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A ​ ​note ​ ​from ​ ​the ​ ​creators: 
Thank ​ ​you ​ ​so ​ ​much ​ ​for ​ ​giving ​ ​our ​ ​new ​ ​game ​ ​a ​ ​whirl! ​ ​Now, ​ ​some ​ ​of 
you ​ ​may ​ ​be ​ ​familiar ​ ​with ​ ​Print ​ ​& ​ ​Plays, ​ ​but ​ ​just ​ ​to ​ ​make ​ ​sure 

you ​ ​know: ​ ​this ​ ​is ​ ​a ​ ​shortened ​ ​version ​ ​of ​ ​the ​ ​game, ​ ​with ​ ​limited 
art, ​ ​and ​ ​meant ​ ​for ​ ​up ​ ​to ​ ​3 ​ ​players. ​ ​We ​ ​wanted ​ ​to ​ ​provide ​ ​a 
shortened ​ ​version ​ ​as ​ ​the ​ ​real ​ ​game ​ ​has ​ ​close ​ ​to ​ ​200 ​ ​cards, 
that’s ​ ​a ​ ​lot ​ ​of ​ ​paper. ​ ​That ​ ​being ​ ​said, ​ ​not ​ ​every ​ ​single 

scenario ​ ​has ​ ​been ​ ​playtested ​ ​as ​ ​thoroughly ​ ​as ​ ​the ​ ​full ​ ​game, ​ ​so 
please ​ ​just ​ ​be ​ ​aware ​ ​of ​ ​that ​ ​when ​ ​playing.  

 

On ​ ​behalf ​ ​of ​ ​the ​ ​whole ​ ​crew, ​ ​Welcome ​ ​to ​ ​Ravine. 
 
 
 



Included 
● 35 ​ ​Forage ​ ​Cards​ ​(food ​ ​and ​ ​craft​ ​items) 
● 13 ​ ​Night​ ​Cards​ ​(events,​ ​circle ​ ​icons) 
● 8 ​ ​Madness​ ​Cards​ ​(light​ ​grey​ ​header​ ​box) 
● 3 ​ ​Wreckage ​ ​Cards​ ​(airplane ​ ​tickets) 
● 3 ​ ​Crafting ​ ​Guides 
● 3 ​ ​Spear​ ​Cards 
● 3 ​ ​Basket​ ​Cards 
● 1 ​ ​Shelter​ ​Cards 

 

Not​ ​Included 

● 18 ​ ​Heart​ ​Tokens​ ​(Use ​ ​pennies​ ​or​ ​any​ ​small ​ ​coins) 
● 1 ​ ​Fire ​ ​Token ​ ​(use ​ ​a ​ ​larger​ ​coin) 

 
Card​ ​Examples 

 
 

Overview 
You ​ ​awake ​ ​in ​ ​an ​ ​unfamiliar​ ​forest,​ ​amidst​ ​the ​ ​wreckage ​ ​of​ ​a ​ ​horrific​ ​plane ​ ​crash.​ ​Your​ ​goal ​ ​is​ ​simple- 
collaborate ​ ​with ​ ​those ​ ​around ​ ​you ​ ​to ​ ​survive ​ ​until ​ ​you ​ ​are ​ ​rescued ​ ​from​ ​The ​ ​RAVINE. 
 

Setup 
● Separate ​ ​the ​ ​cards​ ​into ​ ​their​ ​respective ​ ​decks​ ​and ​ ​shuffle ​ ​them. 
● Place ​ ​the ​ ​FORAGE​ ​and ​ ​MADNESS​ ​decks​ ​face ​ ​down ​ ​in ​ ​the ​ ​middle ​ ​of​ ​the ​ ​group. 
● Deal ​ ​one ​ ​WRECKAGE​ ​card ​ ​to ​ ​each ​ ​player,​ ​then ​ ​set​ ​this​ ​deck​ ​aside. 



● Choose ​ ​the ​ ​number​ ​of​ ​nights​ ​your​ ​group ​ ​will ​ ​attempt​ ​to ​ ​survive,​ ​and ​ ​deal ​ ​this​ ​many​ ​NIGHT​ ​cards 
face ​ ​down ​ ​in ​ ​the ​ ​center​ ​of​ ​the ​ ​group.​ ​(Recommendation-​ ​7 ​ ​for​ ​beginners,​ ​10 ​ ​for​ ​normal,​ ​and ​ ​13+ 
for​ ​difficult.) 

