
Hired SwordS gives you control of the game on 
two levels. On the tactical level, you choose your 
mercenaries’ actions and movement in the chaos of 
battle, employing special tactics in combat against 
deadly foes. On the strategic level, you command 
your team’s wealth and clout, and choose the 
right locale for finding the sorts of contracts and 
freelancers you’re interested in working with.

Each time you play the game, different 
opportunities will come your way 
and a unique story will unfold based 
on your choices. Your crew might 
become loyal hatchetmen for the 
Sohrian prince, or you might 
choose a career in crime and 
risk the magistrate’s wrath. You 
might explore the uncharted 
wildernesses or travel along the 
roads defending trade caravans. Skill 
and luck will be needed to make the 
most of what comes your way.

You can see there is work to be done, gold to be 
earned, and a reputation to build. Let us get to it.
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You know why I have asked you to meet me here. I am 
retiring. I am wealthier than I ever dreamed. I have met 
my obligations time and again. There is nothing left to 
prove.

We have worked on many jobs together, yes? You were 
always my most loyal, most capable man. You never let 
me down, even when the contracts fell through.

How do you feel about taking over the enterprise? You 
know where the talent lives. You know where to find the 
clients. I am sure you have what it takes.

In this solo adventure card game, you manage a 
crew of skilled mercenaries in the treacherous 
desert realm of Sohria. By fighting your way 
through a series of contracted missions and random 
encounters, you will build your reputation and form 
a stable of loyal soldiers-of-fortune. Your successes 
and failures will spell out your career path as you 
take on a variety of contracts such as assassination 
attempts, vault heists and armed protection.

When your crew is ready, you will tackle one last 
contract — the final mission that cements your 
status as a legend or leaves your mercenaries 
broken and defeated.
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THE BASICS
PLAYING TIME
It will take about 5 minutes per contract, or about 2 hours 
for an entire career.

OBJECTIVE
Over the course of completing several contracts, build a 
stable of 4 agents, then take a final contract to complete 
your career.

CARDS
Separate the cards into 7 groups: mercenaries, op-
position, tactics, settlements, career tracker, quick 
reference and the career deck (composed of all of the 
contract, encounter and final contract cards).

DICE AND TOKENS
You will need one 6-sided die and one 4-sided die, and 
about 15 small tokens.

PLAY AREA
You will need a clear space about 2’ x 2’ / 60cm by 
60cm.

DICE TERMS
This game uses a 6-sided die and a 4-sided die to gener-
ate random numbers. In these rules you will find special 
terms that refer to the way you should use the dice.

D6
This term tells you to roll the die normally, producing a 
number from 1 to 6.

D3
This will let you generate a number from 1 to 3. Roll 
the 6-sided die, and divide the resulting number in half, 
rounding up to the nearest whole number. When rolling 
D3, a 1 or 2 counts as 1; a 3 or 4 counts as 2; a 5 or 6 counts 
as 3.

D2
This type of roll will give you a result of 1 or 2. When roll-
ing D2, a 1, 2 or 3 counts as 1; a 4, 5 or 6 counts as 2.

D4
This pyramid-shaped die will generate a number from 1 
to 4. When rolling a D4, the number rolled is the number 
that appears upright on the die.

DM
This is a special die code used only in this game. It means 
roll a die with a number of sides equal to the number of merce-
naries you deployed at the start of the current contract. This 
may be a D2, D3 or D4.

Example: If you deployed 2 mercenaries, DM means D2.

FINDING NUMBER VALUES
Many numbers used in the game are based on the 
number of mercenary cards deployed at the start of 
the current contract (also called your crew or crew 
members). When you read the numbers listed for a 
contract’s bonus, opposition card distribution and so 
on, you might see a number, a letter or both.

FREESTANDING NUMBER
If you see a number standing by itself (without a plus, 
minus or multiplication symbol), use that number at its 
full value. 1 means 1. 2 means 2, and so on.

MATHEMATICAL SYMBOLS
If you see a plus (+), minus (-), or multiplication sign 
(x), respectively add to, subtract from, or multiply the 
number of mercenaries you deployed at the start of the 
current contract.

