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ries of rounds. Every ’
Il turn you will be selecting a die from the di aking an action-

. | Cast, Reel or Increase your Finesse. Choose igher valued dice

‘ will earn you more powerful actions, but low co®@belp you win

! i bonus turns. When all the dice have been selected, “ almoves, the dice

! are re-rolled and the player who had the lowest total'd il start

‘ | the next round. The game ends when a single player catcia@fa s fish,
‘ ! achievement points are awarded, and the winner is declared,
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4 Finesse Tokens & 1 Silent
Ang]er Finesse Token
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9 Six-sided Dice 60 Hatch Tokens 1 Casting Token

4 Strike Cards 48 Fish Cards 16 Rock Cards 5 Momentum Tiles
& 2 Expansion Tiles




y Place the gameboard within reach of all
players. Use the side with the three Rock
spaces.

\ Shuffle the 16 Rock cards, and then

deal three (in a 2-player game), four (in
a 3-player game), or five (in a 4-player
game) face-down to each Rock space on
the game board. Place any unused Rock
cards back in the box (out-of-play).

\ Shuffle the 48 fish cards (point-side Q
down) to create the fish deck.

e face-down.

Give each player o
Finesse token, & one Df@g t§]

Place your Finesse token on tjae

&)

Place your Drag token on the

Place the Fly tokens within reach of all
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' In a 2 or 3-player game, fill all the

. Hatch tile spaces at the bottom of the
me poard with Hatch tiles sll‘gx\/ving game board (“A” side face-up).
”and also place one “4 | §” tile
to the board near Column $3).

Place the five Momentum tiles in the

S

spaces in the upper left corner of the

Place the wooden Casting token on the ' ‘

n a 4-player game, fill Columns e

s*-}, with Hatch tiles showing
1 4 « »

acegre tile showing “5 | 4

. one “5|_ 4”tile next

Gameboard. 1
Select a player to be the Start player. , ‘

Place the four Strike cards near the
player to the right of the Start player

P e

“Tie” Your First Fly: On your first

B EO B

turn, choose a Fly token of any color

and “tie it to your line” (i.e. insert it into
the lﬂggonto every Hatg y (

[ the U number indica

Roll the dice and place them nea
z \

the space on the right side of your Reel
board). This is a one-time free action.

game board THEEEREREEN s Playing alone? After reading the rules

you will play with 7 dice. In a 4-player for 2-4-players, see “Fly Solo” at the | ‘ )
game you will play with 9 dice. Place any d of this rulebook for the 1-player f |

unused dice back into the box (out-of- Adventure Mode rules.

| play).




Claim victory by gaining more points from Fish and
Achievements than your opponents.

Turn Summary:

;  Freshwater Fly is eries of rounds, On your turn you must select one die from the Dice
1 H with each round consistj erstaking turns  pool and take one Dice action. In addition, you
‘ in clockwise order from@he Sta#Fpl ungil all may take any number of Bonus actions. After you
| the dice in the dice pool ha ee ed, n,a conclude your Dice action and any Bonus actions
y new Start player is determined §he ves, you choose to take, your turn is over. On your next
| | and the dice are rolled to starta n oun turn you will select a different die from the Dice
pool and take another Dice action plus any Bonus
@) ‘ | actions, and so on.
| ! / ;
(- -
| - » ¢ of 4 |
| If I. Dice AcTIOoNs: © ziffs ¢4
{’ On your turn, select a die from the Dice poo of these
i three actions: 1. Cast, 2. Reel, or 3. Finesse + iej§ou select
E will determine the outcome of the action you choose:
i !
|| N
|
| s.,¢ 1. Dice Action 1: Cast
| @ /e
e | Select a die and take a Cast action, described below:
\
; Casts 2o
Il i Casting involves four concepts: (C) Drifting, how you move the Casting token
; g[ (A) First Landing, how you begin and gain bonus Strike cards; and
‘ ‘ your Cast; (B) Draw Strike Cards, (D) Set Your Hook, how you finish your Cast.
| 5‘ how you determine if you hook a fish;
i
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A. First Landing: i ; N L 2 :
i. Place the Casting token onto any card in the If one or more of the' Hatch tokens matches your
| column that matches your die number (e.g. put fly (the Fly t(.)ken tied” to your Reel‘board), Yo
| the Casting token on a card in column J R earn one Strike card (see B. Draw Strike Cards).
; die you selected was a ;J). iii. If no Hatch tokens in the column with the i | !
g ii ou placed the Casting token on a Fish Cas.ting token match you.r fly, you earTl O 1
:: inethe Hateh tokone Tt S bt Strike cards and the Casting token “drifts” one |
| column downstream (see C. Drifting). ; ‘
, f ’
l i e Cards: . : . L i i
i Bl i
! i‘ i. Atife ingg@pyour Cast, the player on y—
E ; your i 11 r Strike cards. Note: Revealed Strike cards remain face-up i ‘
¥ ! on the table until the end of your Cast. il
il ii. Immedi £ ngyer you earn a Strike N € i " }
t card, say, “hit pd®” an@then the player on your 3 § ‘
: ; k iii. If the revealed Strike card shows @ then i \
right deals one Stri ce-up to the table ; !
i . you “hooked a fish” (see D. Set the Hook). |
per Strike card you €arn i
iv. If the revealed card shows B you did not \ ‘
hook a fish. I ‘
B | CoDrfting: s
i. If you did not hook a fish during @frst least one matches your fly, you earn two Strike
Landing (see A. First Landing above) y cards. Otherwise, you earn zero Strike cards.

