AN OPEN-WORLD ADVENTURE

designed by Jamey Stegmaier
art by Valentina Fili¢, S6ren Meding, and Emilien Rotival

1-6 players - 120-180 minutes - ages 14+ - cooperative

Vantage is an open-world, cooperative adventure game featuring an entire planet to explore in
standalone sessions that begin with players scattered randomly across the world. With nearly 800
interconnected locations on cards and over 900 other discoverable cards, the world is your sandbox.
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IMPORTANT:

Until instructed to gain a card or to read from a storybook, do not look at the content
of any card or book (other than this rulebook), and do not open the spoiler pack.

Initial Setup

Before your first game, punch out all skill tokens and coins, and unwrap all cards other than the
spoiler pack. Keep the cards in numerical order with the card numbers facing upwards so you can
quickly locate any card. See page 3 for a visual of where cards go; large cards are stored in 3 flat
stacks.

Find cards 1709-1714. The person managing cards will insert these placeholders whenever they take
location cards from the box, making them easier to return to their original order.



415 large cards
(double-sided; 80x120mm)

1 Book of Vantages

1 game board
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60 boost tokens (cubes) 6 time trackers
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6 morale trackers
(1 per player)
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6 health trackers
(1 per player)

6 location card holders
(1 per player)
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The cards in Vantage are never shuffled, so no sleeves are necessary. Replacement parts can be requested
via the form at stonemaiergames.com/replacement-parts.

60 skill tokens

20 challenge dice
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12 skill dice
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SETUP

o Place the game box on the table next to a player in charge of finding and returning cards (they
gain placeholder cards 1709-1714); this is more efficient than passing the box around the table. Tilt
the three big stacks of large cards out of their flat-packed position.

Q Place the board (the "center”) in the middle of the table with time, morale, and health trackers
nearby. Both sides of the board are functionally the same.

0 Place all skill tokens, coins, boost tokens (cubes), skill dice, and the storybooks in a general supply
near the game board (the “center”). The backs of most storybooks have reference guides.

0 Seed the challenge dice pool with 8 challenge dice plus 2 per player (e.g., for three players there
are 14 dice), then return the remaining challenge dice to the box.

0 Each player gains a location card holder. Randomly select someone to be the first player.

0 Place the Book of Vantages on the table with the back cover facing up to display location 000.
Follow the instructions on location 000 to complete setup, using skill dice for randomization. It is
here that each player will independently gain their character and starting stats.

For your first game we recommend the “daring” starting level for time, morale, and health and avoid
difficult crash locations. Other recommendations for your first game are found on page 13.

You can watch a rules video at stonemaiergames.com/games/vantage/rules-faq.



GAMEPLAY OVERVIEW

The game consists of players taking turns clockwise around the table. Each player performs 1 action
per turn (unless indicated otherwise), using skills contributed by any player to decrease the action
cost; rolling challenge dice based on that cost to determine any complications encountered; and
placing dice on cards in grids to mitigate those complications. You always succeed when performing
an action; the challenge is to avoid losing time, morale, and health.

You will typically begin the game by exploring the area where you arrive—which will be different
than the other players—and interacting with various locations in the hopes of adding cards to your
3x3 grid; these cards offer additional challenge dice placement slots and other powers. One or more
players may pursue the shared mission (why you traveled to this planet), and along the way you may
discover various destinies (options for resolving your fate on or beyond this world). You must discover
destiny cards—there is no destiny revealed during setup. Work together to share knowledge, skills,
and impact dice slots as you seek to avoid any player's time, morale, or health being reduced to O.

Universal Rule of Thematic Fun
If you are ever in doubt about a Vantage rule, card, ability, or anything else, choose the most fun
answer that makes sense thematically.

We are always happy to help in real time or after your game if you post your question (aided by
details about the situation, including exact text, when available) in the Vantage Facebook group, on
BoardGameGeek, on the Vantage FAQ page on our website, or on the Stonemaier Games Discord
server. Rulepop (vantage.rulepop.com) is also available for rules, errata, and digital storybooks.

