Ay Cost

At Any Cost is a game of telling stories for exactly two players. It explores a hero’s
journey with a focus on sacrifice, travel, and coming of age.

One of the two players is the Protagonist player and plays the role of the hero:
stating what their hero does and what choices they make. The other player is the
Antagonist player and describes the world and all the dangerous, fantastical things
in it. They may briefly take on the role of various non-player characters who appear
in the hero’s story, but their job in telling the story is bigger than just one
character.

The Antagonist player strives to make the hero sacrifice their Anchors. The
Protagonist player strives for the hero to succeed at as little cost as possible. There
is conflict between the two players as the Antagonist presents challenges and the
Protagonist struggles to overcome them, but this is not a game about player
conflict. Both players of At Any Cost are working to create an interesting and
fulfilling story.

Conlents

This game includes instructions and several decks of cards. Throughout the
instructions are sidebars with detailed explanations, further tips, and suggestions.
The current card set is themed as a fantasy or European fairytale version of the
hero’s journey. Each of the decks of cards has a different back, so they are best

printed double sided.
Cards: You Will Also Need:
* 5 Stage cards » Two players: one to play the
* 14 Location cards; of which 4 are marked “seed” Protagonist, one to play the
* 12 Anchor cards Antagonist.
40 Antagonist cards * A handful of index cards and
32 Protagonist cards something to write with.
* A pawn of some sort: a die, coin, or
meeple will work fine.

r aCPﬂLS— Fonts are Ellianarelle's Path and Constantia. Icons available on http://game-icons.net . “Ages,” “Backpack,”

“Perspective dice 6 faces 6,” and “Pikeman” by Delapouite. “Anchor,” “Arrowed,” “Brain,” “Journey,” “Strong,” “Treasure map,” and
“Wing cloak” are by Lorc.



Map Setap

Lay out the Stage cards in a row, in order from 1 through 5.

Take the Location cards marked “seed”. Shuffle them. Deal one face up below the

Stage 1 card. Deal one face up below the Stage 5 card.

Take the remaining Location cards, including the unselected seed cards, and

shuffle them together. Deal one face down below each of stages 2, 3, and 4. The

remaining Location cards won'’t be used. The Stage cards and adjacent Location

cards are the Map. Place a pawn on the first location.
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Look up the pair of face up Location cards at Stages 1 and 5 in the list of Seed
Stories. The Seed Story provides a starting point for the hero and their quest.

The Protagonist player should select a name for their hero character and write it on

an index card. They may optionally describe a few further details to flesh out the

story seed. Try to keep this to two or three sentences.

The Protagonist player should shuffle the Anchor cards and draw 8 of them. They
then select 5 of those 8. These Anchors represent things that are important to the
Protagonist’s hero character. The hero will be in danger of losing these Anchors

during their quest.

Answer the questions on each of the selected Anchor cards, writing the answers for

each Anchor card on a separate index card. The Antagonist may ask a question or

two about the Anchors to flesh them out.

«—Stages

«—Locations
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At the start of each stage any cards played in the previous stage are discarded.

The Protagonist player draws 5 new Protagonist cards to add to their existing,
unplayed, hand. The Antagonist draws additional Antagonist cards to add to their
existing, unplayed hand. In the first stage the Antagonist draws 3 cards, 4 in the
second stage, 5 in the third, 6 in the fourth, and 7 in the final stage.

Both the Protagonist and Antagonist discard down to the
stage’s hand limit: 3 in the first stage, 4 in the second, 5 in
the third, 6 in the fourth, and 7 in the final stage. The
Location card for this stage is flipped face up, if it isn’t
already. The pawn is moved to that location to track the
hero’s progress.

The Antagonist player may look at the face down locations
at any time, but should not reveal location information to
the Protagonist player.

The Antagonist Sets the Challenge by playing at least one
card with tags matching the Location or Stage. The
Antagonist narrates a threat to the Protagonist’s quest
based on the card or cards they played. They may also
clarify the Location with a few sentences of exposition.

The Protagonist Meets the Challenge by playing one or
more cards whose total value equals or exceeds to the total
value of the Antagonist’s cards. The Protagonist may only
play cards with tags matching the current Stage, Location,
or any tags on cards played by the Antagonist during the
current stage. The Protagonist narrates the hero’s efforts to
push onward, aided by the cards they played.

The Antagonist raises the challenge by playing one or more

Matching Tags

The Protagonist and Antagonist players
may only play cards that include a tag
present in the current stage. At the
beginning of a stage these include any tags
on the current Location card and the
current Stage card. There are six possible
tags: Tool, Ally, Body, Mind, Soul, and
Luck.

As the Antagonist plays cards any
additional tags on their cards are added to
the stage. For example, if the included the
Mind and Soul tags, the players could play
only cards that include at least one of
those tags. If the Antagonist plays a card
with the Mind and Luck tags both players
can play cards with Mind, Soul, or Luck
tags for the rest of the stage.

The Antagonist sets the challenges (and
new tags) and the Protagonist meets
them.

cards. The Antagonist may only play cards with tags matching the current Stage,

Location, or any tags on cards previously played by the Antagonist during the

current stage The total value of the cards played by the Antagonist this stage must

exceed the total value of the Protagonist’s cards.




