa answers “2”, Philippe says “1”, Arnaud
says “1”, and Markus says “0”.

The players keep track of these answers with the help of
the note taking sheet (see “taking notes”, page 8). Also
the players are allowed to take any further notes they
like, whatever might help them to solve the case.

] |3

The grid of clues
from Scenario three

After this question is answered, each player takes
turns answering the same question posed by player 1.
This way everyone receives their own answer to the
question that was asked by player 1.

Note: In some scenarios there are be two types of
investigation tokens for Question and Question
(indicated by flipping the investigation token). This will

limit how many questions of each type can be asked.

For example, in scenario 5 the players on Master difficulty
the players have 10 investigation tokens but can only ask
7 times for question ) and 3 times for question )y tokens.
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TAKING NOTES

During the investigation, the
players take notes via the grid
on their note taking sheet.

They note the responses given
by the player to their right in
the respective column or row.

For this, the players note the
solution that they have for the

note of the number of solutions
that are given by the player to
their right for question (0-5
in the “Answers” section) or the
reply to Question “Yes/No”
(Y, N, “offender”, “victim” to the
right).

This allows them to exclude
certain clues (“X” to the right) or
identify them “0” to the right).

ANSWER

MODULES

Five different modules can be
added to the game to expand
the game experience. The
required modules are specified
on each page of the scenario
book.

| SCENRIOTH:
ACT I &8
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By progressing through the story
book you are introduced to
these modules one at a time. We
recommend playing the book one
scenario at a time and looking
up
progresses.

the modules as the story

However, if you are an experienced

player to their left in the grid

(“S” to the right) and mark the The players are allowed to
no-clue fields (shaded spaces to  take any additional notes and
look at the reference sheet to ;)
identify their clues.

the right).

Further they continuously take
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SOLVING COMBINATIONS / END OF THE GAME

Once the players have used up all their
investigation tokens, then they must attempt to
solve their combination of clues.

The players may decide to solve sooner, however,
they must all solve at the same time and only have
one attempt solving the game.

Once the players attempt to solve their
combinations, they take turns announcing their
suspected clues colour by colour.

First, all offender clues are solved, then all victims,
all crimes, all evidence and all scene clues.

They take clockwise turns to solve their combination
by announcing their suspected clue out loud. The
player to their right answers with “yes” or “no”.

e |f the answer is correct, the player to their left
continues with their next guess.
e |f the answer is not correct, the players immediately
lose one “Almost innocent token”.
olf the answer is not correct and the players
have no more “Almost Innocent Tokens”, they
immediately lose the game together.
oAfter losing an Almost Innocent Token the
incorrect player must make another attempt to
solve for the same clue considering the additional
information provided by the negative response.

In any case, the players must solve all clues correctly.
Almost Innocent Tokens do not allow them to skip or
reveal a clue. If the players solve all clues correctly, they
win the game and may progress to the next page of the
scenario book.
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REDUCED TYPE OF CLUES

To make the game easier for
new players, some scenarios use
a reduced number of clue types
(colors) for the first few rounds
of the games. The players then
only draw a reduced number
of solution cards, one per type/

colour of token in the game.
E.g. in scenario 1 only Victim,
Scene, and Evidence are used,
Offender and Crime are left out.

This makes the game much
easier for beginners.

LIMITED QUESTION TYPES

player already, you may decide to
(re)play certain scenarios as you
like or modify their requirements.

EVIDENGE

e I OFFENpER

: / “‘““l

By default, players can freely choose
to use the investigation tokens to
either ask question (“How many
clues relate to my case?”) or (“Is
My Victim (Offender, Evidence...) in
this row/column?”).

However, in many scenarios the use
of investigation tokens is limited by
question type. In these scenarios the

setup specifies how many of each type of
investigation token are available during
that game.

For example, in scenario 3 depending

on the chosen difficulty players have

anywhere from 9 to 5 “Question )7 ”

investigaion tokens and 3 “Question
” Investigation tokens.

9 markers next to the board, é face up with
“A/number” and 3 face up with “B/ type ”
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PLAYER ABILITIES ——

Throughout the scenarios more
player abilities are added that
make hard game setups easier
and give you additional strategic
options. Each player ability is
associated with a fixed character.
The players may choose which
character and thus which ability
to use for this game.

In the scenarios the players
must “unlock” their abilities by
solving certain scenarios. On
each scenario page it is indicated
what abilities are available. The
players take the corresponding
ability cards and return them to
the box once they have been used
in the game.

If you are playing with 2 players,
the players gain one additional
player ability from a character
that is not in the game (as long
as this ability is allowed in the
scenario). Either of the players
may decide to use this character
during the game.

C3 - Edd: Investigator

Insfeud of your turn.

Instead of your regular turn, you may
ask one of the two alternative questions:

« Is my offender an animal?
« Is my evidence a liquid?
All players answer the question with either

“yes” or “no”. In case of doubt, these are the
correct answers:

THE FOLLOWING ABILITIES ARE IN THE GAME

W@y Les

wAnyﬁme, once a game. Non-Liquid

C1 - Din: The Sage

You may pick one player (this can be
yourself). This player draws three unused cards
from the solution card stacks in any combination.
These three solution cards are not in the game and
the player can cross them off their note taking grid.
Then, the player chooses one of the three solution
cards and reveals it to the other players.