Sharing Information
Since your location represents your vantage (what you can see), only you may look at your current
location card.

» You may not look at any of your previous locations or the locations seen by other players. You may
describe the card’s artwork to other players, read the description aloud to them, and share the
location action options.

P If you are directed to look at a page in the Book of Vantages, you may look at only that page, and
you may not show it to other players.

» Tokens, dice, cards in each player’s grid, reserve, and supply, and cards you are instructed to place
on the table are public information.

Storybooks

On most turns in the game, short passages of text in a storybook are referenced: Early in your turn you
will read the cost and the action (in bold), then later in your turn you will read the result (unbold text).
We recommend that players share the responsibility of reading aloud, with another player reading on
your turn so you can focus on the mechanisms of performing an action.

Solo Play

Solo play in Vantage is the same as any other player count (the number of challenge dice scales as
normal, with 10 total dice in a solo game). There is no Automa to represent the other characters—you
are in full control. No matter the player count, you only ever control 1 character (we highly discourage
you from breaking the immersion by playing multiple characters).




LOCATION CARDS

Your location card represents your current position on the planet, and it includes what you
can see and many of your action options. Keep it in your location card holder.

Specific numbers in the descriptions below are examples referring to the sample location below.

o Art (background): This is your vantage. You may describe this view to the other players but not show
it to them, as they are elsewhere on the planet and can’t see through your eyes.

o Location number (upper left): Provide this number to the other players when you interact with this
location so they can find the corresponding entry (272) in a storybook.

o Compass (upper right): This symbol shows the 4 different cardinal directions to which you can depart
from this location (forward is always north). The compass may include:

- Adjacent listed locations (e.g, 500, 273, and 271): Departing to any of these locations is a 1-cost mMove
action without a storybook entry.

+ Unlisted adjacent locations: After choosing to depart in the direction of a * location, the cost is
revealed in the Depart storybook for this location number (e.g., 272 move south).

+ Blocked locations: If there is no number or *, you cannot depart from this location in that direction.
o Description: Brief text about the location. You may read this to other players.

+ Some locations show the . icon in the bottom left, followed by text in quotation marks. This
means that the mysterious Traveler is talking to you at this location.

<A v icon indicates a mandatory instruction that must be followed immediately upon arrival
(typically a climate-related penalty; see page 10).

« Elemental icons (e.g., .) indicate an interaction with something of that composition.

o Location Actions (almost always the right sidebar): You may read these to other players.
These are the different ways you can interact with the location within the categories of
move %, look G-, engaoge ©, help ©, take ~, and overpower 1 (e.g., [00k-STUDY). Unless an action result
indicates otherwise (see "End your turn” on page 11), you may only perform 1 location action per
location.

*

AS you emerge from an oasis, you notice -
3 globules hovering over stone pillars. |
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SAMPLE TURN

This page provides a brief overview of a sample turn, and each of the steps described here will
be explained in detail on pages 7-11 and the action flowcharts found on the back cover of most
storybooks.

1. Choose one action from the three types of actions: I'm at location 272, and
decide to perform a location action (see page 7 for information on
the three action types). | read my location’s description aloud and
describe what | see. The area does not look dangerous, so | commit to
performing the move-WANDER action (I cannot change my mind after
proceeding to the next step).

2. Read the cost and action (not the result): Another

player finds entry 272 in the move storybook and . _
reads the cost (3) and the action ("WANDER around the 212 @ WANDER around the mysterious area:

mysterious area”). They do not read the action result.

3. Reduce the cost by 1 per matching skill optionally paid
by any player: | do not have a move skill token, but
another player does. They discard 1 move skill token
to reduce the cost by 1.

