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In an anonymous city of the United States of Arag@achorrible crime has taken place. A corpse hasrnbfound, the
crime scene has been secured. Mystery still hangth® person responsible for the crime. But thestigation that
you, players, readers, will lead, will allow to uask the culprit.

Crimebox Investigation can be played in differerays; depending if you want to untangle the mysiefthe
investigation or if you want to embody the actofgustice. We propose then two modes of play tlsst the materials
present inside the box: Investigation mode andl Tmzde.

Materials
The game is composed of 117 cards, divided asasllo
4 Role cards
These are only used during the Trial mode.
7 Setup cards
These are put on the table at the beginning ofjéime and are used to setup the investigation board.
106 I nvestigation cards
6 Places
The place where the investigators have found tliy lbd the victim.
18 Evidence
The suspicious objects found in the different pgagkthe investigation.
18 Investigation reports
The informations collected about one of the charadn the game.
6 Preliminary observations
The first informations collected at the crime scbgédhe investigators.
12 Identities
The characters involved in the case, both victich suspects.
6 Autopsies
The conclusions of the analysis performed by theroer.
16 Relations and connections
The relationships between the different charaaétke investigation.
24 Lab analysis
The result of the analysis of a sample of DNA dingerprint taken on a piece of evidence.
The Investigation cards are played and put onahketby the players during the course of the game.
All cards have some symbols on them, which can be:
» engraved on the metal background of the card —aimeymbol,
e drawn on a paper support present on the card -expaymbol.
The rule by which the cards are played is the falhgy, independently of the game mode:
A «paper» symbol must always cover an identical «ne» symbol.

Setup of the Investigation

Put in the center of the table the Setup cardsilaweing the two Crime Scene cards in order to farsingle «big
card»; do the same with the two Victim cards.

Put also on the table the three Suspect cardsaifag of the five zones form the investigation tbar

Foresee to leave enough space between the fiveeliéint areas.

Initial situation
Draw at random one Identity card for each of theahSuspects and for the Victim, and place it encbrresponding
Suspect or Victim cards. The remaining Identitydsaare put back into the box, as they will not beduduring this
game.
We now know who has been killed and the persopestesi of the crime. The culprit is among them.
Draw at random one Preliminary observation carde éwtopsy card and one Place card. Place them en th
corresponding symbols on the Crime Scene cards.
Put back the other cards of these types in thethey, will not be used during this game.
We now know where is the place of the crime, intwiteumstances the corpse has been found and hewittim has
died.
Divide the remaining Investigation cards accordmgheir types in four decks:

» 1stdeck: 18 Evidence cards

» 2nd deck: 18 Investigation report cards

* 3rd deck: 16 Relation and connection cards

e 4th deck: 24 Lab analysis cards



Put these four decks face down. They will form fpiles (Evidence, Investigation report, Relatiod @onnection, Lab
analysis).

In this initial situation, the victim (Michael Wds) has been found in the forest. His hands arg daty, his clothes
are soiled. The cause of death is internal hemagehd hree people are suspects: Thomas Andersoah $dilliams et
Joshua Miller.

INVESTIGATION MODE

From 2 to 6 investigators. Duration of the game: atut 30 minutes.

You are investigators charged with solving a mystexy case. The investigation will unearth some &we, the
scientific analysis will give you some clues. Hosveonly a keen sense of deduction, an impeccaldattand a fertile
imagination will allow you to find the culprit. Ndue must be ignored to get to the story behindctime.

Aim of the game
Have fun with family and friends trying to solveecaminal case. The player who solves the investgatelling a valid

story behind the crime and naming the motive, tiiederer and his/her MO wins the game.

Bedqinning of the investigation
The player who has most recently seen a deteatiresswill begin the investigation. After that, thiayers will in turn
proceed with the investigation in clockwise order.

Investigation
When it is his turn, the investigator will choosgewf the four decks of cards and draw two cardsifit. Then he will

put one of the two cards on the investigation bpanda place with the corresponding symbol. In ptdelo that, it will
have to cover the «metal» symbol on one of thescardthe investigation board with an identical «rapsymbol on
the card that he is playing. He will then put béwk card that he hasn't played on the bottom offfy@opriate deck.