“drift” the Casting token twice (or until you ip: Sometimes it is best to Cast upstream from the fish

hook a fish). want so you have the opportunity to drift onto this Il @)
B ” : ain two Strike cards for it instead of one! |
ii. To drift, move the Casting token one column i
3 downstream (e.g. from column 23| to ﬁ]), and i@? If you have not hooked a fish after drifting i }
i place it on a new card that is exactly one space once, you m second time unless you ' ‘
away either diagonally or orthogonally from the are in colu i ii \
pregiils ceid (e sl v.If you ooled a fish after drifting i |
iii. Every time you drift onto a Fish card, twice (or if B tedaook a fish in column

examine the Hatch tokens in that column. If at

e o S i N s 3 P A o = = P — ——— =
PR S R T e T o e M A i e W
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D. Set the Hook: ... . : : S = : X e
iv. Refill the empty fish space on the gameboard

i. Immediatey when you hook a fish, pick up the
‘ fish from under the Casting token, flip it over, with.the top fish from the deck, and then your |
| ‘ f and place it directly above the matching section CABit BT 1
} | ! of your Reel board (e.g. if it is a Green fish A W e = \ ' |
place it above the Green section). 1 1
Note: You may not Cast if you have ‘ i
1 Pick up one Hatch token that matches your “a fish on the line.” :
' from the same column on the gameboard R i/ 1] i
and place it in the spinner on your Reel board to 3 L R |
i our “reel”. Position your reel in the Start ‘ [i i
i Note: You may Cast to a Rock card i |
| and/or Drift onto Rock cards, but you i i
| u hooked was orthogonally do not earn Strike cards on a Rock. { *’
i\ k card deck, take the topmost 5 “' t
g Rock ¢ eck and flip it face-up near T T ,
| your Reel b !
il ‘
GaMEPLAY EXAMPLE 1; 0 CasT

‘ | A. Griffin has a yellow fly, and no fish
on his T e

@ i B. Griffin selectsa et |from the Dice

! pool and casts into column ¢e, |, placing 7
i the Casting token on the Grayling in the % S Lo
| middle row.

in column e, |Griffin earns one Strike

‘ l‘ C.Since there is a yellow Hatch token
',1 card and says “hit me!”.

1‘ D. Naomi, sitting on Griffin’s right,

I i shuffles the four Strike cards and deals
i one face-up.Itisa B so Griffin does
‘ | not hook the Grayling (see Figure 3).
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E. Griffin must now drift the Casting
token one column downstream, so he

n o o Since there are no
. LN
h tokensin column , ,

F. Griffin must now drift one more
column downstream. He places it on
the Brook in the bottom row of column

G. Thereisat least one yellow Hatch
token in column ;';] so Griffin earns
two Strike cards. Naomi deals two more
Strike cards. The first oneisa ,but
the second isa !

Ha@Hilifin. picks up the Brook and places

above th section of his Reel

board since isa* fish.

rifflso picks up the yellow Hatch
tokemand placesS¥in his spinner, then
positio the Start space

-

- 2. Dice AcTIiON 2: REEL

4
4
e

1YY

Select a die and take a Reel action, described below.

W Reel: . e : A _

‘ Reeling is how you will catch a fish on different number of spaces each time you choose
your line. When you first hook a fish, to reel, according to your die number and the
your reel will start in the Start space fish strength. Reeling involves two concepts: (A)
(mmim—) at the top (12 0’clock position). Spinning the Reel and (B) Reel Spaces:
You will spin your reel clockwise a

T A T 0 M A T e e T T
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A. Spinning the Reel: e

number. For example if you selected a ;J this
your reel by comparing the strength of the fish turn, and the fish strength is spin the reel |
| f ( ) with your die number. two (3-1=2) spaces. 4

1 é ii. If the number is less than your die iii. If the is greater than or equal to your ; |
I die number, you may not spin the reel. |

i. Determine the amount of spaces you may spin

number, spin the reel clockwise the number of

Note: If your reel passes the === space,

you will also take the action of the space

where your reel lands if applicable, even
when catching a fish.