Play proceeds back and forth between the Antagonist and
Protagonist players, each time comparing the total value of
all cards played by each player during this Stage. Each time
the Protagonist must at least match the Antagonist’s total.
The Antagonist must exceed the Protagonist’s total.

If a player is unable or unwilling to play cards to meet or
raise, they must fold. If the Antagonist folds, the
Protagonist narrates the hero moving to the next stage. If
the Protagonist folds, the Protagonist selects one of their
Anchors and narrates the hero sacrificing that Anchor to
continue onward. The Protagonist then tears up the
matching index card for that Anchor. Play continues to the
next stage.

If this was the fifth stage, the Protagonist should describe
the successful ending of the hero’s quest, and discuss how
losing their Anchors changed them.

Ssacrifice

The Protagonist may end a stage at any point by sacrificing
one of their Anchors. Sometimes they will struggle against
the challenges and only just fall short. Sometimes they may
be marshaling their resources for the greater battle and
may choose to give something up earlier in the stage. Rarely
they may be in a position where the tags available to them
won't allow them to play their remaining cards.

The Protagonist’s hero has enough Anchors to ensure they
will always finish their quest. You are not playing to see if
they succeed (they will!) but to see how the hero changes,
struggles, and suffers to reach their goal.

If you feel your hero’s story will be stronger with a sacrifice,
make one. If you feel a sacrifice at the current stage would
be anti-climactic, try to fight it out. Either way, be prepared
to give up some of the things that your hero holds dear in
the pursuit of a good story.

Narrdfion Suggestions

Try to leave situations and resolutions
somewhat open ended. It is good for each
player to specify details that interest them
and enrich the story, but try to only
narrate as far as you need to to advance the
action of the story. Each card contains
some associations and possibilities in it’s
description text. Lean on these when you
need to or move beyond them when you
feel inspired.

For example, instead of saying, “And then
I sneak in and steal the sleeping dragon’s
treasure and flee it’s lair” the Protagonist
player might say “I sneak into the dragon’s
lair and extract the crown from it’s horde
while it’s sleeping.” This leaves the
situation open so that the Antagonist
player can build on the dragon’s threat or
move on to your journey away from it’s
lair.

The Antagonist player should try to avoid
situations that require a very specific or
immediate response. Give the Protagonist
player some warning that something bad
is coming (“the guards are gathering
outside, they look angry” rather than “The
guards burst in and grab you”). This gives
the Antagonist player space to resolve
situations many different ways.

If things have gotten very tangled and you
aren’t sure how to continue with the story,
either player can consider using a
flashback to something the hero or a non-
player character did that changes the
situation in an interesting way. Do your
best to work within the framework of the
story so the flashback action is consistent
with the other action of the story so far.




Sstory Seeds

Farm — Place of learning: A terrible bargain sends a farmer’s child questing for the

knowledge they need to escape a horrible fate.

Farm — Ruins: A young farmer flees from strife to seek shelter and a new home in the

ruins of an ancient land.

Farm — Mountain: The youngest child of an impoverished farmer sets out to seek their

fortune on the fabled enchanted mountain.

Place of learning — Farm: A young scholar searches for
the last farm to grow a mystical plant. They hope to make
their fortune along the way.

Place of learning — Ruins: The royal heir travels to
ancient ruins in a distant land seeking a cure for their dying
parent.

Place of learning — Mountain: A clever youth is framed
for misbehavior and exiled to the slopes of a distant
mountain. Along the way they hope to clear their name and
make their fortune.

Ruins — Farm: After growing up in the ruins of a
shattered land, the hero travels to a more prosperous
country to find their love.

Ruins — Place of learning: After searching ancient
ruins, the hero has come across information that predicts a
coming catastrophe. They must hurry to bring this
knowledge to the great thinkers of the royal court so that
the catastrophe may be averted.

Ruins — Mountain: After a great catastrophe that

fncohere.nce

If either player narrates something that
seems silly or otherwise inappropriate to
the story, the other player should say so.
Be generous; the nature of the game is for
sudden changes to sometimes happen.
The narration and card play should be
rewound and retried until you reach
something both players find reasonable. If
you call something out as silly or
inappropriate, work with the other player
to help them find a better way to tell the
story. Players should not strive for their
goals by blocking the other player’s plays.

Don't be a jerk about this just to block
another player’s story when you don't
actually think they’re being silly or
inappropriate. Don’t play with people who
are jerks about this.

reduced the hero’s home to rubble, they are traveling to seek a wise hermit high on a
mountain. They hope the hermit will give them wisdom they need to rebuild their home.

Mountain — Farm: The hero long ago moved to a monastery in the mountains, but they

must travel home to their family farm to help avert an invasion of that peaceful land.

Mountain — Place of learning: The hero was born to a goatherd in a small community
on the slopes of a remote mountain. All their life they’ve dreamed of studying in the great
university and now that they are grown up they are going off to seek this dream.

Mountain — Ruins: The hero has escaped the clutches of an evil witch or wizard who
kept them prisoner for much of their childhood in a high tower on the slopes of a
mountain. They are traveling back to their homeland, only to find it in ruins.
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