Solution

When each of the five areas of the game (Crimeescéittim, Suspects 1, 2 & 3) have been completét at least
two new cards, the solution of the case can bengiVhis means that an investigator who thinks hesmdve the case
can interrupt the course of the game and annowhdatow the culprit!» . In this case:

1. The player who interrupted the investigationplaixis to his fellow players how, according to hitime crime has
been committed, which Suspect is guilty and whatthe reasons behind his/her actions. His explamatnust include
all elements present on the investigation board,hleuis not limited by the elements on the cardy.dde can add
details at will, even if the motive and the MO bétcrime must have their source among the elenoentise board.

2. After he has ended his explanation, the othesdtigators must search together the possible gist@mcies in his
story, or possibly the oversight of some elemefth® investigation. If they find one element taes not check out,
the explanation is not valid. Please note thaaf@olution to be invalid, there must be a real mststency between the
proposed explanation and the elements on the igegisin board. In this case the Investigation ressifnom the turn
of the player who has been interrupted.

If all elements of the investigation boards checkut with the provided explanation (even if the storyis a little
«far-fetched» or if some investigators don't «like»it), the explanation is valid and the investigatomwho proposed
it is declared the winner of the game.

If at the end of one player’s turn, it is not pbésito play Investigation cards anymore, do anotband of the table
during which each investigator can propose a swiutr pass. If no valid solution has been found,dhse is closed and
all investigators lose the game.

In this example, the victim (Michael Wilson) hagidound in the forest. His hands are very dirtig, ¢tlothes are
soiled. The cause of death is internal hemorrhdgeee persons are suspected: Thomas Anderson, Sditkdms and
Joshua Miller. Here is an example of a possibleigoh... | know the culprit: it's Thomas Anderson! Kiked Michael
Wilson to protect his girlfriend Sarah Williams.

The explanation is as follows: Sarah, who is a dadgict, has a meeting during the evening with Mehwilson, who
sells her the drugs. They meet at the park wherg tisually do their trafficking, but this time, Mael Wilson wants
more. He tries to rape her. She fights back, thetyom the ground (where the clothes of the victahspiled and his
hands get dirty). The key of the nurse falls fram focket at that time. Under the blows of Mich@&lson, Sarah is
wounded. Her blood is found on the package of dthgshas fallen from his hands.

With the nurse in this bad situation, Thomas Analerarrives. He followed his girlfriend, becausetheught she was
under some bad influence, as attested by the igetisin reports. He brought with him a baseball baith which he
hits without hesitation Michael Wilson on the hé€btbod of the victim on the bat), to save his getid. He kills him
on the spot. He realizes, looking at his face, tieats his cousin, who he himself introduced taBaHe also has some
photos of Michael in his family album.

After the murder, Sarah brings the bat to Joshuliekliwho has no relationship with Thomas, for higlit. She thinks
that this will protect her boyfriend. Joshua Millaccepts, because of friendship and the blackni&@lanah with which



he did some trafficking of false passports a femthago. Under cover of an humanitarian assocratm which the
victim also belonged., the student made some lli@gan enter the country in exchange for money.

Game variants

I nvestigation team

For players who prefer to solve the case togethieis mode is particularly recommended for an inacidry game.
You are all part of the same team. The game iopadd as described in the rules, but after oneeplaies a Solution,
all investigators can intervene and give their suppith a piece of solution of the case. The vigtis shared.

Elite investigators

For the players who love challenge and competitidre games of Crimebox are sometimes (too) shéay. several
games in a row and count the investigations sobye@ach player. You can attribute to each inveitigaa value in
points corresponding to the number of cards whimhehbeen played during the investigation. Afterckosen by the
players) games, the investigator with the highesttpotal is declared the winner.

Closed folder

For tense and short games. This mode can alsaledbolo, as a brain burner.

Reveal the whole investigation board at the same,tplacing all possible cards by drawing themaatiom from the
corresponding decks. The first player who find®lhetent solution for this investigation is declatieel winner.

TRIAL MODE

From 4 to 8 players. Duration of the game: about 3tninutes.

In this game mode, you are the lawyers of the sisper otherwise the prosecutor charged with deifegn the law.
Justice must be served and one guilty party seatéras it is not your client...

Premise of the game

Each player embodies a particular role in the ¢Bsesecutor or Lawyer). It is recommended that glaty some games
in Investigation Mode before playing in Trial Mod€his game mode depends on the verve and eloquenttee
players. It is particularly suited to players whgpeeciate roleplaying games.