4.Roll dice from the challenge dice pool equal to the remaining
cost: | roll 2 challenge dice, resulting in 1 time and
1 health | have to deal with (thematically, the action took
more time than expected and | hurt myself doing it).
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5. Place rolled challenge dice one at a time on grid cards ——
(any slots on your cards and impact slots on other players’
cards): My character, the captain, has both challenge
dice slots open. | am performing a MOVE action, so
| can place any die on the Move slot—I choose the _
time die for this—and gain 1 boost (ﬁ) as the fé>
immediate output, placing a cube on my character.
| only have my character card in my grid and no
other player has an open impact (€) slot for health
results, so | cannot place the health result.

"JULES, THE CAPTAIN

Reroll 1 of your challenge dice
(gain ’ if the result is unchanged)
or transfer 1reserved card into

SQEVL vour grid.
L 'S

6. Suffer penalties from rolled-but-unplaced challenge dice: The unplaced die showing health goes to the
penalty section of the center and | lose 1 health (adjusting my tracker). The time die remains on
the character card.

7. Read the action result: Another player reads the result for entry 272 in the Move storybook.

8. End your turn: The action result did not say “continue,” so my turn ends here. If the action had said
to “continue,” I'd be required to perform another action; if it had said, "You may continue,” it's my
choice to perform another action or not. This only applies to my current turn; | may not continue
at this location on a future turn unless another action allows me to do so. The player to my left
takes the next turn.



HOW TO TAKE A TURN (PAGES 7-11) N

On your turn, perform one action by following a few steps in order (these steps are

also shown in a flowchart on the backs of storybooks). You will always succeed when
performing an action; the challenge is to avoid losing time, morale, or health. After your
turn, play proceeds clockwise to the next player.

1. Choose one action from the three types of actions (location, card, and depart). You will choose the action
for your turn without knowing the cost or results, but you will always succeed.

> Location Actions: Each location lists (usually 6) location actions in the
categories of move 7%, look G-, engage ©), help O, take ~, and overpower 1.

- Reference the storybook entry for this location (e.g., for the l00k-STUDY
action on location 272, reference entry 272 in the |00k storybook).

- If you previously performed a location action here (even in a turn some
time before the last), you cannot perform another. Choose a depart action
or card action instead.

- "Always available”: Some location action lists may have a note indicating STEER is always
that a specific action is always available. This action is available even if you available.
previously performed it or another location action here. ~\"—-

« If another player previously visited the same location this game, you may
not perform a thematically contradictory location action (e.g, if a player previously burned
a bridge at your location, you may not cross the bridge). Because Vantage is a highly visual
single-session game, players should be able to remember where they've been or what they've
done (taking notes is permitted if necessary, though).

V7 2
P Card Actions: Many non-location cards include action @ CRAFT a more advanced item
options. These include actions on cards in your grid, @  (eserve this): Gain a harpoon
your supply, and the center. === bow (960).

- Reference the storybook entry for that specific card (e.g. for a help-EQUIP
action on card 1435, reference entry 1435 in the help storybook).

- You may not look at the card you are gaining (if any) until you have
completed the action.

+ Unless stated otherwise, you may perform a card action even if you have
already performed an action on that card.

» Depart Actions: Move away from your location in 1
of 4 cardinal directions to another location (north

. o ) You have nearly complete
always points forward). This is a MoOVe action. freedom as to the action
« Each number (500, 273, and 271 for this location) you choose, as there is no

is an adjacent listed location. You may go to any resource prerequisite/
of these locations using a 1-cost Move action (WALK expense when making
or SWIM) that does not use a storybook. this choice. You may not
« Each star (%) requires you to reference the Depart storybook. For this ::sg%sigﬁgrﬂ':m:;ﬂm
location, you would look at the "move south” entry for location 272 the cost and descri tiO%l
in the Depart storybook for the cost, action, and result of moving bi fth prion.
south from this location. A g partq ¢ & game Is
intuiting, discussing, and
* In the rare case that a direction shows neither a location number learning by trying.

nor %, you cannot depart from this location in that direction.