● Place ​ ​the ​ ​campfire ​ ​token ​ ​(large ​ ​coin)​ ​in ​ ​the ​ ​center​ ​of​ ​the ​ ​group,​ ​face ​ ​down ​ ​(fire ​ ​out). 
● Give ​ ​each ​ ​player​ ​six​ ​heart​ ​tokens​ ​(small ​ ​coins).​ ​Players​ ​should ​ ​place ​ ​three ​ ​tokens​ ​heart​ ​side ​ ​up 

(heads​ ​side ​ ​when ​ ​using ​ ​coins)​ ​in ​ ​front​ ​of​ ​them,​ ​then ​ ​take ​ ​their​ ​remaining ​ ​three ​ ​heart​ ​tokens, 
shake ​ ​them​ ​like ​ ​dice,​ ​and ​ ​cast​ ​them​ ​onto ​ ​the ​ ​table.​ ​This​ ​roll ​ ​determines​ ​each ​ ​player’s​ ​​starting 
health ​​ ​after​ ​the ​ ​crash.​ ​A​ ​player’s​ ​hearts​ ​should ​ ​be ​ ​placed ​ ​visibly​ ​in ​ ​front​ ​of​ ​them​ ​at​ ​all ​ ​times. 

 
 
 

Gameplay 
Life ​ ​in ​ ​the ​ ​Ravine ​ ​takes​ ​place ​ ​in ​ ​two ​ ​stages:​ ​DAY​ ​and ​ ​NIGHT. 
 
DAY 
Players​ ​hunt​ ​for​ ​food ​ ​and ​ ​supplies​ ​by​ ​foraging.​ ​After​ ​returning ​ ​to ​ ​camp,​ ​players​ ​can ​ ​choose ​ ​to ​ ​eat​ ​any 
food ​ ​they’ve ​ ​found ​ ​and ​ ​use ​ ​supplies​ ​they’ve ​ ​gathered ​ ​to ​ ​craft​ ​items​ ​to ​ ​help ​ ​protect​ ​them​ ​against​ ​the ​ ​perils 
of​ ​the ​ ​night. 
 
Each ​ ​player​ ​can ​ ​forage ​ ​once ​ ​per​ ​day,​ ​everyone ​ ​does​ ​this​ ​at​ ​the ​ ​same ​ ​time.​ ​To ​ ​Forage:​ ​each ​ ​player​ ​can 
flip ​ ​over​ ​a ​ ​full ​ ​heart​ ​they​ ​have ​ ​in ​ ​return ​ ​for​ ​a ​ ​single ​ ​Forage ​ ​Card,​ ​a ​ ​maximum​ ​of​ ​3 ​ ​hearts​ ​can ​ ​be ​ ​turned 
over​ ​during ​ ​a ​ ​single ​ ​Day.​ ​You ​ ​may​ ​gather​ ​extra ​ ​Forage ​ ​cards​ ​if​ ​you ​ ​have ​ ​a ​ ​Basket​ ​(see ​ ​Crafting). 
 
After​ ​foraging,​ ​players​ ​can ​ ​decide ​ ​individually​ ​how ​ ​to ​ ​use ​ ​what​ ​they’ve ​ ​collected:​ ​cards​ ​can ​ ​be ​ ​used, 
shared,​ ​traded ​ ​or​ ​saved ​ ​for​ ​later.​ ​All ​ ​forage ​ ​cards​ ​are ​ ​discarded ​ ​after​ ​one ​ ​use. 
 
Forage ​ ​Card ​ ​Types: 
 
Food:​ ​Food ​ ​can ​ ​be ​ ​eaten ​ ​by​ ​a ​ ​player​ ​at​ ​any​ ​time.​ ​The ​ ​number​ ​in ​ ​the ​ ​heart​ ​on ​ ​the ​ ​bottom​ ​of​ ​the ​ ​card 
denotes​ ​how ​ ​much ​ ​health ​ ​is​ ​regained ​ ​by​ ​eating.​ ​Food ​ ​worth ​ ​two ​ ​hearts​ ​or​ ​more ​ ​can ​ ​be ​ ​divided ​ ​between 
players​ ​(i.e.​ ​a ​ ​food ​ ​card ​ ​worth ​ ​two ​ ​hearts​ ​can ​ ​give ​ ​two ​ ​players​ ​one ​ ​heart​ ​each.) 
 