Note: The player is not allowed to talk about

the other two solution cards they saw.

C6 - Okra: The Crack Shot

Insfead of your turn.

Anytime.

The Streetwise starts with two special
investigation tokens, a black and a white one. They
can pick a player. This play may use one of these
markers to indicate the following: Placing the white
marker indicates that in this 2x2 grid, there is at
least one solution.

Placing the black marker indicates that in this 2x2
grid there are no clues. The respective player to
their left crosses this clue off their tracking sheet.

m Once per game, the Crack Shot may

use their turn to ask any question ( or p}
for a row/column that was already Used.

They use their special investigation token
instead of a regular investigation token.




C4 - Valia: The Queen’s Champion

m Instead of your turn

One time in the game The Queen’s Champion can
use their ability to move the Queen token to any space

of their choice and ask a special question:

“How many clues is the Queen currently
touching?”

Each player then gives a number between 0 and
4. This indicates if the 2x2 tiles below the Queen
are currently touching 1, 2, 3, 4 or no correct
clues.

Example: Philippe and Lisa are playing. It's
Philippe’ turn. Philippe moves the Queen to the
center, so that she is currently touching the scam,
the spicy tea, clumsy wizard and the church.

As the clumsy wizard is the victim that Lisa is
looking for, he uses his ability to ask the special
question and gives the number “1”. Lisa notes on
her sheet that one of the four clues must be hers.

QUEEN MARKER

For this module, the mini and
a six sided die are added to
the game.

The Queen tries to disturb
the players. She always starts
the game in the center of the
board as displayed above.

This way she “controls” the
two rows and columns that
intersect her position. In the
example to the right, the rows
3+4 and the columns C+D are
“controlled” by the Queen.
If the players want to ask a
question for any of the rows/
columns controlled by the
Queen, they have to discard
one additional investigation

token of their choice. If they
cannot discard this additional
token, they cannot investigate
the respective row/column.

Example: Lisa wants to
investigate row three. This

line is controlled by the
Queen. Tom decides to ask the
question anyways and asks
question ,® “How many of my
clues are here.” The players
place one investigation
token next to row three and
discard one additional token.
They decide to discard a

token as the additional
token.

Once a player’s turn is completed, the player rolls the
6 sided die. Depending on the result of this the Queen

QUEEN MOVEMENT moves as follows:

At the end of
each player’s
turn roll the
die and move
the queen
according to
the compass

BAb below. Player’s Choice 5

1

1. The Queen moves up

2. The Queen moves down

3. The Queen moves left

4. The Queen moves right

5 & 6.The players decide where to move the queen.
However, the queen must move!

If a 1-4 is rolled but the Queen cannot currently move infto  The queen only blocks the specified columns and rows. She
Then she also tells Philippe “2” which indicates that direction, the Queen stays where she is. does not have an effect on the special question options of
to him that two of his clues are within this 2x2 the Din (C1), Teor (C7), Edd (C3) or Valia (C4) but she does
area.” Overall, the Queen has 9 possible positions on the board  disturb the questions of Okra (Cé), and the players would
that she can occupy. The queen can never move diagonally.  have to discard one additional token.




LARGE CLUES ———

In these scenarios large clue tiles are present
on the game board:

When a question or @ is asked, the

large tokens each count as members of two
columns/rows.

For example, if the Clumsy Wizard is the
victim of a player.

The question “Is my victim in row” 5 or 6 would
return “Yes” both for row 5 and for row 6.
Also the Clumsy Wizard would be counted in
both rows when giving the number of clues.

Note: Independent of their larger size, the
large clues are still an ordinary clue tile. They
only count as one clue whenever counted,
regardless of how much space they occupy.

Scenario 4 with 4 large tiles.

SCENARIOS

To experience the full story of the game with gradually
increasing difficulty, we recommend to follow the
scenarios by using the story book and scenario sheets.

To start the scenarios, open the corresponding page of
the story book and follow the setup instructions there.

Once you have successfully completed
a scenario you note your progress and
continue with the next scenario page.

Although we recommend this specific
order in its increasing difficulty, you may
replay or skip a scenario as you like.

[TT0 7 g SSNRO7:
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Later, you can continue where you left off or freely
replay any scenario you like.

On each scenario in the campaign book you find
a short story teaser and setup instructions for the
corresponding scenario. On the scenario board you
find the grid of clues which is used for this scenario.

Story Book page 9, Act Il
Scenario 7

Scenario 7
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GAME CONCEPT

Your party set out on a heroic quest to find the lost crown
of the Emperor of Oshra.

However, on your last evening at the local tavern, your
party drank too much spicy tea, and things got a little
out of hand.

The next morning you find yourselves the chief suspects
of aseries of horrible crimes. But you are totally innocent,
of course! Can you solve the crimes and identify the true
offenders? Only if all of you can prove your innocence,
can you continue your heroic quest!
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In Almost Innocent the players must work together to
find a specific combination of clues for each player in
order to win the game. Each player must find one unique
combination. Every player has the solution of the player
to their left, while relying on the help of the player to
their right to solve their own crime.

The players take turns asking questions based on the
lines and columns of a 6x6 grid of clues. When the
players run out of questions (investigation tokens) they
must solve their cases. Only if all players can solve their
combination correctly, will the players win the game.