2. Read the cost and action (not the result). As illustrated in step 1, the cost and/or action are printed

on some cards, though most require players to reference a storybook. In most cases you will use
a storybook entry to see the cost and full action. Use the storybook matching the category (e.g,,
) and the entry matching the card on which the action appears (e.g., location 272).

» Some cards include the full cost, action, and result—do not reference the
storybook for these actions. In addition to the type of action and the standard

7,
cost (the quantity of challenge dice to roll in step 4), some actions on grid cards .0

also have a boost cost (§gl; a cube paid from that card). In the example to the
right, this is a 4-cost help action that requires you to also pay 1 boost.

P If the depart action you chose is to an adjacent listed location, the MoVe cost is 1. Other adjacent
locations are marked with *; you must look up their MoOVE cost in the Depart storybook after
declaring a direction. If you move in a specific orthogonal direction (e.g., move east) and there
is a related diagonal direction entry in the Depart storybook (e.g., move southeast), you may
choose to move in that related direction instead of your original choice.

> Regions: Some location actions refer to the region (a broader area encompassing multiple
locations), which is a letter noted in parentheses in the |00k storybook entry for your location.

P For actions with cost o choose a number 1-6 as the cost. This indicates how much effort you
will put into the action, and the result of the action will depend on the cost number you choose.

REGION l COST l ACTION l RESULT
212 ( )Aj)smnv the blobs:

3. Reduce the cost by 1 per matching skill optionally paid by any player. Using skill tokens to reduce the cost
will decrease the potential to lose time, morale, and health due to unplaced challenge dice.

P Skills (tokens) represent insights and advice.

P Players may pay skills to benefit each other at any time, not just to
reduce action costs.

» Discard paid skill tokens to the general supply. You are limited to the
tokens provided.

4. Roll dice from the challenge dice pool equal to the remaining cost. The cost of an action represents its
difficulty; roll challenge dice from the pool equal to the numerical cost (e.g., for a cost of 2, roll 2
challenge dice).

D For example, if the cost is ©@ and a player paid 1 look skill token, roll 2
challenge dice instead of 3. If the cost was decreased to O in the previous @
step, do not roll any challenge dice.

P If (and only if) there are fewer available dice in the challenge dice pool than the remaining cost,
first refresh ALL challenge dice from cards in grids and the penalty section of the center by
returning them to the challenge dice pool. This is a good thing! Now all dice slots are open again.
For example, if the remaining cost is 2 but there is only 1 die in the challenge dice pool, first refresh
all challenge dice, then roll 2 of them from the full pool.

P The total quantity of challenge dice in the game is always 8 dice plus 2 per player (any excess
dice are not used—keep them in the box).
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Skill type (e.g., you may
only place a challenge
die here during a
move (%) action).

Many slots have a 8 x.

, or £}, indicating that
only a die showing that
specific result may be
placed there. For any slot
without a specific die face,
any result may be placed
(even ),

S

=
(¥ )
=
=
=
("7
=]
4
>

To place a challenge die
on a terrain-specific dice
slot (e.g., underwater,
identified visually from
the art), your current
location must match that
terrain.

> If another player is at your location, you may place challenge dice on open slots on their cards

5. Place rolled challenge dice one at a time on your grid cards (and impact (<<) slots on any players’
grid cards). By placing a die on an open slot, you avoid suffering its penalfy.

P Each slot can hold at most 1 die. Most slots have restrictions on which types of
challenge dice can be placed. For example:

9

Ability (e.g., you may only place a
challenge die here during a help-
CREATE action). Important: If you
have dice slots or powers related
to abilities, pay close attention
when moving to a new location,
especially if someone else is
reading the storybook to you.

2 e

Some slots provide immediate
bonuses when you place a challenge
die on them (arrow pointing away
from the slot; place the gained

boost on the same card). While the
bonus is typically a boost, other
bonuses are also possible (a skill,

S/ /QP. a specific card, etc).

