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THERE WAS ONCE AN ISLAND, KNOWN FOR ITS PROSPERITY. IT IS & FAMOUS
TRADE ROUTE BETWEEN TWO KINGDOMS, & PARADISE FOR TRAVELERS AND
MERCHANTS AND AN INSPIRATION FOR POETS AND BARDS. PEOPLE WERE
FRIENDLY, HOSPITABLE, AND BANQUETS WERE HELD NEARLY EVERYDAY TO
WELCOME THE GUESTS. THERE WAS NOTHING BUT JOY, ALTHOUGH JOY AND
PROSPERITY ULTIMATELY LED THE ISLAND TO ITS DEMISE. & CURSE, &
PUNISHMENT, & CONSEQUENCE FOR WRONGDOINGS, OR AN ACT OF WAR, NO
ONE GOT TOLD. THE ONLY THING PEOPLE WILL EVER KNOW THAT THE ISLAND
GOT CONSUMED, AS THE STORY OF THE LAST DAY UNFOLDS.

IT IS HARMLESS, THEY SAID, AS SOME THOUGHT IT WAS STEAM FROM AN
UNDERGROUND HOT SPRING. IT EXPANDS, THEY WAIT AS IT WAS NOT MUCH
OF & THREAT. THE SIZE OF THE FOREST, THEY SCARED AS THE MIST
CONTINUED TO ENGULF. VACATE, THEY DECIDED AS WHAT GOT IN, NEVER
GOT OUT. THE ISLANDERS LOOKED FOR HELP, TO NO AVAIL. FOR THE
OUTSIDERS ALREADY BAILED.

ALL THE JOY THEY GAVE, NOW THEY’RE ALONE. ALL THE HELP, THEY NEED,
OR THEY’LL BE GONE

DESPERATE, THEY LOOK FOR THE SEER. FOR SALVATION IS WHAT THEY
WANT TO HEAR.

THEY ARE NOT ON THEIR OWN, THE SEER SAID, “IN THE GODS’ NAMES, 1 WILL
HELP”.

GOOD NEWS, THEY GET, FOR THE GOODNESS THEY GAVE. FOR EVERY MOVE
OF THE MIST, THEY KNOW, BUT THE MORE THEY KNOW THE LESS TIME THEY
HAVE.

WITH PERSEVERANCE AND THE SEER’S HELP, THE PEOPLE UNITE.

NO ONE KNOWS THEIR FATES. FOR THE INCIDENT, THEY ARE CALLED THE
MISTCALLERS.




Goal of
the Game

The goal of the game is to work
together, gather resources around the
Island, make materials from those
resources and have the shipwright
build the ship. Meanwhile a mist starts
from the center and fills up the map. If
the mist touches a player, the player
dies, and the game is over.

The island is filled with face-down tiles
and players need to explore the island
to uncover and gather resources.

Each character can make specific
materials from specific resources, and
players need to work together and
trade resources/materials to craft the
necessary items needed to build a
ship.



Game Components

= The Board ®» Tools Tokens (located on Wooden and Iron

Tools Inventory Boards
= Three 4-sided dice and one é-sided i |

dice » |ron Tools
= Player Inventory Board (x4) » Saw
» Wooden and Iron Tools Inventory = Chisel
Board
» Hammer

®» Resource Tokens (Wood, Iron, Flax) > Wooderiiset

= 4 Player Tokens (Shipwright,

Woodworker, Blacksmith, Tailor) = Ruler
= Mist Tokens (x80) = Bevel
= Ship Token » Compass
» Card Deck Material Tokens
» Weather Cards = Wood Blocks
= Spell Cards = |ron Ingot
= Nails
= |inen
» |tems = Resource & Material Tokens = Cloth
= Sail

=» Rope




The Board

The Board is divided into four sections:

Players start on the circle tiles in the middle
The square tiles are filled with resource tokens
The Mist can spread to circle and square tiles