In four players, each has a different role. Witkefor more players, the roles can be played by desrtwo. When two
players have the same role, they form a team ared seat near each other. They will play togethecesthey have the
same objective. Everything happens as if they aeeamd the same player. To make the teams, choespastner with
which you are at ease and you love to discuss ehdtd. This will make the game more interestingaitidavoid the
issue of some players vanishing behind their partne

For the first game, we recommend that the playestmab ease with discussions, the most diplomatioulsl be the
Prosecutor. The other players will play as the Lensyof the suspects. Distribute to each playeeamtof two players
the Role card which they have chosen.

Victory conditions for each role
The Prosecutor must see that the suspect, whorarhedhas the culprit during the course of the gasnegnvicted.
Each Lawyer must see that his client (the suspetiew on his card) is declared innocent.

First phase of the game: the investigation

During this phase, each player, beginning withRhesecutor, plays in turn going around the tabbelchise. When it
is his turn, the player chooses one of the foukslemd draws two cards. Then he plays one of tleecawds on the
investigation board, on the empty space of theesponding type. He puts back the card that he hatayed at the
bottom of the corresponding deck.

The Prosecutor, who is there to balance the inyatitin, must play on the area (Crime scene, VicBuospect 1, 2 & 3)
on which there are less cards. If there are maaa tine such areas, he chooses on which of theas lageplays. He
draws two cards of the proper type to complete<teficient» area.

This phase is identical to the Investigation gan@e) but it is strongly suggested, in order to ghee game all his
drama, to portray your role in a very vivid way.s8] when a player puts a card on the table, allncents or
beginnings of explanation are welcome.

In any moment of the game whatsoever, the Prosecatochoose to accuse one of the Suspects. Hesmamaeof the
Suspects as the culprit. After that, the first ghakthe game (the Investigation) ends immediafEhe player go then
to the second phase: the Trial.




Second phase: the trial
During this phase, certain roles change.
The Lawyers of the two suspects which have not laeensed quit their role of Lawyers and becomerdwbthe trial.
They have won, since their client is definitively xoonerated. They will now decide, in light of the elements whdl
be presented to them, if the accused is guiltyobr n
* Indictment
The Prosecutor (or team of Prosecutors) must takdélaor and explain how the crime has been coraghigind why he
accuses the suspect who he has named. He musinetkiganotive and the MO of the crime. During te&/fminutes of
the Indictment, the Prosecutor must not be int¢ediplf there are two Prosecutors, they can givh edher the floor,
complete each other’s speech... in order to help.
* Pleading
When the Prosecutor (or team of Prosecutors) mishéd the exposition of his arguments, the Lawgerteam of
Lawyers) of the accused suspect begins his Pleaditryg and get his client (the accused suspeailpated. In order
to do that, he must find an error or a weakneghenindictment speech by the Prosecutor. He can @t out an
element of the investigation board which has nanbexplained or which does not collimate with thdi¢tment, in
order to convince the Jurors that his client isquatty. He must not be interrupted, neither by Bresecutor, nor by the
Jurors. If there are two Lawyers, they can giveheastber the floor, complete each other’s speech .ordter to help.
* Deliberation
The Jurors must deliberate on the Indictment aedRleading, and decide, in complete good faithhéf accused is
guilty or not. They can discuss among them, trgdnvince each other, but neither the Prosecutotheotawyer of the
accused can intervene in this debate.
Note: The Lawyers of the suspects who have beenesated have nothing to do anymore with their dileht during
this phase of the game. Even if the Pleading oLtheyer of the accused suspect involves again éheecexonerated
suspects, the Lawyer of that suspect, who is naar,Jshould not worry since in no way this will et his old client.
* Verdict
After some moments of discussion, all Jurors haittbeir arms towards the middle of the table antha same time
orient their thumb according to their decision:

e thumbs up: the accused is innocent

e thumbs down: the accused is guilty
If the majority of the thumbs is up, the suspeatiéslared not guilty. The Prosecutor has lost d&edliawyer of the
accused has won. If the majority of the thumbsowim the suspect is declared guilty. The Prosedwsrwon and the
Lawyer of the accused has lost. In case of a @enésnumber of thumbs up than down), the suspeaddared not
guilty: that’s the benefit of the doubt. The Pragec has lost and the Lawyer of the accused has won