*

Impact (€) dice slots may be used by any player (with your permission),
even if they are at a different location. They represent expertise and
personality (e.g., a character with a morale impact slot is someone with

a positive attitude and leadership qualities). If another player places a
challenge die on your impact dice slot and there is a bonus (e.g., a boost),

you gain it.

(even non-impact slots) with their permission.

P If another player has a location-specific card in their supply and you are on that card’s location,

you may perform actions on that card.

» Whenever a challenge die is placed on a slot, it remains there until all challenge dice are

refreshed (see step 4 on page 8).

Interaction (e.g., you may only place
a challenge die on this slot during
an action involving a sinew (.)
creature. This includes location
actions and card actions showing
this icon, plus interactive depart
actions (e.g., "Sneak past the
creature”).

Some slots have costs to place
a challenge die (arrow pointing
towards the slot; you must pay the
boost (1 or 2, as indicated) from the
same card).

‘




4 8 /*/' These symbols represent P This symbol represents a setback. If you

the loss of time, morale, don't place dice with this symbol, return
and health respectively. If you can't place them to the challenge dice pool (this delays
these dice on cards, discard them to the the potential for a full refresh, when all dice
penalty section of the center, and lose the are returned to the pool from cards in grids
time, morale, and/or health shown on those and the penalty section).

dice by adjusting the appropriate tracker.
These losses are applied simultaneously. If
any of these stats is ever reduced to O, read
the mission’s entry in the take storybook.

) @ This symbol represents a blank result
(this is good). Discard this die to the penalty
section of the center.

7. Read the action result. Most actions result in an immediate benefit described in the storybook (or on the card

for some card actions).

>In m,Ult]__Opt]on lists, make a C,hO]Ce before learmng 244 (A) {2) INSPECT the orb: The orl is made of a shimmering, glass-like
or viewing the outcome (e.g., if you choose to move substance, and thera are markings on the outside with which you might be abie
: to interact. You don't see how to access the interior, but there must be a way
to lo.catlon 259'_ YOU only look at that card after nside. Gain 1 boost and either | enoage or | take; you may continue
making the decision).

P If your location changes as a result, the player in charge of managing the cards will use your
placeholder card to return your current location card to the box, find and give you the new card,
and mark the new card'’s position. In the rare case that you move onto a location on either side
of someone else’s location card, simply pass it back and forth.

b If a location’s W (upon arrival) effect—or any other penalty—instructs you to suffer 1 heat,
cold, or hypoxia damage, lose your choice of either 1 @ or both 1 8 and 1 .

P If you would ever gain 8 /*/' when that stat is already at the max of 6, instead gain
1 random skill (roll a skill die and gain a skill token matching the result).

» Skills

« If the results include a skill payment (e.g., pay 1 MOVE or 1 OVErPOWEr), any player may discard a
skill token so that you can gain the benefit. If no one pays, you do not gain the benefit.

« If the results include a skill benefit (e.g., gain 1 Move or 1 ), gain a skill token of that kind.

« If the results instruct you to gain a random skill, roll a skill die to determine the token to gain.
Sometimes the benefit is a specific skill (e.g,, “Roll 2 skill dice and gain all move results”).

P If another player is on your location, during this step you may:
- depart/move them with you (simultaneously, with permission; they don't pay the cost), and

- give them coins, items, flora, and vehicles (ignore “when placed” effects on exchanged cards;
the exchanged cards retain all challenge dice but lose all boost).

P If an action result or any consequence causes you to lose something that you don't have
(e.g. lose {1, when you have no money, lose a card in reserve when you have no cards in
reserve, etc.), ignore those instructions. This rule only applies to results, not costs—if you can't
pay a listed cost, you may not gain the benefit.

If you would ever gain a card you already have in your grid, instead gain 1 boost on the card (if possible).

If you would ever gain a card another player already has, the two players decide who keeps/gains it.
If the card goes to you, any challenge dice on the card are refreshed and any boost are lost, and you
gain "when placed” benefits on the card, if any. If the card remains with the other player, you instead
gain 1 boost on your character (if possible).