Examples:
+2 means the number of mercenaries deployed, plus 2. 
-1 means the number of mercenaries deployed, minus 1.
x3 means the number of mercenaries deployed, times 3. 

M BY ITSELF
Whenever you see an M on its own, this means equal 
to the number of mercenaries deployed at the start of the 
current contract.

DICE TERM
If you see a listing such as D6, D4, D3, D2 or DM, roll 
that type of die to determine the number in question.
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CAREER SETUP
Follow these steps when starting a new career.

STEP 1: GATHER ESSENTIALS
Place your dice (1) and pile of tokens (2) in easy reach. 
Place the career tracker (3) and quick reference card 
(4). Choose or randomly draw 1 settlements card (5) 
and place it face up. Use tokens to indicate that you are 
in the Village and have 5 gold (your wealth) at the start 
of play.

STEP 2: CREATE DISCARD PILE
Create a discard pile (6) with your unused settlements 
card. During play, this is where you will place 
completed or rejected contracts and encounters, 
discarded final contracts and slain mercenaries.

STEP 3: GATHER MERCENARIES
Gather the mercenary cards (7) into a deck. This can be 
placed face up or face down.

STEP 4: GATHER TACTICS
Gather the tactic cards (8) into a deck. This can be 
placed face up or face down. During play, you will need 
a space for your selected tactics (9).
 
STEP 5: SHUFFLE OPPOSITION DECK
Create a deck of all of the opposition cards (10). Shuffle 
and place it face down. Leave room for an opposition 
card discard pile (11).

STEP 6: SHUFFLE CAREER DECK
Create a career deck of all of the contract, encounter, 
and final contract cards (12). Shuffle and place it face 
down. Leave a space for final contracts and long-lasting 
encounters you may draw during play (13).

You are now ready to play.
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ORDER OF PLAY
When playing a session of Hired SwordS, follow these 
steps.

STEP 1: PROGRESS YOUR CAREER
Progress your career by drawing the top card from the 
career deck. Check the card’s keyword to determine if 
you are eligible to accept that card. Read the card care-
fully to determine any other restrictions or requirements.

If you are not eligible to accept the card, discard it and 
draw again. If you are eligible, check the card type.

Encounters: If you draw an encounter card, resolve its 
effects immediately. Unless instructed to hold onto the 
card, discard it after use. Then return to Step 1 to prog-
ress your career. 

Final Contracts: If you draw a final contract card, you 
may hold onto it or discard it. You may collect several 
final contracts and choose any 1 of them to run when the 
time comes.

If you have 4 agents, you may be able to run that final 
contract immediately.

Some final contracts are not battle scenarios, but instead 
set up conditions for your success. Hold onto these until 
the conditions are met.

If you do not run a final contract card imme-
diately after drawing it, return to Step 1 and 
progress your career.

Contracts: If you draw a contract card, you may pay 1 
gold to reject it (discard it) and return to Step 1.

If you accept the contract card you’ve drawn, even if you 
have no choice in the matter, follow Steps 2 through 6.

STEP 2: PREPARE YOUR CREW
Place the accepted contract card in the center of your 
play area.

Select your crew of mercenaries and tactic cards for 
this contract. To purchase these, you may use all of the 
contract’s budget, and as much of your wealth as you like.

Usually, you must deploy 2 to 4 mercenary cards. If you 
cannot afford to deploy at least 2 mercenary cards, reject 
the contract and return to Step 1.
 
If you have any agents, you must deploy all of them at no 
cost. You may hire any of the freelancers in your current 
settlement. To hire a freelancer, you must pay its cost in 
gold.

You may also purchase up to 2 tactic cards for use during 
this contract. You may use the contract’s budget and/or 
your wealth to purchase tactics. Place your chosen tactic 
cards within easy reach.

Place a token in the Healthy box of each of your deployed 
mercenary cards. Some mercenaries and tactics recieve 
tokens or have other conditions at the start of the con-
tract or after deploying.
 
STEP 3: DISTRIBUTE THE OPPOSITION
Once you have selected your mercenary cards for 
this contract, place the opposition cards. The 4-way 
directional arrows on the contract card indicate how 
many opposition cards you’ll be up against, and in which 
zones.

