


THE RAVEN'S TRUTH




GONTENTS

1 Vision board 8 Location markers

8 Vision markers

1 Notepad

24 Truth cards

8 Day and night

8 Location

8 Weather condition

40 Location cards (5 per location)

GOAls OF THE GAME

8 Outcast tokens 1 Game board

1 Weather 1 Day and night
8 Outcast cards 1 Thing token marker marker

In Wednesday: The Raven’s Truth you play as outcast students at Nevermore Academy. After being called upon by Wednesday
Addams, you must help her solve a future murder. The first player to name the perpetrator, the accomplice and the correct

truths wins the game.

However, if it turns out you yourself are the perpetrator, you will have to make sure that the location cards at Nightshade

Library (X) are depleted as quickly as possible, before you are caught.



SET-UP

A

Place the game board and the vision board next to each other and within
easy reach of all players.

Shuffle the outcast cards and give one to each player. Place this card face up
in front of you. The outcast card indicates which outcast you are and which
unique effect you have during the game. See the ‘Outcast overview’ on
page 14 for more information on the outcasts and their effects.

All players receive the vision marker and location marker in the colour of
their outcast.

All players place their vision marker on the corresponding outcast icon
on the vision board. Keep your location marker in front of you for the
moment.

Of the 8 outcast tokens, gather only the tokens corresponding with the
outcast cards of all the players. Shuffle the tokens and place one of these
tokens face down as the perpetrator on the vision board. From now on,
one of the players is the perpetrator.

Shuffle the remaining seven outcast tokens (even the tokens not used in
step E ) and place them face down in the recesses on the edges of the
game board.

Sort the location cards by number. Shuffle each deck and place them on
the corresponding numerals on the game board.

Place the day and night marker and the weather marker on the vision
board.

Place Thing on Wednesday’s Room (D).

Sort and shuffle the truth cards by category. Give all players one card
per category, face down. These three cards make up your truth, so keep
these truths a secret for all other players!

Day and night Location Weather condition

All players receive a sheet from the notepad to make notes. Fold the sheet
along the folding lines, indicated by the dotted line, to hide your notes
from the other players. See ‘Notepad’ on page 13 for tips on using the
notepad during play.

The game can now begin. The oldest player begins.

THE NOTEPAD

Pold line

Pold line




Example:
set-up for four players




THE GAME

A turn consists of two consecutive steps:
© Move your location marker to a location of your choice.
© Draw and resolve a location card.

In some cases, these steps are also followed by a third step, namely a vision (see ‘Vision’).

When you have performed all steps, your turn ends and play continues with the next player in clockwise order.

STEPS

o Move vour location marker to a location of vour choice

Place your location marker on a location on the game board of your choice. This can be any location, as long as there is enough
space. Space is indicated by the circles at each location. If all circles are occupied, you may not place your location marker
on this location.

© Draw and resolve a location card
Take the top location card from the location you are at and read its text out loud. Then, resolve the card effect. Some cards
reveal things about other players’ truths. Others allow you to look at outcast tokens and, in this way, discover which outcasts

are innocent. The locations Wednesday’s Room and Nightshade Library are an exception to this (see ‘Wednesday’s Room’
and ‘Nightshade Library’).

After resolving the card effect, place the card at the bottom of the corresponding location card deck. This does not apply to
the cards of Nightshade Library.



Multiple players on the same location
If multiple players are on the same location on the game board, these players must share all information they receive
about outcast tokens or the accomplice. The Faceless is an exception to this (see “Faceless’ in the outcast overview).

LOGATION HINTS

All locations have five cards. Three of these cards are identical at every location, but two of them have special effects and are
unique to that location. Above each location are one or more hint icons that hint at which exact game element is influenced
by these unique cards. So, pay close attention to these hint icons to see what kind of cards you can expect at this location.

Crackstone Crypt Pilgrim World - 11
- VIII

Sheriff’s Office - III

Principal’s Office
- VII

Kavier’s Art Studio - IV

Greenhouse Conservatory - V




Outcast tokens

Some location cards allow you to look at the outcast token of that location. Write down on
your notepad which outcast tokens are found at which location; this way, you can rule out
outcasts who are not the perpetrator as the game progresses.

WEDNESDAY’S ROOM

Wednesday’s Room is a special location on the game
board. This location does not have any location cards
or an outcast token, but is instead where Thing can
be found. When you are on Wednesday’s Room, you
move Thing to another location on the game board.
As long as Thing is placed on a location, that location
is blocked and players may not move there until Thing
is moved. When someone goes to Wednesday’s Room
again, they may move Thing to a new location and, in
this way, block that location instead.

NIGHTSHADE LIBRARY

Nightshade Library is also a special location on the
game board. When you resolve a location card effect
here, remove this card from the game instead of placing
it at the bottom of the deck. When the location card
deck of Nightshade Library is empty, the game is
over and the perpetrator wins the game. However,
Nightshade Library is also an important location for
discovering other players’ truths. This is because,
after resolving the location card effect, the player at
Nightshade Library may perform a vision (see “Vision”).



