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Stop!You don’t have to read 
this rulebook. Launch the app by going to 

freelancersgame.com and it will teach you as you play.
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1. Location Name
2. Location Features
3. Action Name
4. Guide Symbols

5. Action Type
6. Resolution Order
7. Action Effect
8. End of Round Entry

a GOLEM'S ARMOR

b GOLEM'S HP

Round 
End 1910

ENTER

1. Distract Golem
Will +1. Make a will  check:

• 1-14 = Enter 1901.     • 15-19 = Enter 1902.
• 20+ = Enter 1903.

2. Bind Golem
Might +1. Make a might  check:

• 1-9 = Wound +1.
• 10-14 = Dial A -2.
• 15-19 = Dial A -3.
• 20+ = Dial A -4 OR Lock Action 1.

3. Attack Golem
Make a weapon  check.   = +10 to the result:

• Result lower than Dial A = Wound +1. Dial B -1.
• Result equal to or higher than Dial A = Dial B -2.

4. Endure Corruption
Wound +1. Choose 1 of the following:

• Follower -1.  • Treasure -2. 
• Influence -6. Corruption +2.

5. Fall Back
Spend 1 time. Choose 1 of the following:

• Aid others: Other players on this action heal 1 HP .
• Look for a weakness: Enter 1904.
• Inspire others: Enter 1905.

6. Snatch and Grab
Agility +1. Make an agility  check:
• 1-14 = Enter 1906.      • 15+ = Enter 1907.

7. Read the Runes
Smarts +1. Make a smarts  check:
• 1-14 = Enter 1908.      • 15+ = Enter 1909.

1. Distract Golem

2. Bind Golem

3. Attack Golem

4. Endure Corruption

5. Fall Back

6. Snatch and Grab

7. Read the Runes
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LOCATION BOOKOBJECT OF THE GAME
In Freelancers, players belong to a party of freelancing 
adventurers embarking on epic quests together. No job is too 
small and no monster too big. Because you’re broke! During 
these adventures, players will level up their character and seek 
personal glory by acquiring titles that reflect their virtuous (or 
naughty) deeds in hopes of having their names carved on 
the infamous pipes of the Hub. Only the most legendary of 
freelancers can gain this honor, and you aim to be among them!

FREELANCERS APP
Freelancers requires a free web-based app. To use the app, 
visit freelancersgame.com in your mobile or desktop browser. 
Whenever the game instructs you to enter a number, type that 
number into the app. You can also find printable maps and 
character sheets on the app should you run out.

COMPONENTS
1 Rulebook
1 Location Book
1 Time Bag
2 20-Sided Dice
2 12-Sided Dice
2 10-Sided Dice
2 8-Sided Dice
2 6-Sided Dice
2 4-Sided Dice
1 Lookout Board
1 Scout Board
1 Medic Board
1 Game Master Tile
1 Bookkeeper Tile
1 Cartographer Tile
1 Influencer Board
1 Pad of Map Sheets

1 Pad of Species Sheets
1 Pad of Job Sheets
9 Starting Weapon Cards
80 Treasure Cards
78 Story Cards*
20 Follower Cards
26 Follower Tokens
20 Luck Tokens
20 Corruption Tokens
20 Stress Tokens
7 Wound Tokens
8 Risk Tokens
7 Supplies Tokens
5 Threat Tokens
7 Lock Tokens
9 Influence Markers
9  Character Standees

*DO NOT shuffle these cards.

DIAL ASSEMBLY
Before playing, assemble each of the dials on the Scout and 
Lookout board as shown below.

When a supplies   
token is drawn from 

the time bag, you 
may give this follower 
to another player to 

gain luck +2.

The Go-Getter
gopher

F-4 3

2

1
1. Name
2. Effect 
3. Card 

Reference 
Number

FOLLOWER CARD

T-64

frost
+2

T-64

You may attach this card  to a weapon .
No Weapon:  After rolling for a weapon check, you may discard this card to add +20 and  to the result.

1. Name
2. Effect
3. Skill Modifier
4. Trait
5. Extra HP
6. Trinket
7. Armor
8. Weapon
9. Weapon Augment
10. Weapon Modifier
11. Card Reference Number

T-57

When making a weapon  check, use 
your smarts  or sense  bonus die.

After completing a weapon check, 
either discard 1 luck  or spend 1 time. 

ancient rifle +2

T-57

T-73

+2spidersilk armor

T-73

7 1 3

5

T-20

When you 
equip this card, 
corruption +1.
When you gain 
supplies ,  
gold +1 .

+2

+2

DIAMOND SKULL 1

2

6

3

8 1 3

11

11

11

2
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9
10

4

1
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TREASURE CARDS
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mouser

Your Movements Are...
(Circle One)

Confident  Slow & Careful   Silent  Wonky  Loping & Feral  Erratic

1. An object people lose

2. A small animal

3. A fantastical beast

4. Name of another character

ARMOR FOLLOWER

Title:  Autumn’s Gold

GOLD EARNED

NAME: 

STARTING WEAPON : Fencing Blade 

camp
PICK

Luck +2 Luck +2

Corruption -3 Heal 1 HP 

1

5 Might

AGILITY

SMARTS

Will

sense

JUDGE

titles /4=

trinkets (2)

ACTION
ONE

FOLLOWER WEAPON

Supplies +1  Gold +2

Follower +1 Treasure +1

4
7

8
13

T-20

When you 
equip this card, 
corruption +1.
When you gain 
supplies ,  
gold +1 .

+2

+2

DIAMOND SKULL

T-46

rapier +2

When making a weapon  check, 
use your agility  bonus die.

T-46

6

When a supplies   
token is drawn from 

the time bag, you 
may give this follower 
to another player to 

gain luck +2.

The Go-Getter
gopher

F-4

2

T-78

tortoise girdle +2

+2

T-78

After a player rolls 
for an agility  

check, you may give 
them this follower to 
allow them to reroll 

that check.