8. End your turn. If a location action’s result includes instructions to “continue’, you must

perform an additional action, ignoring the restriction in step 1 (e.g,, if you already
performed the location action, you may choose another location action, but not
the same action).

» Some results include instructions to continue with a specific action. If it is an action noted on the
location, start with step 2. Otherwise, start with step 1.

» Some non-location actions include instructions to “continue,” but these do not ignore the
restriction in step 1.

P The instructions sometimes read, “You may continue”; in that case, continuing to perform
another action is a choice, not mandatory. This only applies to your current turn; you may not
continue at this location on a future turn unless another action allows you to do so.

BOOST

At any time on any turn (even in the middle of an action or while another player is performing an
action), you may use boost (ﬁ) powers on cards in your grid to benefit yourself. Boost represents
knowledge learned while you explore the planet and use the things you discover.

YILIVHVYHI

QUM TYRINY

| d BOOST GAINED/PAID ON LOCATIONS
. -:-—l (AND THIS CHARACTER CARD)

[ JOLA

" JULES, THE CAPTAIN

/ 111 0f your challenge dice
in i rl; the result |ﬂs nnsnanueu)
ransfer 1reserved card into
SEVL your grid.
- -1

» Boost gained/paid on locations goes to/from your character (e.g., if the storybook text of a location
action says to “Gain 1 boost,” place it on your character).

» Boost gained/paid on all other cards goes on/from that card.
» Each card has limited capacity for boost that cannot be exceeded.
P The effects of boost powers last until the end of the current turn.

» When an icon (ﬁ) is used instead of the word "boost,” the number of icons represent the amount
of boost. §gi is 1 boost, {@@ is 2 boost.

» There is no hard limit on total boost tokens in Vantage. In the rare case that all 60 boost tokens are
on cards and you need more, any cube is a suitable addition.

D If a challenge dice ability says “place them in the center,” it's referring to the penalty section of
the center (otherwise it would say to “refresh” the dice, which returns them to the challenge dice
pool).

» Some cards request that players place ubiquitous “tokens” to track progress; boost tokens are used
for this purpose.

» Your boost powers benefit you. If a boost power has an impact (4) icon, it can benefit any player.

+ o
G

BOOST GAINED/PAID
ON THIS CARD

]
“TAILFEATHER PARROT

.. }The animal is now loyal to you.
Replace this with animal 1108.
€08




CARD GRID

players or in your reserve).

new card in the same position as the replaced card.

touch at edges left-to-right or top-to-bottom).

Reserve

reserved, a card's challenge dice are refreshed.

Supply

CARD ANATOMY

CHALLENGE DICE SLOT (MOVE)

Whenever you gain a vertical card (same size as your character card), place
itin any open space in your 3x3 grid: a tableau of up to 9 cards with your 1 t t 1
character in the middle. You may not reposition cards in your grid. The first 1
time a player completes their grid, place destiny 1705 in the center. ‘

» Other than impact (4) slots/powers, any benefits provided by cards in
your grid only apply to cards in your grid (not cards controlled by other

» Whenever you replace or lose a card in your grid, refresh any dice on it
and return any boost on it to the general supply. Return lost cards to the
box. You must always have your character card in your grid. Insert the

» Adjacency in Vantage always refers to orthogonal adjacency (cards that

You also have a limited capacity to reserve vertical cards outside of your grid (capacity is the total of
all icons on cards in your grid and supply). Whenever you gain a card but your grid is already full,
you may either reserve the new card or reserve a card in your grid (other than your character card) to
make space. Then, if this exceeds your reserve capacity, lose an excess card from your reserve.

» You may not use slots, abilities, or powers on reserved cards, but they retain boost tokens. When

» Each character has a boost power to transfer a reserved card into their grid (to an open space or
swapping with a card); do not gain “when placed” benefits of cards transferred from reserve.