Lé
!
%

i i. When yotr r
i m——— Space, im

| section to the left (i.e

space ( @@ ) space, immediately cover the

space on your fish with your Drag token. This
makes the number a “0” until you catch the
fish.

tion to ii. When your reel lands on the Apply Drag
the section, or fr i @
‘ section). If your fish wa
| | section when you land on (o
A space, you have caught the fish!

from the SEEIOTLEIED OTNE HEGTe iii. When your reel lands on the Momentum

(@

b remove the Hatch token from your spinfie

\

1
J . .

1 space ( @ ) space, immediately take one of the

|

ailable Momentum tiles and place it in your

| place it in your score pile too.
play area. If you already have a Momentum tile g

on this space, you may either flip !

posite side or take no action.

r reel lands on the +@7 space,
m our Finesse token one space

to the righ r Binesse track. You cannot

advance yo n past “4”.

Stamina space,
examine the color of yo ¥ i

a fish, immediately move
(counterclockwise) one space to t
and take the 4/7/ bonus. Ifitisa
no action.
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GAMEPLAY EXxAMPLE 2: REELING IN A FisH

A. Storm has a * fish on her line in the

section. At the start of her turn, her reel

is in the = space. Storm selects a 5}

strength of the fish on her line is
spins the reel four (5-1=4) spaces,

t moving her fish
e. She catches the

her turn is over (see Figure

3. DiceE AcTION 3: FINESSE

-

ge’
‘/.a
R 1Y

When you select a die you may choose to@cre
Action 1: Cast” or “Dice Action 2: Reel” as
token two spaces to the right. The die number

Finesse by two instead of choosing “Dice

ove. Select any die and move your Finesse

%)

t impact how much Finesse you gain. You
may not exceed “4” total Finesse on your Finesse track.

T e R i
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)



II. BoONUSs ACTIONS:

T here are three types of Bonus actions that can be taken on your turn:
(1) Finesse actions, (2) Momentum actions, and (3) Skill
actions. You may take multiple Bonus actions on your turn, but each

bonus action is limited in a unique way.

SE TIONS: -
E. There are five different Finesse actions you may

Al ess@acti -
take (see Figure 8)-

Dice a n, n

can be taken before or after your
e cases to modify your Dice

action. i. Add or subtract one from the die you select
this turn (you may not make a die greater than
ﬁ] or less than ;J). Change your die to the new

number.

esse actions as you
inesse track (see
Figure 8), but the types ctions you may

take is dependent on howafar t e t yqur ii. After you select a Cast action, but before

Finesse token is located on tr placing the Casting token, you may move one

take the action (e.g. if your Find§ge t Hatch token one space left or right to a different

at “3” you can take any of the acti column.

iii. After the Strike card(s) you gained are
“1” you can only take the actions available

((1”).

revealed, but before drifting to the next column,
veal one additional Strike card (unless all four

C. For every Finesse action you take, move your have already been revealed).

Finesse token one space to the left (lower) on your iv.

on your line with a different fly
Finesse track. (or flip your fly to its opposite

D. You cannot take a Finesse action if your Finesse ot take this action if you have a

token is at “0”. our Finesse token must

be at the “2” space
higher to take

the

your fish a “0 tilyou
catch it. Your sse
token must be at the
“4” space to take
this action.

T = = = - g R St
. . R PN SRR
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2. MOMENTUM ACTIONS:
A. A Momentum action can be taken before or
after your Dice action.

B. Each Momentum tile has an (A) side and a (B)
side.

ou may only take the action shown on the

p1 taking the action on your Momentum tile,
i eturn it to the Momentum tile space

taken once
ion, unless
otherwise noted.

B. Skill actions remain availa@e to ghqut

the whole game unless otherwise ftote

END oF ROUND:

O H

D. You may only play one Momentum tile per
turn, and you may only have one Momentum tile
at a time.

E. The Momentum tile actions are listed in greater
detail in Appendix A of this rulebook.

C. To take any Skill action you must first reduce

P e

your Finesse by the amount shown in the upper
left corner of the card. If no amount is shown, the
action is free.

D. The Skill actions are listed in greater detail in
Appendix A of this rulebook.

The round ends whenever the final die from the Dice p@n selected and used. Then, take the

following steps to set up for the next round:

1. Sum Your Dice: ... ..

Sum the values on each player’s dice. The player
with the lowest total is the new Start player. If a tie,

2. Move Hatch Tiles & Add New Hatch Tokens:

A.Slide the Hatch tiles one column to the left (e.g.
lower in number).

B. Place the Hatch tile not yet on the board into the
Hatch tile space in column iJ

3. Roll the Dice: _ .

Roll all the dice to create a new Dice pool.