The Harpy
clara

F-11

Level 1 (Backstory): The king thought it would be pretty nifty to toss the kingdom’s 
judicial system to the free market, and as a result, corruption has never been 
worse.
That’s where I come in! I bought my frontier judgeship with a small purse of coins 
and an old expired (2) . I can bring the word of law to any spoke I desire, all for 
a nominal fee paid directly to my pocketbook. But recently, after I was paid off 
to find a woman guilty of mishandling her sister’s (3) , I started wondering if I 
wasn’t making the world a worse place? Should I be using my legal power to fight 
corruption instead of spreading it? No, that’s dumb.

Level 2: Retrieve card S-46 The Good Gavel from the story  deck.

Level 3: Choose 1: Treasure +1 or gold +2.

Level 4: Gain the Title:  Snitch Burner General.

Endings...

Level 1-2: Years after my adventures I was living the sweet life, as word of my brand 
of justice spread far and wide. But one day I was visited by a scowling man who 
broke into my mansion while I bathed, and held me at sword point while I cowered 
in sudsy water. “You can’t kill me!” I bellowed. “Sure, I’m corrupt. But I’m still a judge, 
appointed by the king and the free market!” He smiled cruelly and leaned in.
“Sure, I’m corrupt. But I’m an organ collector appointed by the king and the free 
market.”
 “Ah,” I said...
I guess you could say I learned a free market is only beneficial when it isn’t 
benefiting everyone, but let’s be honest, I didn’t learn a thing.

Level 3-4: After making a small fortune during my adventures, I still wanted to be a 
judge, but didn’t want to travel. So I established my own township in the spokes, 
far enough away not to anger the king. Taxes are even more profitable than law, 
and in my town, taxes are the law! I’ve even got my own posse of judges who, for a 
modest licesnsing fee, can continue the good work I started. 
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When making a weapon  check, 
use a d6  as your bonus die.

sword

9

CHARACTER SHEET TOKENS

OTHER COMPONENTS

MAP SHEET

DICE

3

5

1. Species
2. Job
3. Name
4. Story Blanks
5. Gold Earned
6. HP
7. Titles
8. Skills

Species Sheet Job Sheet

Note: There are two parts to a character sheet. Each player will 
get a species sheet and a job sheet that will together make up 
their character sheet.

Back of Job Sheet 9. Trinkets Slot
10. Armor Slot
11. Follower Slots
12. Weapon Slot
13. Camp Actions
14. Backstory
15. Level Track
16. Endings

1. Scout Board
 a. Risk Tracks
 b. Threat Dial
2. Medic Board
 a. Wound Track
3. Lookout Board
 a. Location Dials
4. Influencer Board
 a. Influence Track

5. Game Master Tile
6. Bookkeeper Tile
7. Cartographer Tile

8. Story Deck

9. Starting Weapon Card

10. Character Standee
11. Influence Markers
12. Time Bag

6 7

11

1. Corruption
2. Luck
3. Lock

4. Stress
5. Wound
6. Risk

7. Threat
8. Follower
9. Supplies

1 2 3 4 5

6 7

8

12

d20 d4d12 d10 d8 d6

1. Name
2. Key 
3. Location
4. Path
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goblin

Your Teeth Are...
(Circle One)

Tusks  Still Bloody  Falling Out  Sharp Needles  Pearly White  Gold Plated

1. A tool

2. A disgusting food

3. A mechanical mode of travel

4. Name of another character

ARMORFOLLOWER

Title:  Autumn’s Gold

GOLD EARNED

NAME: 

STARTING WEAPON : Rusty Tool

camp
PICK

Supplies +1Luck +2

Corruption -3Treasure +1

thief

FOLLOWERWEAPON

Might

AGILITY

SMARTS

Will

sense

trinkets (2)

titles /4=

Gold +2Treasure +1

Steal 1  
Treasure 

Steal 1  
Treasure 

ACTION
ONE

When making a weapon  check, 
use a d4  as your bonus die.

rusty tool+2

 • ?

 • ?

 • ?

 •  • 

 • 

 • ?

• ?
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Hub MarketplaceHub Marketplace
1. Help Move Boxes

Might +1. Make a might  check:
• 1-14 = Enter 3501.    • 15+ = Enter 3502.

2. Visit Junk Shop
Choose 1 of the following:

• Trade: Treasure -1. Treasure +2.
• Get something special: Enter 3503.
• Treat yourself: Treasure +1.

3. Visit Magic Shop
Smarts +1. Make a smarts  check:
• 1-14 = Enter 3504.    • 15+ = Enter 3505.

4. Grab Drinks
Choose 1 of the following 

OR Treasure -1 to choose 2:
• Make new friends: Follower +1.
• Buy a round: Influence +3.
• Rub Dashing Dan's belly: All players 

at this action gain: Luck +1.

5. Rest
Spend 1 time. Choose a camp  action.

6. Pick a Pocket
Agility +1. Make an agility  check:
• 1-14 = Enter 3506.    • 15+ = Enter 3507.

7. Look at Flyers
Sense +1. Enter 3508.

1. Help Move Boxes

2. Visit Junk Shop

3. Visit Magic Shop

4. Grab Drinks

5. Rest

6. Pick A Pocket

7. Look at Flyers
Round 

End 3509
ENTER

NAME: 

stilt-kin

Your Legs Are...
(Circle One)

Nice & Long  Cracking  Always Moving  Reinforced  Kinda Short  Musical

ARMORFOLLOWER

1. A tall or long object

2. A wet food

3. Your favorite bug

4. Name of another character

Title:  The Beacon

GOLD EARNED

STARTING WEAPON : Spear

camp
PICK

Risk -1Risk -1

Influence +4Followers +1

-1

FOLLOWER

BARBERIAN

WEAPON

Might

AGILITY

SMARTS

Will

sense

titles /4=

Luck +2

Treasure +1Influence +6

Supplies +1

ACTION
ONE

trinkets (2)

When making a weapon  check,  
use your sense  bonus die.