Some cards you gain are horizontal, not vertical. These cards are either shared with all players (missions
and destinies) or are kept in your supply. There is no limit to how many horizontal cards you can have in
your supply. You may not place challenge dice on horizontal cards in your supply.

CHALLENGE DICE SLOT

one of your challenge dice can be
placed here (for a move action); gain
1 boost after placing a die here

431IVdYHI

SOME CARDS HAVE A COIN VALUE ((3)
the game will tell you when this matters

as an impact slot (<), a challenge die
morale result (i) rolled by any player
can be placed here

CARD ACTIONS

when you perform one, refer to the
storybook entry for this card (1435)
BOOST CAPACITY

RESERVE CAPACITY

quantity of vertical cards you can keep
beyond your grid (1 extra) .
“WHEN PLACED” BENEFIT g "eAREE! B@ ok
gain when placing this card into your grid for JULES, THE CAPTAIN

the first time (2 boost); if the benefit looks at fé} Reroll 1 of your challenge dice

i i ; (gain % if the result is unchanged)
other cards, only consider cards in your grid or transfer 1 reserved card into

GEVL your grid.
CARD NUMBER o

quantity of boost § this card can hold (6)

BOOST POWER

at any time, pay 2 boost from this card to
gain either 1 coin or 1 move skill token
BOOST POWER

at any time, pay 1 boost from this card
to do this



END OF GAME

A game can end in several different ways, and the storybooks will give you the
option (or the requirement) to end the game when:

» You complete the mission (completing a mission will give you a choice
between ending the game and continuing to pursue a destiny).

P You complete a destiny (and then choose to read its storybook entry, which
will end the game). You may collect multiple destiny cards.

» Any player’s time, morale, or health is reduced to O. If this happens, read the
mission’s entry in the take storybook.

You may even end the game when the time you allotted to play Vantage
has expired. There is a lot of variation in the duration of Vantage
depending both on random factors and player choices (e.g.,

performing the actions printed on the mission can significantly
decrease the duration). Some games may end far quicker than 2 hours,
while others might push beyond the 3-hour mark.

In addition to a mission victory, a destiny victory, or an epic victory
(both the mission and a destiny are complete), you may define success
through anything you pursue and achieve.

When the game ends, return all cards and components to the box (any
cards gained from the spoiler pack return to that pack). In other words,
everything completely resets so you can have a new adventure the

next time you play Vantage. For storage purposes, lay the 3 stacks of location cards flat inside their
compartments with various tokens/dice in the gaps that remain, then place all storybooks on top of
them.

BEFORE YOUR FIRST GAME
» For your first game we recommend using the “daring” starting level — S (o 5/t o
for time, morale, and health and avoiding difficult crash locations. 3 EretChiog Tl charaeter a0t (e
These settings are found on location 000 and on the escape 3 (brazen)
pod locations. Make bold choices while playing, as the first ggdg?tiggal)
time a player’s time, morale, or health is reduced to O doesn't ﬁ(gaumus)

necessarily end the game—you will have an option to continue
playing as presented by the mission’s entry in the take storybook.

» Your first game is largely about experimentation as you learn about different actions, consequences, and risk
tolerances in Vantage. This is more important than the mission; instead, just try to fill your grid by
gaining 8 cards from different locations (and from actions on cards in your grid). It's perfectly
normal if you don't achieve this goal. If you'd like some direction or want to speed up the game,
you can perform the actions printed on the mission card.

» Discovery and perception are significant elements of Vantage. You will wonder how to do and find
things—that is a normal part of the discovery curve of this game, and the game will not hold your
hand. Just try things that intrigue you. Use your eyes and intuition: If an action looks difficult, it
probably has a high cost. Some actions will turn out differently or be more difficult than what you
expect; this will help the next time a player sees that type of action. When in doubt about a rule,
apply the Universal Rule of Thematic Fun in the moment (then ask about it later).

