3 - 6 players
30 - 45 minutes
ages 14 & up

a game of murde,
accusations & denials




MON DIEU!
M. Har pa”nn RiLhaid]s most decidedly dt','ad
 soon enough for YC
the old miser s passing has brouwht\ou d||
together, feigning tears and anticipating your
inheritance, when a terribly bothersome
police inspector calls upon you.

Cleu is not convinced
gon pa acefully in his sleep,
as was reported. In fact, he’s discovered
somt‘\\ hat tmublmu e\idt,nce'
that he was S
strangled, bludg_eon ; )
third story window. Worse, he seems to think
YOU had something to do with it.

\\dl even if\nu did, which you didn’t, there’s
f you going to prison for it.
decided to ‘help’ the
2 o did!
ou re the old man’s heir and you're
oing to get what's coming to you..
one way or another.

CONTENTS:
6 Suspect Character Sheets

25 Evidence cards
(8 Motive, 8 Opportunity, 9 Murder Weapon)

24 Suspicion cards
(6 sets: Left, Right, Across, JACCUSE!)

18 Investigation cards
(9 single, 6 double, 3 triple)

1 Chief Inspector card and stand



OBJECT

JFACCUSE is a game for 3-6 devious players bent on implicating
and accusing their friends and family of MURDER! So no one

‘wins’ the game, so much as, one of you will LOSE. The object is to
avoid suspicion for as long as you can, while assuring that someone
else ends up accused for the crime. The game ends, and the loser

is ‘Arrested,” when one player gets stuck with at least one of each
type of Evidence (a Motive, Opportunity & Weapon, which solves
the case) OR by having ANY 5 pieces of Hard Evidence against
them (a Preponderance of Evidence).

SET UP

Create three separate piles of Evidence, one each for Motive,
Opportunity and Weapon cards. Shuffle each pile and place
them face down at the center of the playing area.
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Shuffle the Investigation Cards & deal 3 face down to each player.
These cards will ONLY be used when you become the Inspector
for the Round. Place any remaining Investigation cards face
down to the side of the table. A discard pile will form beside it.
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The Chief Inspector token begins the game in
front of the player who first crosses their arms
in an accusing manner. Starting with the player
on the Inspector’s left, place one Motive card, N
face up, in front of that player’s character sheet. " _
Proceed clockwise around the table, placing an [/
Opportunity card and then a Weapon Card in ‘NSPECTOR
front of the next two players. There will only &

ever be one of each Evidence type actively in play at any given time.

Note: Evidence cards in front of a player’s character sheet are
said to be ‘Suspected Evidence.” Suspected Evidence can be easily
moved from player to player, but is also at risk of becoming ‘Hard
Evidence’ against the player, should they be so accused. It is best
not to have any in front of you.
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There will always be exactly one Motive,

one Opportunity and one Weapon ‘in play’
as Suspected Evidence at any given time.
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PLAYING THE GAME

OVERVIEW

Each Round, players will attempt to avoid pieces of Evidence by
trying to pass them away from themselves or lock down pieces
of Evidence on others by accusing them of guilt. This is done as
a group by ‘Casting Suspicion’ upon others, voting in secret with
your Suspicion cards.

A ROUND OF PLAY ey
I. The current Inspector will choose one of : I i"ﬂfffﬁ-‘lﬂﬂh’ &
her three Investigation cards and place it &3 )
secretly, face down, under the Inspector NN
card stand. The Investigation card will O gy

show one, two or three Evidence icons.
Only the Evidence type(s) shown on the card will be affected
(either passed around the table or tumed to Hard Evidence) this Round.

2. All players, including the current Inspector, then vote by choosing
a Suspicion card from their hand and holding it face down in front
of them. A player will vote to pass Evidence to the Left, the Right
or Across the Table or will try to force an accusation, by playing
their ‘YACCUSE! card.

YACCUSE!
PR

Strategy Tip: Choosing a Suspicion card may sometimes seem like a random act.
But the adage, “don't play the cards, play the people” is fully in force here. There
are usually one or two people at the table that you can make an educated guess
as fo their likely choice. For example: If all the Evidence is currently to the LEFT
of one player, they will likely not be playing ‘RIGHT." You may also recall how
many of a certain card has been played before. Use all the information you have
and you may be able to swing the voting. Table talk is encouraged, just don't
specifically mention the Suspicion cards by name.
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3. Al Suspicion cards are revealed at the same time and examined to
see where Suspicion has been cast.

4.1f one type of Suspicion card has more votes than any other,
the Evidence will be resolved accordingly.:

a. If Left prevails, Evidence will be passed to the left.

b. If Right prevails, Evidence will be passed to the right.

c. If Across prevails, Evidence will be passed to a player across
from you. Note: If playing with 4 or more players, “Across” is
defined as any player not to your immediate Left or Right.