START A NEw ROUND: ...

the tied play@ next¥ turn order is the new Start
player.

this tile to the space next to the boar
¢ 2|, and refill it with new Hatch tof&n

bag. Do not refill the bag with the discaf@ed

tokens unless the bag is empty. |

The new start player selects the first die from the new Dice pool and play continues in clockwise order. I
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GAMEPLAY ExaMPLE 3: A Goop TurN

A. Derrick has a <> Coho in the
section on his line, four Finesse,

and the Momentum tile and Rock

d shown in Figure 9. There is a

C. Derrick
to change the

D. Derrick catches the Coho and
moves it and the Hatch token in his
spinner to to his score pile

(see Figure 10).

E. Derrick then uses one more Finesse
to change his fly from green to yellow
(see Figure 10).

F. Derrick then uses his Momentum
tile to move one yellow Hatch token
from column g to column o ol in
the river and then to Cast into the
middle row of column e,

(see Figure 11).

= - ——————— —— = = = . e S e
i e T e 55 B ar =\
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G. Since there are no longer any
yellow Hatch tokens in column
;J, Derrick receives zero Strike
cards, and drifts the Casting token to
the middle row of column _:_:]

a yellow Hatch

« |, so Derrick
rike cgrds. Neither one is

nnnnnn

I. Derrick chooses to use one more
Finesse to gain one more Strike card,
and this time the Strike card is a

, 80 Derrick hooks the

Dolly (see Figure 13).

J. Derrick places the + Dolly on
his line in the section, flipping
it to its opposite side, and moves the
yellow Hatch token from column
LJ to his spinner. Derrick also
gains a Rock card from column ;}
and places it face-up near his Reel
board for use on a future turn, returns
e omentum tile to the board
(flipping it to its opposite side), and
efi¥§ the empty space on the game
ard with the top Fish card from the
deck to end@his turn (see Figure 13).

P e

il
|
I




the end of the round in which any player reaches seven caught fish (i.e. seven fish completely reeled-
e game ends. If any fish is left on your line, it is discarded for no points. If you have a Hatch token in
spinner, move it to your score pile. Then continue to Scoring.

You earn

int o different sources: the fish you caught and the achievements you completed.

1. Fish Points: P ]

1 on all of the fish you caught. This is your Fish score. A fish still
on your line at the end o nted.

2. Achievements: .

(B) Personal Achievements showi¥on
certain Rock cards. Fish and Hatch tokens s

A. Common Achievements:

i. First to Seven Fish: If you were the first player to catc fish, you alone gain the +2 points

from this achievement.

ii. Setsof <> + * + +] Fish: You earn three poing8 for rycomplete set of Gold, Black and
Green fish you caught.

iii. Most Coho: If you caught more Coho than any other singl
If you tie with another player(s), divide the six points evenly, ro

B. Personal Achievements:

all of the
hevements

Every player’s Personal achievements are slightly different. Add up all th
different achievements on your board for your Personal Achievement score. Pe
are listed in greater detail in Appendix A.

C. Bonus Achievements:

: : \
You earn bonus points from any Rock cards with @ bonuses. Only one bonus per card fay
earned.

WINNING: . oo A - g y 5

The player with the most total points is the winner. In case of a tie, the player with the most <> fish is
the winner. If there is still a tie, the player with the most fish is the winner. If there is still a tie, the
player with the most fish is the winner. If there is still a tie, victory is shared between these players.

earn this six point bonus.




Dry, Mini Expansion Rules:

The “Dry Fly Mini Expansion” has been included in this edition of Freshwater Fly
as a free bonus. This expansion includes two Momentum tiles that may be used
interchangeably with the other Momentum tiles. When you set up the game for 2-4
players, select any five of the seven Momentum tiles to use for the game. The other

0 tides are placed out-of-play. The expansion tiles are described in greater detail in
A dix C.

r Skill Pack” has been included in this edition of

ly as a free bonus. This pack includes eight bonus
d a set of four Kickstarter Edition Alternate
ay swap out all four alternate Strike cards

shwa

Master Skill Pack Rules: @/
. h

Strike ca
with the da

Master Skill'¢ard,
cards before set

luded with the game. To play with the
huffle them into the deck of Rock

g up the Rocl ks at the beginning of the
game. The Master Skill car

ed in greater detail in
Appendix C.

P e
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FLY SOLO

GAMEPLAY:

1-Player Adventure Mode .

/(e&lmn W%/(r[d‘n?/ MW adverlove inloThe wilderness!
oLy fiahing locations. "W/l gou be able to defeat tie
b %&WW%W%M‘VM& over m/e/‘7

verview

Fly Solois a single-player ad )layed over seven games, called
“Days.” Each Day pits you ag ngler who plays by special rules
and earns points in some unique wagf€. When you defeat the Silent Angler
at one location, you will move on to the next or the next Day.