After rolling for a weapon check,   
you may discard this card to  

add  to that check.

spear

mouser

Your Movements Are...
(Circle One)

Confident  Slow & Careful   Silent  Wonky  Loping & Feral  Erratic

1. An object people lose

2. A small animal

3. A fantastical beast

4. Name of another character

ARMOR FOLLOWER

Title:  Autumn’s Gold

GOLD EARNED

NAME: 

STARTING WEAPON : Fencing Blade 

camp
PICK

Luck +2 Luck +2

Corruption -3 Heal 1 HP 

disgraced noble

FOLLOWER WEAPON

Might

AGILITY

SMARTS

Will

sense

trinkets (2)

titles /4=

Risk -1

Follower +1 Treasure +1

Gold +2

ACTION
ONE

When making a weapon  check, 
use your agility  bonus die.

fencing blade

hound

Your Tail Is...
(Circle One)

Always Wagging  Tucked In  Really Long  Docked  Curly  Itchy

1. Something that makes a funny sound

2. Something chewy

3. Something noisy

4. Name of another character

ARMOR FOLLOWER

Title:  The Hoarder

GOLD EARNED

STARTING WEAPON : Bone Hammer

NAME: 

camp
PICK

Risk -1 Follower +1

Influence +4 Follower +1

PALADIN

FOLLOWER WEAPON

Might

AGILITY

SMARTS

Will

sense

trinkets (2)

titles /4=

ACTION
ONE

Heal another 
player 1 HP 

Luck +2

Heal 2 HP Corruption -2

When making a weapon  check, 
use your might  bonus die.

bone hammer
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GAME SETUP

To set up a game of Freelancers, do the following:
1. Place the location book in the center of the table within reach 

of everyone. Leave room for it to be opened and laid flat.

2. DO NOT shuffle the story  card deck. The story cards are 
in numerical order for ease of searching for specific cards.

3. Shuffle the treasure  cards and form a face-down 
treasure deck.

4. Shuffle the follower  cards and form a face-down deck.

5. Place all the luck , stress , lock  and corruption  
tokens in separate piles.

6. Each player selects a character standee and collects its 
matching influence  marker and species sheet. 

7. Give each player a pencil or pen and a job sheet. Each 
player combines their species sheet with their job sheet by 
placing them side by side. The two together make up their 
character sheet.  

8. Each player then invents a name for their character and writes 
it on their character sheet. Then they answer the question 
about their character and fill out the story blanks section.

9. Each player retrieves their starting weapon card and 
places it in their weapon slot at the bottom of their 
character sheet. Each starting weapon has an illustration 
of the species that starts with it on its back.

10. Assign each of the following roles/responsibilities to the 
players. If playing with fewer than 7 players, some players 
will need to take on multiple roles.

A. Game Master: Controls the app, including entering 
numerical codes, reading entries from the app and 
running the timer.

• If you haven’t already launched the app, go ahead 
and do it now by going to freelancersgame.com and 
selecting which quest you want to embark on.

B. Bookkeeper: In charge of reading out the action 
resolutions from the location book during the action 
resolution phase, and in charge of turning to a new page in 
the location book when the app directs.

• Be sure to be sitting in a position where it is easy for 
you to read the text in the location book.

C. Cartographer: Keeps track of where the party is at on the 
map and is sometimes asked to mark/draw on the map 
to indicate knowledge the party has gained about the 
locations on the map.

• Collect a blank map sheet that matches your chosen 
quest.

D. Medic: Keeps track of the party’s wounds .

• Collect the Medic board and place a wound token on 
each space of the wound track.

E. Scout: Keeps track of risk  and threat .

• Collect the Scout board and set the threat dial on it to 
its start space.

• Collect the cloth time bag and the following tokens: risk 
, threat , follower  and supplies  . Place the risk 

tokens and follower tokens 1-3 (all yellow) in the bag. 
Place the 5 threat tokens face down on the spaces of 
the threat dial in a random order. Make separate piles 
of the follower and supplies tokens. 

F. Lookout: Keeps track of the location dials that indicate 
enemy health and other game elements (as will be 
determined by the location book pages and app).

• Collect the Lookout board and set all of the dials to 0.

G. Influencer: Keeps track of influence  and takes selfies.

• Collect the Influencer board and each player’s 
influence marker. Place the influence markers on the 
influence track in a random order. 

WE SUGGEST YOU USE THE SETUP IN THE APP  
INSTEAD OF FOLLOWING THE DIRECTIONS BELOW.
To launch the app go to FreelancersGame.com
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BEGINNING PLAY
When you launch the app, it will prompt you to choose a quest. 
It will then ask you if you want help setting up. Once the game 
is set up, the story will begin. Throughout play, the app will be 
your game master and guide.

A LOCATION BOOK ROUND
After some introductory story, the app will direct players to 
turn to a page in the location book. While players are on a 
page in the location book, play will take place over a round (or 
series of rounds). Each round consists of 3 phases that must be 
completed in order:

1. PLANNING PHASE
Once you’ve turned to a page in the location book, 
immediately begin a round with the planning phase. During 
this phase players will have a limited amount of time to 
choose, but not yet resolve, their actions for the round.
At the start of the planning phase, immediately start the 
round timer by clicking the ‘Start Round Timer’ button in the 
app. Then, in order from highest to lowest influence , each 
player must choose an action by placing their standee on an 
available action. If the timer runs out before the last player has 
placed their standee, choose a player to gain 1 stress and then 
continue selecting actions until all players are finished.
Tip: Players should NOT spend time reading exactly what the 
actions do before selecting them. Instead, they should use only 
the names and guide symbols of each action to help them 
determine which action to choose.  

TYPES OF ACTIONS:
Unlimited Action: Any number of players may 
choose this action.

Limited Action: Once 1 player chooses this action it 
is no longer available to other players during that 
round.

Locked Action: Locked actions cannot be chosen.  
Actions are locked by placing a lock token over that 
action when directed by a game effect.
Required Actions: Required actions MUST be chosen 
by exactly 1 player. If 1 or more required actions are 
still available before the last player(s) have chosen 
an action for the round, those players must choose a 
required action. 

2. ACTION PHASE
During this phase each player will resolve the action of their 
standee. Actions are resolved in numerical order.
First, all players who chose action 1 resolve that action one at 
a time in order from most influence  to least influence. After 
all players who chose action 1 have resolved the action, the 
players who chose action 2 resolve that action in influence 
order and so on until all chosen actions have been resolved. 
To resolve an action, follow the instructions listed for that 
action. After a player has resolved their action, they remove 
their standee from the page.