VISION

During a vision, players can discover the other players’ truths. This is done by describing the circumstances of the future
murder and then letting those suspicions be checked truthfully by the other players. Players can start a vision by going to
Nightshade Library, or by encountering specific location cards on Principal’s Office (VID.

The player starting a vision performs the following actions:

A Flip the day and night marker on the vision board to either day

Day Night
(the white side) or night (the black side).

B Turn the weather marker on the vision board to a weather condition (cloudy, rain, wind or
full moon).

G Place all the location markers of all other players (so excluding your own) on any location on the game board, with

the exception of Nightshade Library.




After this, all other players look at their truths and check
how many of their truths match the situation of the vision
(day or night, location and weather condition). For every
correct truth, players must move their vision marker one
step to the right on the vision board. So, when the vision
matches all of your truths, you move your vision marker all
the way to the right.

HINT: A vision is a good way to gather more information
and to discover other players’ truths, but by performing
visions you also indirectly help the perpetrator. After all,
after the Nightshade Library deck runs out, the game ends

and the perpetrator wins! ‘Use with caution!’

AGGOMPLIGE

Besides the perpetrator, there is also an accomplice whose identity you must discover to win the game. Unlike the perpetrator,
the accomplice is not determined before the game starts, but during it, as a result of certain location cards. If the accomplice is a
player, they do not win alongside the perpetrator and therefore must discover the perpetrator to win, just like the other players.

HINT: When you place an outcast token as the accomplice, or when you switch out the accomplice for another outcast token,
you may not look at the token that is being placed or switched first. Therefore, it is always useful to know beforehand which

Example: the Shapeshifter starts a vision and does not need to
reveal their truths. Two truths are correct for the
Vampire, one for the Siren and three for the Werewolf.

outcast is being placed as the accomplice, so that you have them confirmed already.



END OF THE GAME

The game can end in one of two ways.

© You unmask the perpetrator
You move to Nightshade Library and take and resolve the location card as per usual. Then you start a vision.

1 To name a player as the perpetrator, you must first predict the correct truths (day or night, location and weather condition)
of the appropriate player during your vision. This means that their vision marker must show three correct truths. After this,
you announce that you will be naming the perpetrator.

First name the accomplice 2 out loud and look at the outcast token of the accomplice without the other players seeing which
outcast it is. If it is correct, you continue by naming the perpetrator 3 out loud and looking at the outcast token of the
perpetrator without the other players seeing which outcast it is. You win the game only if both suspicions are correct.

Wrong accusation
When you name the wrong accomplice or perpetrator, you are immediately disqualified and the game continues
without you. However, you still participate in visions. Because of this, leave your location marker on the board.

Example: the Werewolf starts a

vision and suspects the Siren. ?) ?)
During the vision, the Werewolf

predicts the three correct truths

and may name the accomplice and

then name the perpetrator.



© The perpetrator wins
The player whose outcast token was placed as the perpetrator can win in one of two
ways:

- When the location card deck on Nightshade Library is empty.

« When all other players have made a wrong accusation and are therefore out of the game.

HINT: Although you typically find out whether you are the perpetrator (or not) during the game, it is possible for the
perpetrator to win the game without knowing they are the perpetrator. However, if you do know this, it will be easier
for you to prevent your truths from being discovered and to make sure the location card deck on Nightshade Library is
depleted. For example, you can go to Crackstone Crypt (VIID) to slowly deplete the card deck at Nightshade Library, or
go to Nightshade Library yourself and perform a fake vision. However, don’t forget that other players may be on to you
if you go to these locations too often!

One player left

When only one player remains in the game as the result of multiple wrong accusations, but that player does not
know who the perpetrator is, the game ends immediately. The remaining player wins the game without having to
move their location marker or perform visions.




Perpetrator

When you think you know the
perpetrator’s identity, you can
note that outcast (or player)

Location overview

When you look at the outcast
tokens on the game board as a result
of a location card, you can note
which outcast tokens you encounter

here. Perpetrator
Accomplice
Accomplice
When you look at the outcast token
of the accomplice as a result of a Outcast boken
location card, you can note that
Outcast token Outcast token
outcast here.
Outcast token Outcast token
Outcast token Outcast token

on which location here.

___HINT: Because there is only one
of each outcast token, you can
rule out outcasts you encounter

on the game board from being the

Name and/or ovtcast
Notes

Player

- N d, teast
For a better overview, you can aihe anafor ovtca

Notes
note the names and/or outcasts of

the other players here. This way, Nawme and/or ovtcast
you can easily see which notes —_— fotes
apply to which player. Below this Name and/on ookcast
field is free space for short notes, Notes

such as truths you may still be
Name and/or ovtcast

unsure of, or even how a player is toses

behaving.

perpetrator; this is because outcasts
tokens found on the game board
were not placed as the perpetrator
at the start of the game.

— Truths
When you learn about the truths
(day or night, location and weather
condition) of other players,
you can mark or cross out the
corresponding truth here.




PLEASE NOTE! If cards or effects instruct you to show truths or outcast
tokens to all players, the players on your location (as well as all other players)
should still be shown this information.