You will also complete Guidebook Challeng
used to unlock special abilities in your Jourf@al. u®n defeat the Silent
Angler at all four locations by the end of you you win! Track
your progress on the Adventure Map on the followi

Except as noted below, each Day plays exactly like the 2-4 player game.

SETUP: vl

3. Hatch Tokens: Place five Hatch toke

1. Game Board: Use the back side of the board

(the one without Rock spaces).

VRETTC—

each color in the bag, and put the remaining tokens

in the box (out-of-play). Then, randomly fill the

2. Hatch Tiles: Reference the Hatch tile setupat  Hatch tiles according to the number on each tile

a
é‘
!

your current location on the Adventure Map.

e R S 55 e & & = == CEANG

until all the tiles have been filled. At Locations 1-3

B e e o
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(L1-L3) on the Adventure Map you will have one
remaining Hatch token in the bag. Place this bonus
token on the Bonus Hatch Token [C’\ ] space on the
game board. At Location 4 (I.4) there will not be an
extra Hatch token to place on this space, so players
will nog earn points for the Bonus Hatch Token at

Day you will use your one free

Badge t t Momentum tile.

5. Roc
current locatio,

ock card setup at your
enture Map. Shuffle all
leach Rock card deck
you’ve unlocked in

the Rock cards an en
with the number of R

your Journal. You star ure with one

ROUND SUMMARY: ..

1. At the start of each round, examine t
_—
“U” number on the “on deck” Hatch

@1
right of Column 3. This is the number

2. Each round you will select three dice and take
three normal turnsin a row. Then the Silent Angler
will select the remaining one die (if four dice had
been rolled this round) or two dice (if five had been
rolled), and take one turn for each die selected.
Then the round ends.

Your TURNS:

Take your turns exactly as you would in the 2-4
player game, except shuffle and draw your own
Strike cards.

SILENT ANGLER’s TURN:

The Silent Angler will Cast with each selected die
(starting with the lower-valued die if there are two).

The Silent Angler’s Cast is different than yours as
noted below:

1. The Silent Angler will always Cast to the
bottom row (i.e. the row closest to the Hatch
tiles) in the column matching the die used. Place

PN

=P S, F\V TR A A

X

Wi as s = e e

Vi)
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Rock card in each Rock deck, but can increase this
number to a max of three by the end of Day 7.

6. Finesse: FEach Day you will start with Finesse
equal to the amount unlocked in your Journal. You
will start with “0” each Day until you unlock more.

7. Reel board: Choose Reel board 1A to use each
Day. Later you may choose to unlock and use Reel
board 3B or 4B instead of 1A.

8. Set up the Fish cards, Fly tokens, Drag token,
and Casting token like normal, taking care to note
the different arrangements for Rock cards and Fish
cards at each location.

9. Place the Silent Angler Finesse token on
the Silent Angler Achievement Track at
the top of the game board.

Roll 5 dice
thisround

Roll 4 dice
thisround

Note: If you catc
or more Rock card
draw one Skill card (ch

cards, fill the river spot wit
then on.

the Casting token on the card in this row.

2. The Silent Angler will always receive one
Strike card for every fish the Casting token is
placed on or drifts to. [gnore the Hatch tokens
for determining if Strike cards are gained since
the Silent Angler doesn’t have a Fly. No Strike
cards are gained on Rock cards.

e A

%
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3.If the Silent Angler does not hook a fish, the
Casting token drifts UP to the next row, in the
same column. If the Silent Angler does not hook
a fish in the third (top) row, the Cast is over.

4.If the Silent Angler hooks a fish, award the

Silent player with the hooked fish and one

atch token from the same column. The Silent

gler does not have to Reel the fish to catch

1t, just place the fish and the Hatch token in the
ngler score pile. To determine which
kends gained:

0 re die used for the Cast to the

Si olor wheel at the top of the
boar, atch token that matches the
color ind the die number (see Figure
15).

b. If this color'1s no,
available in this

column, give the

Silent Angler the next
available Hatch token
clockwise on the color
wheel (e.g. if the die S
used was a E, give the -
Silent Angler a blue >

END OoF THE ROUND. .

1. After the Silent Angler’s turn(s) have concluded,
the round is over.

2. If the Silent Angler did not catch a fish this
round, advance the Silent Angler’s Finesse
token one space to the right on the Silent Angler
Achievement Track (see Figure 16).

3. Then, move the Hatch tiles as normal, but

do NOT discard the Hatch tokens from the tile
pushed-off the board. Instead, just move this tile
and accompanying tokens to the “on deck” space
next to Column éJ Do not add any new tokens.