3. END OF ROUND PHASE
Enter the number listed under 
the current page’s Round End 
section into the app. Listen to 
or read the story and follow the 
instructions provided by the app.

TURNING TO A NEW PAGE
When turning to a new page in the location book, first remove 
all tokens from the current page. 
Once you’ve turned to the new page, do NOT pause to review 
all of the action resolution text on the new page. Instead, go 
immediately into a new round by starting the planning phase 
(starting the timer and selecting actions in influence  order).  
Note: If directed to “begin a new round on this page,” 
immediately go into a new round without removing tokens.

WINNING AND LOSING
There are 3 ways the game can end:

• Party Too Wounded: If enough wound  tokens have 
been removed from the wound track on the Medic board 
to reveal the Game Over space, the party has become 
too wounded to carry on, every player loses. Enter the 
code listed on the Medic board into the app.

• Party Disbands: If the threat  dial ever reaches the 
Game Over space, the quest has become too daunting, 
the party disbands and every player loses. Enter the 
code listed on the Lookout board into the app.

• Quest Goal Reached: If an entry states that the players 
have completed the quest, then the game is over. 
The more experience (XP ) each player has gained 
during the quest, the better their personal ending will 
be. Starting with the player with the highest influence 

 and proceeding clockwise, each player reads out 
their full name—including all of the titles they’ve earned 
during the quest—and then consults the Endings chart 
on their character sheet and reads their indicated 
ending. The player with the most titles may write their 
character’s full name—including all of their titles—on 
the Pipes of the Hub page included in the back of the 
rulebook, never to be forgotten. If you need this game to 
have a winner, it’s them.

SAVING YOUR GAME
At multiple times throughout a quest, players will be given the 
option to save the game and return to it later or continue on. 
When saving the game, each player will need to fill in the 
Saved Game information on the back of their species sheet. A 
player will also need to fill the Saved Game information on the 
back of the map sheet.
When you want to return to a saved game, open the app (by 
going to freelancersgame.com) and follow the instructions 
provided there.

Round 
End 1910

ENTER

1. Distract Golem
Will +1. Make a will  check:

• 1-14 = Enter 1901.     • 15-19 = Enter 1902.
• 20+ = Enter 1903.

2. Bind Golem
Might +1. Make a might  check:

• 1-9 = Wound +1.
• 10-14 = Dial A -2.
• 15-19 = Dial A -3.
• 20+ = Dial A -4 OR Lock Action 1.

3. Attack Golem
Make a weapon  check.   = +10 to the result:

• Result lower than Dial A = Wound +1. Dial B -1.
• Result equal to or higher than Dial A = Dial B -2.

4. Endure Corruption
Wound +1. Choose 1 of the following:

• Follower -1.  • Treasure -2. 
• Influence -6. Corruption +2.

5. Fall Back
Spend 1 time. Choose 1 of the following:

• Aid others: Other players on this action heal 1 HP .
• Look for a weakness: Enter 1904.
• Inspire others: Enter 1905.

6. Snatch and Grab
Agility +1. Make an agility  check:
• 1-14 = Enter 1906.      • 15+ = Enter 1907.

7. Read the Runes
Smarts +1. Make a smarts  check:
• 1-14 = Enter 1908.      • 15+ = Enter 1909.

1. Distract Golem

2. Bind Golem

3. Attack Golem

4. Endure Corruption

5. Fall Back

6. Snatch and Grab

7. Read the Runes
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MAKING SKILL CHECKS
When a player is directed to make a skill check, that player 
must follow these steps in order:

1. Collect the d20 and your bonus die for the skill being 
checked (points are awarded during play. If you have no 
points in the skill being checked, roll only the d20). 

d20

Might

AGILITY

SMARTS

Will

sense

JUDGE

titles /4=

trinkets (2)

ACTION
ONE

FOLLOWER WEAPON

Supplies +1  Gold +2

Follower +1 Treasure +1

Bonus Die

+ Might

AGILITY

SMARTS

Will

sense

JUDGE

titles /4=

trinkets (2)

ACTION
ONE

FOLLOWER WEAPON

Supplies +1  Gold +2

Follower +1 Treasure +1

Might

AGILITY

SMARTS

Will

sense

JUDGE

titles /4=

trinkets (2)

ACTION
ONE

FOLLOWER WEAPON

Supplies +1  Gold +2

Follower +1 Treasure +1

 • ?

 • ?

 • -  •  •  • 

 •  • -  • 

 • ?

 • -

 • ?

77

1. Bribe the Guards
Will +1. Enter 701.

2. Pick Pockets
Agility +1. Make an agility  check:

• 1-14 = Enter 702.
• 15-19 = Enter 703.
• 20+ = Enter 704.

3. Dig Through Trash
Influence -3. Choose 2 of the following:

• Gain 1 treasure  from the discard pile.
• Luck +1. (May choose more than once.)
• Supplies +1.
• Sense +1.

4. Open Robot
Choose 1 of the following:

• Smarts +1.
• Influence +2.
• Luck +2.
• Risk -1.

5. Panhandle
Will +1. Make a will  check:

• 1-14 = Enter 705.      • 15+ = Enter 706.

6. Study Map
Risk -1. Influence +4.

7. Force Open Skyrise Door
Might +1. Make a might  check:

• 1-14 = Enter 707.      • 15+ = Enter 708.

Round 
End

Hub Gilded DistrictHub Gilded District
1. Bribe the Guards

2. Pick Pockets

3. Dig Through Trash

4. Open Robot

5. Panhandle

6. Study Map

7. Force Open Skyrise Door

709
ENTER

 • ?

 • ?

 • -  •  •  • 

 •  • -  • 

 • ?

 • -

 • ?

77

1. Bribe the Guards
Will +1. Enter 701.

2. Pick Pockets
Agility +1. Make an agility  check:

• 1-14 = Enter 702.
• 15-19 = Enter 703.
• 20+ = Enter 704.

3. Dig Through Trash
Influence -3. Choose 2 of the following:

• Gain 1 treasure  from the discard pile.
• Luck +1. (May choose more than once.)
• Supplies +1.
• Sense +1.