(note:​ ​food ​ ​cannot​ ​be ​ ​eaten ​ ​during ​ ​an ​ ​event​ ​to ​ ​preempt​ ​the ​ ​effects​ ​of​ ​that​ ​event—​ ​in ​ ​other​ ​words,​ ​eating 
that​ ​handful ​ ​of​ ​blackberries​ ​while ​ ​being ​ ​mauled ​ ​by​ ​a ​ ​cougar​ ​won’t​ ​save ​ ​your​ ​life,​ ​or​ ​keep ​ ​you ​ ​from​ ​going 
crazy​ ​immediately​ ​after.) 
 
Crafting ​ ​Supplies:​ ​Wood,​ ​fiber,​ ​and ​ ​stone ​ ​can ​ ​be ​ ​used ​ ​to ​ ​craft​ ​useful ​ ​items​ ​for​ ​survival: 

● Fire ​ ​(​1 ​ ​wood ​):​ ​Repels​ ​animals​ ​and ​ ​provides​ ​warmth ​ ​and ​ ​comfort.​ ​Lasts​ ​1 ​ ​night. 
● Spear​ ​(​1 ​ ​wood ​ ​+​ ​1 ​ ​stone ​):​ ​Fends​ ​off​ ​one ​ ​animal ​ ​or​ ​human ​ ​attack.​ ​Breaks​ ​after​ ​single ​ ​use.​ ​Person 

on ​ ​receiving ​ ​end ​ ​loses​ ​one ​ ​heart. 
● Basket​ ​(​1 ​ ​wood ​ ​+​ ​2 ​ ​fiber​):​ ​Allows​ ​player​ ​to ​ ​draw ​ ​one ​ ​additional ​ ​forage ​ ​card ​ ​each ​ ​day​ ​without 

spending ​ ​a ​ ​heart,​ ​provided ​ ​they​ ​are ​ ​not​ ​resting.​ ​Can ​ ​be ​ ​used ​ ​once ​ ​per​ ​day. 
● Shelter​ ​(​2 ​ ​wood ​ ​+​ ​2 ​ ​stone ​ ​+​ ​2 ​ ​fiber)​:​ ​Protects​ ​up ​ ​to ​ ​three ​ ​players​ ​from​ ​most​ ​weather​ ​events,​ ​and 

lasts​ ​indefinitely,​ ​unless​ ​destroyed. 
 
Other ​ ​cards:​​ ​You ​ ​may​ ​also ​ ​uncover​ ​mushrooms,​ ​encounter​ ​animals​ ​and ​ ​find ​ ​mysterious​ ​other​ ​things​ ​as 
you ​ ​forage.​ ​These ​ ​cards​ ​have ​ ​a ​ ​variety​ ​of​ ​effects​ ​which ​ ​cannot​ ​be ​ ​described ​ ​here,​ ​because ​ ​the ​ ​Ravine ​ ​is 
a ​ ​mysterious​ ​and ​ ​sinister​ ​place,​ ​full ​ ​of​ ​danger​ ​and ​ ​peril.​ ​Tread ​ ​carefully. 
 
NIGHT 
Each ​ ​night​ ​in ​ ​the ​ ​Ravine ​ ​holds​ ​new ​ ​danger​ ​for​ ​the ​ ​survivors.​ ​After​ ​foraging ​ ​and ​ ​crafting ​ ​are ​ ​complete, 
begin ​ ​the ​ ​night​ ​by​ ​turning ​ ​over​ ​a ​ ​night​ ​card ​ ​and ​ ​read ​ ​the ​ ​card ​ ​to ​ ​the ​ ​group.​ ​The ​ ​effects​ ​of​ ​the ​ ​night​ ​are ​ ​felt 
by​ ​any​ ​players​ ​without​ ​the ​ ​ability​ ​to ​ ​protect​ ​themselves. 
 
Players​ ​with ​ ​the ​ ​appropriate ​ ​crafted ​ ​tools​ ​or​ ​wreckage ​ ​cards​ ​can ​ ​use ​ ​these ​ ​items​ ​to ​ ​defend ​ ​themselves 
(or​ ​others)​ ​against​ ​the ​ ​dangers​ ​of​ ​the ​ ​night,​ ​according ​ ​to ​ ​the ​ ​directions​ ​on ​ ​the ​ ​card. 
 