4. Begin the next rouncliy rolling the number of
dice indicated by the “U” number on the “on
deck” Hatch tile (see Figure 14). Remember, this
will usually be four dice, but will sometimes be

five!

catch a fish, and every time the Silent Angler gaj

token, but if no blue tokens are available on
the Hatch tile, you would instead give the
Silent Angler an orange token (;J), and so on
until the Silent Angler receives exactly one
Hatch token).

c.If no Hatch tokens are available, advance
the Silent Angler’s Finesse token one space to
the right on the Silent Angler’s achievement
track (see Figure 16).

5. If the Silent Angler catches a fish, the Silent
Angler’s Cast is over.

Note: If the Silent Angler catches a

fish adjacent to a Rock card, select

one adjacent Rock card and remove
it from play.

Note: Shuffle the Strike cards before
each Silent Angler Cast.

Shuffle less. Get the free Freshwater
Fly Strike App for iOS & Android.

token but the Hatch tile is empty.

DAy END: .

The Day ends at the end of any round when either
you or the Silent Angler has caught a 7th fish.
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SCORING: ... Pk ¥ : . : A 0
Silent Angler Achievement Track (e.g.if the Silent

Score as normal, but with the following addition A
> Angler’s Finesse Token has reached the fourth ;
to the Common Achievements shown on the ] : \
| | space on the track, the Silent Angler earns six ;
gameboard: You earn one point for every Hatch T Bl TR el : |
‘ ] oints), plus e Silent Angler Achievements
| : token you gained that matches the Bonus Hatch P P ] &
! at your current Location on the Adventure Map.
]on the gameboard.

Silent Angler Achievements are listed in greater
gler scores (1) Fish cards and (2) the detail in Appendix B. ‘

chievements as you do. The Silent ' ‘

S s (3) the points shown on the | ‘

THE A P: A i ; R - -

4. Every Badge can be used for one Journal Upgrade.

PR s

Here are a few ®ile P )
Fill it in to show it has been used. Use the free
Adventure Map off the

P e

Badge in your Journal before the start of your first

1. You will need a penctf to k of Days Day to unlock your first Momentum tile. i ‘
played, Locations defeate i

§ 5.R ber: You start first D ith 0 [
Challenges, Badges gained and : T e Y e T i ‘
Finesse, 1 Rock card per deck, Reel Board 1A, and ‘

i Mark any updates to these item C A y
f o the one Momentum tile you unlock with your free
| Badge.
» 2. You must play Locations 1-4 (L1-L4) 1 T an | \
0 may not advance until you beat the Silent Angl ‘
! at your Location. 1 ®
‘ 3. Complete a Guide Book Challenge or beat a i |
I

{ Location to earn a Badge. Underline the Badge to ﬁ 1
f show it has been gained. You may gain Badges even | 1

if you don’t beat the Silent Angler on a given Day.
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MOMENTUM TILES i FINESSE AT START Rocks PER DECK

DODOW OO @@

1A 20 3A 4A S5A

(choose any) (claim in order) iy in order)
NEW Rop SKILLCARD 7 FISH BoNUS BONUS POINT
D | @ | 40| H 0006
(every day) (every day) (every day) ! (every day) @

This is your free Badge! It is underlined to show it is available to you to claim a Journal Upgrade.
Use it now to unlock a Momentum tile to be available every Day. (We suggest you choose 1A.)

USE A PENCIL: &

@ Note your “Day” score vs the Silent Angler ([])

@ Mark the boxes (D) in each “Guide Book Challenge” and underline the ( ) when a challenge is completed to
gain the Badge. (You also gain a Badge when you beat alocation!)

@® Fill in a Journal Upgrade () for each Badge underlined and then fill in the Badge (!) to show it has been used.

|
~rulebook-DesignR1.indd 22 @ 5/3/2019 11:11:41

7N



.s

<<<<<<5‘7<5/

g 90 ef=) e[
78 ol ol

K
L_I__L_L_L__
o]
2| [ |0000C
(| e
IMW l___I__L__I___I___i:} 2} GRAYLm ‘
| 0000% “M:
FEooooo:  (ERw
N BoNUS HATCH TOKEN (A) N, BoNUS HATCH TOKEN (B) 8 FISH

I ¢ I 212 [l

For more details about the Journal Upgrades and Guide Book Challenges, see Appendix B.
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APPENDI

2A: Swap any two fish in the river with & i %,

2B: Apply the Drag token to the fish on your 1@#€ and then increase your Finesse by 1

BA: Increase your Finesse by 1 and then Cast to Column .

BB: Reel at a die value of ;J and then you may also chani@e youk fly #fthere is no fish on your line
4 A: Move one Hatch token left or right one column and t ca Column iJ

4B: Reel ata die value of « .