In a 3-player game, choose any other player.

d. If JACCUSE prevails, Evidence will become Hard Evidence
against a player.

e. If no single type has more votes than any other, treat it as
though JACCUSE prevailed.

E E L@sﬂ. s Y4 SEIE

5. The Inspector now reveals the Investigation card. It is only at this
time that we know which Evidence card(s) will be passed or become
Hard Evidence. Remember, only the Evidence type

shown on the Investigation card will be affected.
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In this example, only the MOTIVE and
OPPORTUNITY will move in the prevailing
direction or become Hard Evidence.




RESOLVE THE ROUND

6A. IF PASSING EVIDENCE Left, Right or Across...

The Inspector dramatizes the shifting suspicions (have fun with it!)
by announcing aloud each piece of Evidence that is being affected.
For example, as he moves each of the Evidence cards to the LEFT,
the Inspector says, “You, Madame, have SECRETS. And you Sir,
were seen IN THE STABLES.” The last Evidence icon on the card
has a dialogue bubble to read as an accusation. For example:

s INVESTIGATION -

OPRORTUNITY

ORORU

' Ten, explain your finger prini on THS...

“And you, Butler... Explain your fingerprints on THIS... THE PISTOL”
The player in question should do their best to explain away the
Evidence. (While their answer has no bearing on the outcome
of play, it does add to the fun.)

Players then flip over their used Suspicion card on their character
sheets in the area provided.

Note: Players MUST use three of their Suspicion cards
before they may be picked up for use again.

The Inspector advances clockwise to the next player
on the left and play proceeds, returning to Step 1.




RESOLVE THE ROUND

6B. IF JACCUSE!...

If JACCUSE! prevailed, the Evidence types listed on the
Investigation card become Hard Evidence against the player(s)
who currently have those Evidence cards in front of them.

The Inspector acts out his discovery. “So it WAS you in the

Wine Cellar. And you DID have the Rope!”

Players may continue to deny it, for fun, but this Evidence

now counts against them. Place these cards along the bottom
edge of the accused player’s character sheet. These cards are
locked and may not be removed or passed by any means.
Exception: see Exonerated Evidence on page 10.

For any Evidence that has become Hard Evidence, replacements
must now be drawn from their respective Evidence piles. As
during set up, start with the player to the Left of the current

Inspector and place the first Evidence type listed on the
Investigation, as Suspected Evidence, in front of the player’s
character sheet, and proceed clockwise with any additional
Evidence types. The current Inspector announces

newly introduced Evidence by name as they are

doled out. “The Iron.” And you, “Infidelity.”

Players then flip over their used Suspicion card
on their character sheets in the area provided.

Note: Players MUST use three of their
Suspicion cards before they may be
picked up for use again.

The Inspector advances clockwise to
the next player on the left and play
proceeds, returning to Step 1.




EXONERATED EVIDENCE

If your character is ‘YACCUSED’ of a specific piece of Evidence
that appears on your character sheet as Exonerated, it does
not become Hard Evidence against you!
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w Hard Evidence Against You v

Instead, the Evidence card is placed on the bottom of the
matching Evidence pile. A new piece of Evidence of that same
type is put into play normally at the end of the turn

(as detailed in 6B).

RUNNING OUT OF INVESTIGATION CARDS

Players must play all three of their Investigation Cards before
they may draw a new set of three, so plan accordingly. You
may find yourself in a situation where you have no choice but
to set an investigation that puts you at significant risk. Only
after all players have run out of Investigation cards is the
deck shuffled and a new set of three dealt to each player.




RUNNING OUT OF EVIDENCE CARDS

If the draw piles for certain types of Evidence (Motive, Opportunity,
Weapon) run out, no further Evidence of that type will enter play.
Continue play with the remaining Evidence types.

ENDING THE GAME

When one player has at least one of each of the 3 Evidence types
as Hard Evidence against them (Motive, Opportunity & Weapon,
which solves the case), or has ANY 5 pieces of Hard Evidence
against them (a Preponderance of Evidence) they immediately
LOSE - and everyone else WINS, getting away with MURDER.
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A Round of Play
. Inspector chooses an Investigation card
2. All Players choose a Suspicion card
3. Reveal all Suspicion cards simultaneously

4. Determine the direction Evidence will move
OR if Hard Evidence will be assigned this Round

5. Reveal Investigation card

6A. Move Evidence, Advance Inspector token
and return to Step 1
-0OR-
6B. Assign Hard Evidence,
Redraw and place new Evidence,
Advance Inspector token and return to Step 1.

* After every three Rounds, regain all Suspicion cards
* After all players run out of Investigation cards,
shuffle and redeal three to ech player.
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