
Expedition: The Roleplaying Card Game
The adventurer's guide to printing

Before you begin: Many printers (especially
consumer printers) don't handle front-back alignment
well. You may end up with up to a 1/8" offset between
the front and back of cards. If you think this will bug
you, you can buy a professionally printed full-color copy
at ExpeditionGame.com/store for just $30.

I. Download this PDF and take it to your local print shop.

II. Have it printed on heavy white cardstock (ideally 80-
pound or heavier).

III. Make sure to print double-sided, and to set to document
to 100% zoom.

IV. Cut the cards using a paper cutter. The more precise you
are, the easier they'll be to handle later.

V. Secure your cards with a box or rubber band.

VI. Accessories: You'll need at least a dozen tracking clips
(such as paper clips) and a d20 die.

VII. Rules: All of the rules are in the app! Get it for web,
Android and iOS at ExpeditionGame.com/app

VIII. That's all it takes - now prepare to adventure!



Save paper by printing pages 3+.

Terms of Use

We hope you enjoy your adventures!

Expedition is free to use under the Creative Commons BY-NC-SA 4.0 license. You can read more about
the license at http://creativecommons.org/licenses/by-nc-sa/4.0/.

These are the terms of the copyright:

Attribution: You must give appropriate credit, provide a link to the license, and indicate if changes
were made. You may do so in any reasonable manner, but not in any way that suggests the licensor
endorses you or your use.

NonCommercial: You may not use the material for commercial purposes.

ShareAlike: If you remix, transform, or build upon the material, you must distribute your
contributions under the same license as the original.

You must also comply with the Laws of Man and Nature. Do not use any form of this game for nefarious
purposes like libel, slander, copyright infringement or harassment. If you break the law and get in
trouble for it, Expedition is free of all liability.



Inspiring Line

 ≥ 8
 2 Adventurers

Success: Gain 1 persona.

 ≥ 20: Gain 1 extra persona.

 ≤ 1: The targets lose 1
persona.

Reason

 ≥ 7
 1 Adventurer

Success: Gain 2 persona.

 ≥ 20: Gain 2 extra persona.

 ≤ 1: The target loses 2
persona.

Command

 ≥ 6
 All adventurers

Success: All other adventurers
at or above Base persona gain +3

to their first roll this round.

 ≥ 20: Double the roll boost.

 ≤ 1: The target loses 2
persona.

Grim Bet

 ≥ 7
 1

Success: Deal 5 damage, then
lose 4 persona.

 ≥ 20: Deal double damage.

 < 7: Set your persona to Min.

Dire Prediction

 ≥ 8
 1

Success: Deal 2 damage for
every persona level you are below

Max, then lose 1 persona.

 ≥ 20: Deal double damage.

 ≤ 1: You lose 2 persona.

Cutting Wit

 ≥ 8
 1

Success: Deal 4 damage, then
lose 1 persona.

 ≥ 20: Adventurers lose no
persona this round.

 ≤ 1: You lose 2 persona.

Scavenge

 ≥ 6
 Self

Success: Lose 1 persona, then
draw one tier 1 loot.

 ≥ 20: Draw one extra
tier 1 loot.

 ≤ 1: Lose 2 persona.

Bolster

 ≥ 6
 Self

Success: Lose no persona this
round. Gain 1 health.

 ≥ 20: Also gain 1 persona.

 ≤ 1: Lose 2 persona.

You deliver a timely, uplifting quote. Rationality can soothe the soul. You shout guidance to your allies.

It's the only option.
The darker the deed, 
the harder the fall.

Your insult cuts like a 
double-edged sword.

You use the environment to 
your advantage. You brace against the fear.
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Declare Target

 ≥ 8
 1

Success: Gain 1 persona.
Adventurers that damage the

target this round also gain
1 persona.

 ≥ 20: Gain 1 extra persona.

 ≤ 1: The target takes -2
damage this round.

Bastion of Will

 ≥ 9
 Self

Success: You lose 1 less
persona from all enemies and

abilities this round. All persona
decreases are redirected to you

this round.

 ≥ 20: Do not lose persona.

 ≤ 1: Lose 2 persona.

Lend a Hand

 ≥ 8
 1

Success: Deal 1 damage. You
gain 1 persona.

 ≥ 20: Deal 3 extra damage.

 ≤ 1: You lose 2 persona.

Let Go

 ≥ 5
 Self

Success: Discard 1 loot. Gain
persona and health equal to the

loot's tier.