4. Open Robot
Choose 1 of the following:

• Smarts +1.
• Influence +2.
• Luck +2.
• Risk -1.

5. Panhandle
Will +1. Make a will  check:

• 1-14 = Enter 705.      • 15+ = Enter 706.

6. Study Map
Risk -1. Influence +4.

7. Force Open Skyrise Door
Might +1. Make a might  check:

• 1-14 = Enter 707.      • 15+ = Enter 708.

Round 
End
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1. Bribe the Guards
Will +1. Enter 701.

2. Pick Pockets
Agility +1. Make an agility  check:

• 1-14 = Enter 702.
• 15-19 = Enter 703.
• 20+ = Enter 704.

3. Dig Through Trash
Influence -3. Choose 2 of the following:

• Gain 1 treasure  from the discard pile.
• Luck +1. (May choose more than once.)
• Supplies +1.
• Sense +1.

4. Open Robot
Choose 1 of the following:

• Smarts +1.
• Influence +2.
• Luck +2.
• Risk -1.

5. Panhandle
Will +1. Make a will  check:

• 1-14 = Enter 705.      • 15+ = Enter 706.

6. Study Map
Risk -1. Influence +4.

7. Force Open Skyrise Door
Might +1. Make a might  check:

• 1-14 = Enter 707.      • 15+ = Enter 708.

Round 
End

Hub Gilded DistrictHub Gilded District
1. Bribe the Guards

2. Pick Pockets

3. Dig Through Trash

4. Open Robot

5. Panhandle

6. Study Map

7. Force Open Skyrise Door
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2. Roll the collected dice and add their results together.

+ = 14
3. Add to that any other modifiers you have for that skill (usually 

granted by treasure, story and follower cards).

T-18

After any player 
rolls for a skill 
check, you may 
discard this card 
and gain corrup-
tion +1 to add 
+10 to the result.

+2

APE TAIL

14 + 2 = 16
T-18

After any player 
rolls for a skill 
check, you may 
discard this card 
and gain corrup-
tion +1 to add 
+10 to the result.

+2

APE TAIL

T-18

After any player 
rolls for a skill 
check, you may 
discard this card 
and gain corrup-
tion +1 to add 
+10 to the result.

+2

APE TAIL

4. Consult the text associated with the skill check and resolve 
the option corresponding to your total. • ?
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 • -
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77

1. Bribe the Guards
Will +1. Enter 701.

2. Pick Pockets
Agility +1. Make an agility  check:

• 1-14 = Enter 702.
• 15-19 = Enter 703.
• 20+ = Enter 704.

3. Dig Through Trash
Influence -3. Choose 2 of the following:

• Gain 1 treasure  from the discard pile.
• Luck +1. (May choose more than once.)
• Supplies +1.
• Sense +1.

4. Open Robot
Choose 1 of the following:

• Smarts +1.
• Influence +2.
• Luck +2.
• Risk -1.

5. Panhandle
Will +1. Make a will  check:

• 1-14 = Enter 705.      • 15+ = Enter 706.

6. Study Map
Risk -1. Influence +4.

7. Force Open Skyrise Door
Might +1. Make a might  check:

• 1-14 = Enter 707.      • 15+ = Enter 708.
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End
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1. Bribe the Guards
Will +1. Enter 701.

2. Pick Pockets
Agility +1. Make an agility  check:

• 1-14 = Enter 702.
• 15-19 = Enter 703.
• 20+ = Enter 704.

3. Dig Through Trash
Influence -3. Choose 2 of the following:

• Gain 1 treasure  from the discard pile.
• Luck +1. (May choose more than once.)
• Supplies +1.
• Sense +1.

4. Open Robot
Choose 1 of the following:

• Smarts +1.
• Influence +2.
• Luck +2.
• Risk -1.

5. Panhandle
Will +1. Make a will  check:

• 1-14 = Enter 705.      • 15+ = Enter 706.

6. Study Map
Risk -1. Influence +4.

7. Force Open Skyrise Door
Might +1. Make a might  check:

• 1-14 = Enter 707.      • 15+ = Enter 708.

Round 
End
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1. Bribe the Guards

2. Pick Pockets

3. Dig Through Trash

4. Open Robot

5. Panhandle

6. Study Map

7. Force Open Skyrise Door
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CORRUPTION TOKENS 
If you have 1 or more corruption tokens, do not roll 
your bonus die when making a skill check. After 
resolving that skill check, discard 1 of your 
corruption tokens.

LUCK TOKENS 
If you have 1 or more luck tokens, after rolling a 
die or dice for a skill check, you may discard a 
luck token to reroll 1 die. You may do this multiple 
times on a single skill check. 

HELP FROM A FRIEND 
After rolling a die or dice for a skill check, you 
may request aid from the other players. Any other 
player may gain 1 stress  to aid you in your skill 
check. If they do so, you may reroll 1 die. Players 
may do this multiple times on a single skill check.  
Note: A player cannot gain stress to reroll a die 
during their own skill checks. 

SPENDING TIME
When a game effect causes the players (or a player) to spend 1 
time, the Scout must draw a random token from the time bag 
and resolve it. 

RISK TOKENS
If the Scout draws a risk token, they must add it to 
its matching risk track. If the token has the  icon 
on it, after resolving that risk token, the Scout must 
draw and resolve an additional token.
When a risk token gets placed on the last empty 
space of a risk track, filling that track, the Scout 
must raise the threat level. To raise the threat 
level, turn the threat dial clockwise to the next 
level on the dial, add the threat token on the new 
level to the time bag, and return all tokens on 
both risk tracks to the time bag. 

A risk token is drawn and put on the 
matching track, filling that track.

Because a risk track is full, the threat dial 
increases, all of the risk tokens are returned to the 
bag, and a new threat token is added to the bag.

Threat represents the potential danger ahead 
of the players, which the game uses in a variety 
of ways, always prompted by the app. Threat is 
determined by the current value on the threat 
dial plus the number of players.

If the threat dial ever reaches the Game Over space, the quest 
has become too daunting, the party disbands and every player 
immediately loses. Enter the code listed on the last space of the 
threat dial into the app.