If​ ​a ​ ​player’s​ ​hearts​ ​ever​ ​drops​ ​to ​ ​zero,​ ​they​ ​are ​ ​dead.​ ​Their​ ​remaining ​ ​cards​ ​are ​ ​placed ​ ​by​ ​the ​ ​fire ​ ​pit​ ​to 
be ​ ​shared ​ ​by​ ​the ​ ​remaining ​ ​survivors​ ​(or​ ​be ​ ​snatched ​ ​up ​ ​by​ ​a ​ ​greedy​ ​player!) 
 
After​ ​the ​ ​events​ ​of​ ​the ​ ​night​ ​card ​ ​are ​ ​complete,​ ​any​ ​players​ ​with ​ ​only​ ​ONE​ ​active ​ ​heart​ ​remaining ​ ​must 
draw ​ ​a ​ ​MADNESS​ ​card ​ ​and ​ ​follow ​ ​the ​ ​instructions​ ​on ​ ​that​ ​card.  
 
MADNESS 
If​ ​a ​ ​player’s​ ​health ​ ​drops​ ​to ​ ​one ​ ​heart​ ​during ​ ​the ​ ​NIGHT,​ ​they​ ​must​ ​draw ​ ​a ​ ​MADNESS​ ​card.​ ​Read ​ ​the 
instructions​ ​on ​ ​the ​ ​card ​ ​to ​ ​yourself​ ​and ​ ​then ​ ​follow ​ ​the ​ ​instructions..​ ​Some ​ ​MADNESS​ ​effects​ ​only​ ​last​ ​the 
night,​ ​others​ ​persist​ ​until ​ ​the ​ ​player​ ​regains​ ​health,​ ​and ​ ​some ​ ​last​ ​until ​ ​the ​ ​death/rescue. 
 
Note:​ ​If​ ​a ​ ​MADNESS​ ​event​ ​involves​ ​one ​ ​player​ ​attacking ​ ​another​ ​player,​ ​the ​ ​victim​ ​can ​ ​use ​ ​a ​ ​weapon ​ ​(if 
they​ ​have ​ ​one)​ ​to ​ ​defend ​ ​themselves;​ ​the ​ ​person ​ ​hit​ ​with ​ ​the ​ ​weapon ​ ​loses​ ​one ​ ​heart. 
 
After​ ​the ​ ​chaos​ ​of​ ​the ​ ​night​ ​has​ ​settled,​ ​dawn ​ ​breaks​ ​and ​ ​the ​ ​cycle ​ ​begins​ ​again. 



 
FINISHING​ ​THE​ ​GAME 
Your​ ​stay​ ​in ​ ​the ​ ​Ravine ​ ​can ​ ​only​ ​end ​ ​two ​ ​ways: 

● If​ ​your​ ​entire ​ ​party​ ​perishes​ ​before ​ ​the ​ ​last​ ​night​ ​card ​ ​is​ ​turned ​ ​over,​ ​your​ ​doomed ​ ​trip ​ ​in ​ ​the 
wilderness​ ​fades​ ​into ​ ​history.​ ​Perhaps​ ​a ​ ​search ​ ​party​ ​will ​ ​one ​ ​day​ ​find ​ ​your​ ​remains,​ ​and ​ ​shudder 
at​ ​what​ ​horrors​ ​befell ​ ​your​ ​group. 

● However,​ ​if​ ​at​ ​least​ ​one ​ ​of​ ​your​ ​party​ ​can ​ ​survive ​ ​until ​ ​the ​ ​last​ ​night​ ​card ​ ​is​ ​played, 
congratulations!​ ​You’ve ​ ​survived ​ ​to ​ ​be ​ ​rescued ​ ​from​ ​the ​ ​Ravine.​ ​The ​ ​battered ​ ​survivors​ ​can 
return ​ ​to ​ ​society,​ ​fielding ​ ​lucrative ​ ​offers​ ​for​ ​book​ ​deals,​ ​made ​ ​for​ ​TV​ ​movies,​ ​and ​ ​tabletop ​ ​game 
adaptations​ ​of​ ​your​ ​harrowing ​ ​experience. 

 
 