» Communication between players is critically important, and not just for sharing skills and impact dice
slots (which represent sharing your advice and expertise). Each player's choices are their own, but
any information you have from what you have seen and experienced is yours to share freely. To
succeed, you will often need to describe what you see and discuss your options, both for short-
term and long-term goals.



Glossary
The glossary, which is found on page 10 of the Book of Secrets, lists many of the types of cards and
terms you may discover while playing Vantage. We highly recommend only reading a glossary entry
if you have questions, and only after encountering a specific type of card or a specific term. For
example, the first time you see a Lesson card, you may look up the word "Lesson” in the glossary.
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Factory team for their help with the solo rules for the spoiler pack, developers Garrett Feiner and
Travis Willse for their detailed feedback and editing, and Ryan Davis and Travis Willse for adding extra
flair to many of the Move and Depart storybook results.

Playtesters: Mike Bartoo-Abud, Mitch Caudill, Blake Chursinoff, Caleb Chursinoff, Dusty Craine,

Ryan S. Davis, Susannah Eisenbraun, Mark Espiridion, Ira Fay, Allie Feiner, Garrett Feiner,

William Augustus Griffin Sr, Lindsay Grossmann, Ossian Hawkes, Wanja Heeren, Preston Holmes,
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TIME Stories, The 7th Continent (and Citadel), Sleeping Gods, Tainted Grail, Earthborne Rangers,
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Adventures, among others.




WANT TO WATCH A HOW-TO-PLAY VIDEO OR READ THE FAQ?

Go to stonemaiergames.com/games/vantage/rules-faq
This is where we will post clarifications or revisions.
Rulepop (vantage.rulepop.com) is also available for rules, errata, and digital storybooks.

=1

vantage.rulepop.com

HAVE A QUESTION WHILE PLAYING, A STORY TO SHARE,
AN INTEREST IN SPECIAL CHALLENGES, OR A FINAL GRID TO BOAST ABOUT?
Post it on the Vantage Facebook group, on BoardGameGeek, or in the Vantage channel of
the Stonemaier Games Discord server: stonemaiergames.com/discord (you can play remotely
with others who own Vantage using the Discord server)

NEED A REPLACEMENT PART?

Request it at stonemaiergames.com/replacement-parts

WANT TO STAY IN TOUCH?

Subscribe to monthly updates at stonemaiergames.com/e-newsletter




FRIENDLY REMINDERS

» You may always talk openly with other players and share the text of any card, but you may never
show your location to anyone else (unless a card specifically says to do so), nor may you look at
any location you are not currently on.

» When you depart to an adjacent listed location, it is a MOVE action with a cost of 1. Proceed with all
steps to complete a 1-cost MOVE action; just like any action, this movement is your entire turn.

» When placing challenge dice, unless specified by a challenge dice slot, you can even @
place blank (===) and setback (£ ) results. For example, if you roll 1 challenge die
to move to an adjacent listed location and the result is blank, you could place it on a
general MOVE slot on a card in your grid (to gain a boost bonus), even though there is no
penalty for not placing it.

P Instead of choosing a location action on your turn, you may perform an action on a card in your
grid, your supply, or the center. If you do, view the entry for that action using the number at the
bottom of the card.

P To use a card’s boost power, spend boost (ﬁ) from that specific card. If you gain a boost from a
location action, place it on your character.

» You can only perform 1 location action per location per game unless an action instructs you
otherwise, or if the card specifies that the second action you take is always available (e.g., you
cannot perform the take action on a location and then later perform the OVEIPOWEr action there).
Other than this restriction, you have complete freedom to choose your actions.

» You cannot read the cost or results of an action before performing it. Likewise, some action results
include more choices; you can read the choices while selecting, but not the results.

» The only “persistent” element in Vantage from game to game is information. Everything you learn
about the world can benefit you in future games, and we encourage players to use that knowledge
to their advantage. Please respect other players’ desire to avoid or learn what you already know.

» For a comprehensive list of ways to make Vantage easier or harder, see "Difficulty” on page 11 of
the Book of Secrets.
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