The Mist cannot cross the borders (section lines)

Dotted lines between files represent paths for both
players and the Mist

Player can drop items on empty tiles (black tiles)
ltems cannot be stacked on top of each other

Only materials can be deposited on beach storages
(Players need to be on any files next to that beach)

Players can move and pick items through other
players but cannot end their turn on other players

A compass is located on the top left of the board to
Indicate direction



Winning Condition

To win the game, x4 Wood Blocks, x2 Nails, 1x
Sail and x3 Ropes must be deposited on one side
of the beach (Storage). That is the beach where
the ship will be built.

All the tools must also be crafted. Once all the
prerequisites are met, all players must move to
the tiles adjacent to that beach to build the ship,
and the game is won

Flip the ship token when the winning condition is met
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Resources are located all over the
island. Players can choose to gather
and place them in their inventory

Gathering,
Trading &
@ifelillgle

ltems can be traded and given to
other adjacent players.

o) slepiiciieninis Winlaliniel - o The appropriate materials are located next to their
conditions, the characters. Crafting a material/tool means discarding
appropriate materials fhe materials/resources used from the player’s
and tools must be inventory and into the discard pile, and adding that

crafted material into the player’s inventory

e The Blacksmith and Woodworker must craft iron and
wooden tools. Crafting a tool means flipping that tool
face-up to indicate that it has been crafted

crafted




Crafting Tree
Diagram

= 2 materials/
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the next material (x1)
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Resources

Flax Iron Ore Wood



Materials
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Linen
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The Mist

The mist is the Al player of this
board game and will gradually
cover the whole board. Mist
tokens are used to represent the
sections of the board that are
occupied by the mist. The
behavior of the mist is
dependent on the weather wind
card.




Characters

(Classes)

Woodworker Tallor




j. Responsibility: Build Ship

%

Can keep 4 spell cards to be used at any time

\»

Inventory Space: 5

m@ Dice: 6-Sided Dice




'i\ Responsibility: Craft Iron Ingots and Nails

x Tool Responsibility: Craft Iron Saw, Chisel,
/ Hammer (Flip token when crafted)

Blacksmith

Inventory Space: 3

m@ Dice: 4-Sided Dice




&% Responsibility: Craft Wooden Blocks
Tool Responsibility: Craft Wooden Ruler, Bevel,
Compass (Flip token when crafted)

Inventory Space: 3

m@ Dice: 4-Sided Dice




Responsibility: Craft Linens, Clothes,
Sails and Ropes

Inventory Space: 3

Dice: 4-Sided Dice




A turn is divided into 2 phases.

1. Card Phase 2. Action Phase

A 4

Players skip the card phase on the 15t turn

Turns and

During the Card Phase, only 1 card is Phases
picked for all players

During the Action Phase, all players act af
the same time




ard Phase

1. There are two types of

cards in the deck:
@ Weather Card and Spell E
Card
3. Weather Cards must
¥
? be used immediately /’ .

before the Action Phase
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The Deck Weather Card
Face Down

2. Starting the second
turn, players need o pick
1 card from the deck
and reveal it to everyone

4. Spell Cards can be
kept and used at any
time during the game

Spell Card



Weather Card

Direction of the effect
(which section of the map
this effect takes place)

Weather Type
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Spell Card

Spell Type
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Action Phase

The result represents the
All players roll their dices maximum number of actions
point a player can use

Behaviors that cost one action point:

* Moving between tiles (Moving on a face-down
resource tile automatically flips the file with no

S To Bl EemsuiEe] Once all players end their

e Picking an item from a tile under the player actions. the next turn sfqrfsl
» Giving/Trading with other players !

* Crafting materials from resources/materials and 1 card iS piCked from
* Crafting tools from materials -|-he deCk (qud Phqse)

e Dropping items on empty tiles
* Dropping materials on the beach
* Picking materials from the beach