WOUND TOKENS
If the Scout draws a wound token, they treat it as 
a risk token. The Scout chooses which risk track 
to add it to. When a risk track fills up, any wound 
tokens on the risk tracks are returned to the time 
bag along with all of the risk tokens.
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RESOLVING OTHER GAME EFFECTS
HP , STRESS  & WOUNDS 

Each player starts the game with 3 HP .  
When a player gains 1 or more stress , 
they take that number of stress 
tokens from the supply and place 
them on available HP hearts. A player 
cannot willingly take on stress to gain 
an effect if they do not have enough 
available HP hearts to place that 
stress on.
When a player gains 1 or more 
wounds , the Medic removes that 
number of wound tokens from the 
wound track and gives them to that 
player. The player places each of 
those wound tokens on one of their 
available HP hearts (an HP heart is 
not available if it already has a token 
on it). If that player does not have 
enough available HP hearts to place 
all of those wound tokens, any wound 
tokens that couldn’t be placed are 
added to the time bag.

If all of the wound tokens are removed from the wound track, 
the party has become too injured to carry on and every player 
immediately loses. Enter the code listed on the last space of the 
wound track into the app.
When the game instructs a player to heal 1 or more HP, that 
player chooses to discard 1 stress  token back to the supply 
or return 1 wound  token back to the wound track for each HP 
healed (or as many as are able).

FOLLOWER TOKENS
If the Scout draws a follower token, they 
announce the code on the back of that token and 
the Game Master enters the code into the app.

SUPPLIES TOKENS
When a game effect causes a player to gain 1 or 
more supplies  (e.g. Supplies +1) the Scout 
adds that many supplies tokens to the time bag. 
When the Scout draws a supplies token from the 
bag, they remove it from the bag (as indicated 
by the  icon.) No other effect happens. (You’ve 
avoided drawing a negative effect.)

THREAT TOKENS
If the Scout draws a threat token they resolve the 
effect indicated on that token (see below).

REDUCING RISK  
When a player is directed to reduce risk  (e.g. Risk -1) that 
player may choose any token on either risk track and return it 
to the time bag.

TRAVELING ON THE MAP
When the app instructs the players to travel on the map, the 
players do the following in order:

1. Consult the map sheet and collectively decide where they 
will go next by selecting a path that connects their current 
location to a new location.

2. Spend 1 time.
3. The Cartographer then crosses out the party’s current 

location, draws a line along the selected path, and circles 
the party’s new location.

4. The Game Master then taps the location button on the app 
that matches your new location. Listen to or read the story 
and follow the instructions provided by the app.

BACKTRACKING
The party may select a path that they have already traveled 
previously, to an already visited (crossed out) location. When 
traveling to a crossed out location, players must still spend 1 
time but they do not visit that location again. The Game Master 
does NOT tap the location button on the app. Instead, the party 
must immediately travel on the map again.

for all for all

1. All players that are 
able lose 1 luck token. 
Then this threat token is 
removed from the bag.

2. All players gain 1 
corruption. Then this 
threat token is removed 
from the bag.

3. Treat this as a risk token 
that can be added to 
either risk track when 
drawn from the time bag.

4. Treat this as a risk token.
5. Treat this as a risk token.

1 2 3 4 5

THREAT TOKEN EFFECTS

EXAMPLE: TRAVELING ON THE MAP

Note: The functions of the different kinds of map 
icons are intended to be discovered through play.

mouser

Your Movements Are...
(Circle One)

Confident  Slow & Careful   Silent  Wonky  Loping & Feral  Erratic

1. An object people lose

2. A small animal

3. A fantastical beast

4. Name of another character

ARMOR FOLLOWER

Title:  Autumn’s Gold

GOLD EARNED

NAME: 

STARTING WEAPON : Fencing Blade 

camp
PICK

Luck +2 Luck +2

Corruption -3 Heal 1 HP 
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GAINING/LOSING INFLUENCE   

When a game effect causes a player to gain or lose 1 or more 
influence  (e.g. Influence +2) the Influencer must move 
that player’s influence marker higher or lower on the influence 
track accordingly, shifting other players’ markers to make 
room. Influence markers should never share spaces or have 
empty spaces between them. If a player who was already at 
the top of the influence track would gain influence, that player 
instead discards 1 corruption  token, if able.

EXAMPLE: RED GAINS 2 INFLUENCE

GAINING/LOSING LUCK 

When a player gains 1 or more luck  that player 
takes 1 luck token from the supply for each luck 
gained. When a player loses 1 or more luck, that 
player discards 1 luck token back to the supply for 
each luck lost (or as many as able).
A player can discard a luck after they roll for a skill 
check to reroll one of the dice they rolled for that check.

GAINING/LOSING CORRUPTION 

When a player gains 1 or more corruption  that 
player takes 1 corruption token from the supply 
for each corruption gained. When a player loses 
corruption, that player discards 1 corruption token 
back to the supply for each corruption lost (or as 
many as able).
A player that has 1 or more corruption tokens cannot roll their 
bonus die when making skill checks (but may still add skill 
modifiers). After a corrupted player resolves a skill check, they 
discard 1 of their corruption tokens. 

GAINING/LOSING FOLLOWERS 
When a player gains a follower  that player draws 
a card from the follower deck and slots it into one of 
their follower slots at the bottom of their character 
sheet. The Scout then finds the matching follower 
token and adds it to the time bag.
If both of a player’s follower slots are filled when they would 
gain a follower, they may draw a card from the follower deck 
and either discard the drawn follower or discard one of the 
followers they already have to gain the drawn follower. If the 
newly drawn follower is discarded, its token is not added to the 
time bag.
When a player loses a follower  (e.g. Follower  -1) that 
player must choose one of their followers (if they have any) and 
discard it next to the follower deck (forming, or adding to, the 
follower discard pile).
Note: If a follower is discarded while its token is in the time 
bag, its token stays in the time bag and its code is still entered 
when its token is drawn.

GAINING SKILL POINTS           
When a player gains a skill point (example: Will +1), that player 
fills in the left-most unfilled box for that skill on their player sheet. 