5A: Flip a die toits opposite side (e.g. $3|to _-J) and then gain 1 F1

5B: Reroll the dice in the Dice pool and then gain 1 Finesse

SKILL ACTIONS:

A: If you selecta ;J to take Dice Action 3: Finesse +2, you may increase your Finesse @n d
of two.

B: Decrease your Finesse by two to apply your Drag token to the fish on your line. &
C: If you select a ;J for your Dice action, you may change it to a ;J before taking your action.

D: If you select a _-J for your Dice action, you may change it to a J before taking your action.

E: Once per turn, immediately after you complete a Cast, if you didn’t hook a fish, you may increase
your Finesse by one.

e e — e

§
i
1




:;:

O H

F: Atthe end of any round, if you have fewer caught fish than any single opponent, you may increase
your Finesse by one.

G: Atany time during your Cast, you may “restart your Cast.” Move the Casting token back to where
you started the Cast, reshuffle the Strike cards, and begin the Cast again. If you had hooked a fish
before restarting the Cast, this fish goes back to its place on the board. Discard this Rock card (placing it

outdf-play) after using this action.

select a ﬁj for your Dice action, you may change it to a QJ before taking your action.
b ase your Finesse by one to change your fly if you don’t have a fish on your line.

ur Finesse by two to Cast to Column LJ

C
K: re ur esse by three to either Cast to Column & OR Reel at a value of LJ
L: Dec y i e by two to change the face of the die you select to any face before taking your
action.

Fi

M: Decrease your two to either Cast to Column ‘_J OR Reel at a value of ;J

P e

N: Attheend of thé' ga rn plus one point for either every Rainbow you have caught OR for
every Cutthroat you ha¥€ca

u
O: At the end of the game yd@l ear S oint for either every Grayling you have caught OR for
every Brook you have caught.

P: At the end of the game you earn flius oM for either every Steelhead you have caught OR for
every Brown you have caught.

PERSONAL ACHIEVEMENTS: @

1A: You earn one point for each Orange, Green and Ye Hatch token you gained, plus two points

for every White Hatch token you gained. You also gain'two points f Brown fish you caught

(regardless of its color), and four points for every set of Dolly, Cut
(regardless of their colors). Finally, you earn five points for ever ique Hatch tokens you ;
gained.

2A: You earn one point for each Orange, Tan and Yellow Hatch token 0
for every Blue Hatch token you gained. You also gain two points for ever m iigh you caught |
(regardless of its color), and four points for every set of Dolly, Rainbow and B¥@0l

(regardless of their colors). Finally, you earn five points for every complete set of,

tokens you gained.

BB: You earn three points for every unique set of two same-colored Hatch tokens you gai
points for a set of two Yellow Hatch tokens and three more points for a set of two Green Hatc

You also gain three points for every set of Brook and Cutthroat fish you caught, three points v
set of Rainbow and Grayling you caught, and four points for every set of Dolly and Steelhead you
caught (all regardless of color).

4B: You earn three points for every unique set of two same-colored Hatch tokens you gained (e.g. three i
points for a set of two Yellow Hatch tokens and three more points for a set of two Green Hatch tokens). ‘
You also gain three points for every set of Brook and Rainbow fish you caught, three points for every i
set of Cutthroat and Grayling you caught, and four points for every set of Dolly and Steelhead you ‘a

caught (all regardless of color). ig




APPENDIX B:

SILENT ANGLER ACHIEVEMENTS:

L1: The Silent Angler earns two points for every unique (e.g. different color) Hatch token gained, plus three points for every

ir of fish (e.g. two Cutthroat), plus one point for every Steelhead and one point for every Brown.

:The Silent Angler earns two points for every unique Hatch token gained, plus two points for every unique fish (e.g. each

different species), plus one point for every Grayling and one point for every Rainbow.

i ilent Amgler earns one point for every unique Hatch token gained, plus three points for every + fish, two points

i or e is d one point for every<> fish caught.

L4: ile ngler earns one point for every yellow Hatch token, one point for every green Hatch token, two points for

every ta ch @@Ken, two points for every orange Hatch token, three points for every white Hatch token, and three points

for every blue n gained. The Silent Angler also earns two points for every Coho, two points for every Cutthroat, two

§| points for eve points for every Brook gained.

JOoUrRNAL UPGRADES:

Finesse At Start: These upgrad imed in order from 1 to 4. Every Day you start with the indicated number of

Finesse.

New Rod 3B or 4B:Onceclaiming this upgrade you must select ei

| 2 or 3).
l% or 4B to use for the rest of the game.

You may not change back to a different Reel board after making thisc

7 Fish Bonus +2: After unlocking this upgrade you earn plus two points every ou cateh seven fish before the Silent

| Angler, for a total of four points.

f + ’\'@N : Every Day you earn plus one point for every unlocked upgrade of this t{e. Y, h +0 points, but can

earn up to +6 per Day.