 ≥ 20: An ally may pick up
your discarded loot.

 ≤ 1: Discard 1 random loot.

Reprimand

 ≥ 6
 1 Adventurer

Success: The target loses 1
persona and gains +2 to their first

roll and damage this round.

 ≥ 20: Double roll and
damage bonuses.

 ≤ 1: The target deals -2
damage this round.

Empower

 ≥ 6
 1 Adventurer

Success: You lose 1 persona.
The target gains 2 persona.

 ≥ 20: Do not lose persona.

 ≤ 1: You lose 2 persona.

Calm

 ≥ 6
 All adventurers

Success: Adventurers below
Base persona gain 1 persona.

 ≥ 20: Gain 1 extra persona.

 ≤ 1: Adventurers lose
1 persona.

Final Call

 ≥ 7
 All adventurers

Success: Adventurers at or
below Base persona deal +2

damage from abilities this round.

 ≥ 20: Adventurers gain
1 persona.

 ≤ 1: Adventurers lose
1 persona.

Tactical Plan

 ≥ 9
 Self

Success: Gain 1 persona. Gain
1 additional persona for each
enemy that takes damage this

round.

 ≥ 20: Gain health equal to the
amount of persona gained.

 ≤ 1: Take 1 damage for each
enemy above 0 health.

You coordinate an inspiring attack.
You stand strong against the fear and

take one for the team.
You lend a hand where the battle 

is worst.

You let go of attachment to 
material things.

Harsh criticism can be a 
powerful motivator. You put another's sanity first.

Your words bring everyone 
towards peace.

Desperate times call for 
desperate measures. Your plan's success brings confidence.
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Disengage

 ≥ 7
 1 Adventurer

Success: Return to Base
persona. If the target was at Min
persona last round, do not suffer

its effects.

 ≥ 20: You also take no
damage this round.

 ≤ 1: Take 3 damage.

Conscript

 ≥ 7
 1

Success: The target takes your
damage this round (after

reductions). You gain 1 persona.

 ≥ 20: Gain 1 extra persona.

 ≤ 1: You take double damage
this round.

Cautionary Tale

 ≥ 8
 All adventurers

Success: Adventurers that
would end the round at Min

persona gain 1 persona.

 ≥ 20: Gain 1 extra persona.

 ≤ 1: Adventurers that end the
round at Min persona take
1 damage.
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Time to clear your mind.
You "volunteer" the target to clean up

your mistakes.
You warn your allies of dangers

unknown and unseen.
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Bandage

Tier I Loot
Single use

Use anytime
1 adventurer gains

2 health and 1 persona.

Wounds healed 
and confidence restored.
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Snuffbox

Tier I Loot
Single use

Use anytime
2 adventurers gain 1 persona.

Holy Water

Tier II Loot
Single use

Use anytime
1 adventurer gains 3 persona.

Elder Sign

Tier III Loot
Single use

Use anytime
Adventurers do not lose health or

persona due to enemies and
abilities this round.

M
ax

c
o

n
fid

en
t: Play the top ability from

your ability deck as though 
 = 20.

△ -
-

B
ase

a
r

r
o

g
a

n
t  (Type: D

ark)

▽ -
-

M
in

tem
per

a
m

en
ta

l: Take 2 dam
age for

every failed party ability this round (m
ax

6).

M
ax

u
n

tr
o

u
bled

: A
ll adventurers' failed

abilities count as successes this round.
△ -

-

B
ase

u
n
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a

r
e  (Type: D

ark)

▽ -
-

M
in

o
bliv

io
u

s: You do not benefit from
others' abilities and loot this round.

M
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r
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: R

egain 6 health.

△ -
-

B
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ark)

▽ -
-

M
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age this round,
-10 to your next roll.

M
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ay play up to 3
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M
ax

th
eatr

ic
a

l: Increase three adventurers'
personas by 1.
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M
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u

s: If your first roll this
round is an odd num

ber, skip your turn.

The strong tobacco smell lifts
your spirits. A blessing in a bottle.

A glyph of protection against
ancient horrors.
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s: +2 to all of your dam
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and rolls this round.
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ust be ≥ 15 to succeed.
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regains full health.
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M
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u

s: Take double dam
age from

enem
ies this round.



Pe
rs

on
a

Pe
rs

on
a

Pe
rs

on
a

Pe
rs

on
a

Pe
rs

on
a

Pe
rs

on
a