Might

AGILITY

SMARTS

Will

sense

JUDGE

titles /4=

trinkets (2)

ACTION
ONE

FOLLOWER WEAPON

Supplies +1  Gold +2

Follower +1 Treasure +1If that box has an XP star  or a gold , that player also gains 
those rewards as instructed below.

Note: A player does not gain a skill if all of that skill’s available 
boxes are already filled in.

GAINING EXPERIENCE POINTS (XP) 
Each player has a level track on the back of their character job 
sheet. The more XP stars  a player is able to fill in on their level 
track during a game, the better an adventurer they are.
When a player gains XP  (e.g. XP +1) 
that player fills in the next star (from top 
to bottom) on their level track. If the star 
the player filled in has a game effect, the 
player immediately resolves that effect.
There are many ways for players to gain 
XP, but the most common way is by 
gaining skills. Each time a player fills in a skill box that contains 
an XP star they also fill in a star on their level track.

GAINING GOLD 
When a player gains 1 or more gold  that player fills in 1 gold 

 symbol on the Gold Earned section of their player sheet 
for each gold gained.  If there is an icon present on that gold 
symbol, the player resolves 
it by gaining 1 of whatever 
that symbol represents. 
A player that fills in all of 
their gold gains the title 
displayed below their Gold 
Earned section.

GAINING TITLES
When a player is instructed to gain a title, they write that title on 
one of the blanks in the Titles section of their character sheet 
and circle the kind of title it represents (lawful  or chaotic ).
When a player gains their 4th title, they also gain 1 XP . They 
gain 1 XP  again when they gain an 8th title.

Note: Once a player has a title, no other player can have that 
same title. A player cannot have the same title more than once. 

Level 1 (Backstory): The king thought it would be pretty nifty to toss the kingdom’s 
judicial system to the free market, and as a result, corruption has never been 
worse.
That’s where I come in! I bought my frontier judgeship with a small purse of coins 
and an old expired (2) . I can bring the word of law to any spoke I desire, all for 
a nominal fee paid directly to my pocketbook. But recently, after I was paid off 
to find a woman guilty of mishandling her sister’s (3) , I started wondering if I 
wasn’t making the world a worse place? Should I be using my legal power to fight 
corruption instead of spreading it? No, that’s dumb.

Level 2: Retrieve card S-46 The Good Gavel from the story  deck.

Level 3: Choose 1: Treasure +1 or gold +2.

Level 4: Gain the Title:  Snitch Burner General.

Endings...

Level 1-2: Years after my adventures I was living the sweet life, as word of my brand 
of justice spread far and wide. But one day I was visited by a scowling man who 
broke into my mansion while I bathed, and held me at sword point while I cowered 
in sudsy water. “You can’t kill me!” I bellowed. “Sure, I’m corrupt. But I’m still a judge, 
appointed by the king and the free market!” He smiled cruelly and leaned in.
“Sure, I’m corrupt. But I’m an organ collector appointed by the king and the free 
market.”
 “Ah,” I said...
I guess you could say I learned a free market is only beneficial when it isn’t 
benefiting everyone, but let’s be honest, I didn’t learn a thing.

Level 3-4: After making a small fortune during my adventures, I still wanted to be a 
judge, but didn’t want to travel. So I established my own township in the spokes, 
far enough away not to anger the king. Taxes are even more profitable than law, 
and in my town, taxes are the law! I’ve even got my own posse of judges who, for a 
modest licesnsing fee, can continue the good work I started. 

mouser

Your Movements Are...
(Circle One)

Confident  Slow & Careful   Silent  Wonky  Loping & Feral  Erratic

1. An object people lose

2. A small animal

3. A fantastical beast

4. Name of another character

ARMOR FOLLOWER

Title:  Autumn’s Gold

GOLD EARNED

NAME: 

STARTING WEAPON : Fencing Blade 

camp
PICK

Luck +2 Luck +2

Corruption -3 Heal 1 HP 

Might

AGILITY

SMARTS

Will

sense

JUDGE

titles /4=

trinkets (2)

ACTION
ONE

FOLLOWER WEAPON

Supplies +1  Gold +2

Follower +1 Treasure +1

Hater of Rulebooks
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WEAPON TRAITS    
Some weapons have a trait icon below their 
name. These icons usually have no effect until 
the game specifies otherwise.

WEAPON AUGMENTS 
When a player gains a weapon augment, 
if that player has a weapon, they may 
either discard that augment without 
effect or attach it to their weapon. A 
weapon has the bonuses and traits 
shown along the top bar of any augments 
attached to it.
If a player gains a weapon augment and 
they have no weapon to attach it to, they 
slot the augment into their weapon slot. If 
a player gains a weapon when they have 
a weapon augment(s) in their weapon 
slot, they put the weapon into their 
weapon slot and attach the augment(s) 
to that weapon.
A weapon augment can be discarded for its discard effect, if it 
is not attached to a weapon. When an augment is attached to 
a weapon, it cannot be discarded for its discard effect.
There is no limit to the number of augments a weapon can 
have attached to it. If a weapon is discarded, all augments 
attached to that weapon are also discarded (but their discard 
effects are not triggered).

TRADING TREASURE
While players are at a trading post on the map, 
they may freely trade treasure cards amongst one 
another. Players cannot trade treasure cards at 
any other time.  
When an armor card is traded to another player, 
any stress or wounds on that armor stay on it. When 
a weapon is traded to another player, any augments 
attached to it stay attached to it.

STORY CARDS 
Story cards are a group of cards 
that include treasure cards (trinkets, 
weapons, armor, augments) and 
follower cards. Story cards all have the 
same storybook back and all have a 
number in the lower right hand corner 
on the front of them. The story card deck is never 
shuffled. When story cards are put back into the story 
deck, they should be put back in numerical order.  
Some game effects will direct a player to gain a specific story 
card and will provide that story card’s number so that it can be 
easily found in the numerically ordered story deck. If a game 
effect directs a player to gain a story card that another player 
already has, they steal it from that player.