Skill Card: After unlocking this upgrade, during Setup each Day, randomly select one new

the Day is over, shuffle this Skill card back into the supply.

GUIDE Boox CHALLENGES:

Balanced Fishing: At the end of every Day, mark off one box here for every fish you caught of the indicated col f

you caught three <> fish, one * fish and two + fish, mark of three boxes next to <> one next to * and two next

.) After all the boxes next to a particular color have been filled, you may claim the Badge.

i Species Goals: At the end of every Day, mark off one box here for every fish you caught of the indicated species (e.g. if you
i‘ caught three Brook, three Dolly and one Coho, mark off three boxes next to Brook, three next to Dolly and one next to Coho.
! After all the boxes next to a particular fish have been filled, you may claim the Badge.

G,

P

. —— S—— — . - % e
e e T e D\ SO <

:;:




0 m -

The Big Ones: At the end of every Day, mark the box next to any of the indicated fish you caught that met all of the crite-

ria shown and then claim the Badge for that fish (e.g. if you caught a Black four-point Brook, you may mark off the box next to

the Brook and claim the Badge.)

, Bonus Hatch Token (A)/(B): At the end of every Day, mark off one box in the (A) section or the (B) section for every
: Hatch token you gained this Day that matches the Bonus Hatch Token [u‘ ] from the Day. After filling up all the boxes in
(A) may claim the associated Badge. Later you may also fill up (B) and claim that Badge too.

@ the end of any Day in which you have caught eight total fish, you may mark off this box and claim the Badge. ‘

.~ Ap G: -

oA

DRry FLy

6A: Count the numbe

turned to the supply.

7A: Youmay Reel at a value of two plus the ish you have caught (not including any fish on your line).

7B: Decrease your Finesse by three to advance the fis the next section to the left. If your fish is already in the

@ il section, this automatically catches your fish. Dof’t s ! ‘ o

MASTER SKILL CARDS:

Q:If you havea * fish on your line and your reel stops on the Stamina space,

the == space.
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R:All + fish on your line have a strength of 0 (i.e. it is not necessary to apply

S: After selecting a Cast action, but before placing the Casting token, you may decrease youd one to move one Hatch

token up to two columns left or right. You may not “wrap around” from column E E to

T: At the end of the game, before uncaught fish are removed from players’ lines, you may Reel 4 of If you do, all It

other players may Reel at a value of J

i 2 | U: You may discard this card to increase your Finesse by two.
o
{ ' V: At the end of any round you may decrease your finesse by one to Cast to column /.

‘P W: When revealed, tuck this card under the fish you just hooked. You may not Reel this fish with a : : If this fis &

move this Skill card to your score pile. It is worth one point.

X: During your Cast, after drifting twice, you may decrease your Finesse by one to drift a third time. ‘

e e R e ; e = =d n R et -
x P e = e e
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MOMENTUM TILES i FINESSE AT START Rocks PER DECK

DODOW OO @@

1A 20 3A 4A S5A

(choose any) (claim in order) iy in order)
NEW Rop SKILLCARD 7 FISH BoNUS BONUS POINT
D | @ | 40| H 0006
(every day) (every day) (every day) ! (every day) @

This is your free Badge! It is underlined to show it is available to you to claim a Journal Upgrade.
Use it now to unlock a Momentum tile to be available every Day. (We suggest you choose 1A.)

USE A PENCIL: &

@ Note your “Day” score vs the Silent Angler ([])

@ Mark the boxes (D) in each “Guide Book Challenge” and underline the ( ) when a challenge is completed to
gain the Badge. (You also gain a Badge when you beat alocation!)

@® Fill in a Journal Upgrade () for each Badge underlined and then fill in the Badge (!) to show it has been used.
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For more details about the Journal Upgrades and Guide Book Challenges, see Appendix B.
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MOMENTUM TILES i FINESSE AT START Rocks PER DECK

DODOW OO @@

1A 20 3A 4A S5A

(choose any) (claim in order) iy in order)
NEW Rop SKILLCARD 7 FISH BoNUS BONUS POINT
D | @ | 40| H 0006
(every day) (every day) (every day) ! (every day) @

This is your free Badge! It is underlined to show it is available to you to claim a Journal Upgrade.
Use it now to unlock a Momentum tile to be available every Day. (We suggest you choose 1A.)

USE A PENCIL: &

@ Note your “Day” score vs the Silent Angler ([])

@ Mark the boxes (D) in each “Guide Book Challenge” and underline the ( ) when a challenge is completed to
gain the Badge. (You also gain a Badge when you beat alocation!)

@® Fill in a Journal Upgrade () for each Badge underlined and then fill in the Badge (!) to show it has been used.
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For more details about the Journal Upgrades and Guide Book Challenges, see Appendix B.
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