BREAKING TIES
If two or more players are ever tied for the purposes of 
evaluating a game effect, break the tie in influence  order, 
with the higher influence player having the higher result. 
When the group has to make a joint decision (like where to go 
next on the map), if the group can’t agree, take the decision 
to a vote. The player with the highest influence breaks ties in a 
vote.

KEY

 CAMPSITE

 FORTUNE TELLER

 TAVERN

 EVENT

 trading post

 CROSSROADS

 LAWFUL SHRINE

 DUNGEON

 THREAT

 DUEL

 LOCATION PAGE

 CHAOTIC TEMPLE

 TREASURE GOLEM
80 - START

MAP A

TRADING
POST

TREASURE CARDS 
When a player gains 1 or more treasure  that player draws 
and puts into play 1 treasure card for each treasure gained. If the 
treasure deck runs out of cards, shuffle its discard pile to form a 
new deck. Treasure cards are played face up and have an effect 
that benefits the player that gained them.
Treasure can also sometimes be gained by stealing from 
another player, as directed by the app or a game effect.
When a player loses a treasure (e.g. Treasure  -1) that player 
must choose one of their treasures (if they have any) and 
discard it next to the deck it came from (either the treasure or 
story deck).
Some card effects start with a bolded “Discard” keyword. 
A player who has such a card equipped may discard it to 
resolve the listed effect. A bolded discard effect cannot be 
triggered while another effect is being resolved, e.g. while 
making a skill check, spending time, or gaining or spending 
a resource. Discard effects only resolve when players 
discard specifically for that effect. When a player discards 
for any other reason (e.g. resolving a treasure  -1 effect or 
discarding a treasure you don’t have an available slot for), do 
not resolve the discard effects. 
There are 4 kinds of treasure: Trinkets, Armor, Weapons and 
Weapon Augments. 

TRINKETS 
Each player has 2 trinket slots. When a player 
gains a trinket, they equip it to their trinkets slot 
on the side of their character sheet. If a player 
already has 2 trinkets equipped and they gain 
another trinket, they must either discard 1 of 
their equipped trinkets and equip the new one, 
or discard the new trinket. 
Many trinkets, as well as other kinds of treasure 
and followers, grant a player skill modifiers. A 
player does NOT fill in a box on their player 
sheet when gaining a treasure with skill icons 
on it. These modifiers are added to skill check 
results after rolling.

ARMOR 
Each player has 1 armor slot. Gaining armor 
works like gaining trinkets, except it is 
equipped to a player’s armor slot along 
the bottom of their character sheet and a 
player can have only 1 armor at a time. 
Armor sometimes provides players with 
extra HP slots. When a player gains a wound 
or stress, they may place it on an empty HP slot on their armor. 
When a player heals HP, they may heal it off of their armor. If an 
armor card with wounds and/or stress on it is discarded, the 
wounds are returned to the wound track on the medic board 
and the stress is discarded.

WEAPONS 
Each player has 1 weapon slot. Gaining 
a weapon works like gaining trinkets and 
armor.
Sometimes the game will instruct a player 
to make a weapon check. A weapon check 
is a type of skill check and is resolved 
the same way as a skill check (rolling d20 + a bonus die, etc.) 
except the bonus die a player rolls for a weapon check is 
determined by their weapon. If a player would need to make a 
weapon check and they have no weapon, they only roll the d20 
and no bonus die for that check.

SKILL 
MODIFIERS

T-79

mirror plate +2

T-79

T-20

When you 
equip this card, 
corruption +1.
When you gain 
supplies ,  
gold +1 .

+2

+2

DIAMOND SKULL

T-59

+2swirling staff

When making a weapon  check, 
use a d6  as your bonus die.

T-59

T-58
When making a weapon  
check, use your smarts  

bonus die.
After completing a weapon 

check, either disard 1 luck  or 
discard this card.

rusty pistol

T-58

T-68

thunder +2

T-68

You may attach this card  
to a weapon .

No Weapon:  After rolling for 
a weapon check, you may 

discard this card to add +20 
and  to the result.

T-59

+2swirling staff

When making a weapon  check, 
use a d6  as your bonus die.

T-59

T-68
thunder +2

T-68

You may attach this card  
to a weapon .

No Weapon:  After rolling for 
a weapon check, you may 

discard this card to add +20 
and  to the result.

When you take a 
camp  action, 
influence +4 and 
heal 1 HP .

Good for storing drinks 
or internal organs.

S-17

ale cooler

T-58
When making a weapon  
check, use your smarts  

bonus die.
After completing a weapon 

check, either disard 1 luck  or 
discard this card.

rusty pistol

T-58
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CHEAT SHEET
 Treasure: Gear that gets equipped to your 
character. Limited by the slots on your 
character sheets. (pg. 9)

 Corruption: When you make your next skill 
check, do not use your bonus die, then 
discard 1 corruption. (pg. 8)

  Luck: Discard after rolling for a skill check 
to reroll 1 of your dice. (pg. 8)
 Stress: Place in 1 of your character HP slots 
to allow another player to reroll 1 of their 
dice after they rolled for a skill check. (pg. 7)

 Wound: Fills up 1 of your character’s HP              
slots. If all your HP slots are filled, it goes into 
the time bag. If you use all of the wound 
tokens, your party loses. (pg. 7)
 Lawful Title: A lawful reputation means 
your character is considered logical or 
helpful. Likely following some sort of code. 

 Chaotic Title: A chaotic reputation means 
your character is considered unpredictable 
or selfish. Interested in their own whims. 

 Draw Again: Draw another token from the 
bag. (pg. 6)

 Discard When Drawn: Do not return this 
token to the bag. (pg. 6)

 Weapon Augment: May be permanently 
attached to your weapon to improve it. (pg. 9)
 Weapon Traits: When specified, offers a 
bonus to weapon checks. (pg. 9)

for all for all

1. All players that are 
able lose 1 luck token. 
Then this threat token is 
removed from the bag.

2. All players gain 1 
corruption. Then this 
threat token is removed 
from the bag.

3. Treat this as a risk token 
that can be added to 
either risk track when 
drawn from the time bag.

4. Treat this as a risk token.
5. Treat this as a risk token.

1 2 3 4 5

THREAT TOKEN EFFECTS