The battle zones are located directly to the top, 
right, bottom and left of the contract card. In 

these rules the opposition card’s zones 
are referred to as north (1), west (2), 
east (3) and south (4), respectively. In 
many cases, the number of opposition 
cards in each zone is based on the 
number of mercenary cards you’re 
deploying. See Finding Number 
Values, above.

The number or dice term in the circle (5) indicates the 
number of opposition cards that will be revealed each 
turn.

When setting up for a battle, shuffle the opposition 
deck. Then, without looking at them, draw and stack the 
specified number of opposition cards face down in the 
zones around your contract card.

Place the deck of unused opposition cards back in their 
corner. You may need to draw more opposition cards if 
reinforcements arrive during the battle.
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STEP 4: DEPLOY YOUR CREW
You may place your selected mercenary cards in any of 
the 4 positions at the corners around the contract card. 
Your mercenaries can be deployed to the northeast, 
southeast, southwest and northwest of the contract card. 
You may have unoccupied positions at the start of a 
contract.

You may not deploy more than 1 mercenary card in a 
single position at the start of a contract. Once play begins, 
your mercenaries may be moved and may share posi-
tions.

PROGRESSING YOUR CAREER
This section includes notes on the career deck, encounter 
cards, contracts and final contracts.

CAREER CARD KEYWORDS
Contract cards and encounter cards all feature a certain 
keyword. These keywords are associated with special 
rules, requirements and consequences.

Any: There are no special limitations.
City: Reject this card if you are not in the City.
Outland: Reject this card if you are in the City.
Revenge: Accept this card if you are able.
Town: Reject this card if you are not in the Town.
Village: Reject this card if you are not in the Village.

No matter how you acquire a contract during play, you 
must be eligible for that contract in order to accept it. 
Usually, this means that you must be in the proper loca-
tion, according to the contract’s keyword.

Some contracts may alter the eligibility requirements. 
Read these carefully before determining if you can accept 
them.

ENCOUNTER CARDS
These cards can affect your career in a variety of ways. 
Some will help, some will harm, and some will offer you a 
choice. Note that if you see the word ‘may’ on any career 
card, it means may or may not. That is, it is a choice that 
you may take or ignore as you wish.

If an encounter card has an ongoing effect, keep it in 
front of you as a reminder. When that effect runs out, 
discard the encounter card.

NORTHWEST
POSITION

SOUTHWEST
POSITION

NORTHEAST
POSITION

SOUTHEAST
POSITION

CONTRACT

NORTH
ZONE

SOUTH
ZONE

WEST
ZONE

EAST
ZONE

STEP 5: CONDUCT THE BATTLE
Begin the battle, following any instructions on the con-
tract card. See Conducting Battles, below.

STEP 6: CONTRACT RESOLUTION
After the battle, apply any contract completion effects 
listed on the contract card, such as collecting bonus 
gold, blackmailing or extorting the prince, relocating to 
another settlement, and so on. When a contract card has 
been resolved, discard it.

Gather the tactic cards. Then gather all of the opposition 
cards and shuffle. Return the surviving mercenary cards 
to their places, either in your stable or with the others. 
Any freelancers used on the contract may be hired as 
agents by paying their hiring cost.

At this time, you may pay 5 gold to travel to a neighbor-
ing location. When you do, return all discarded career 
cards to the career deck and shuffle it.

Finally, return to Step 1.



6

FINAL CONTRACT CARDS
Your entire career is building up to a final contract, the 
ultimate test of your leadership. As you progress your 
career, keep any of the final contract cards you draw and 
set them aside. Some of these contracts set up special 
conditions for succeeding in your career. Some of them 
are treated just like other contracts and may be run 
immediately.

CONTRACT CARDS
A contract card indicates the budget, conditions and 
consequences, as well as the number of opposition cards 
you’ll be facing.

Description: This section begins with a word that 
describes the opposition’s goal. In a VERsus contract, 
the opposition cards will be attacking your crew directly. 
In a PRotECtoR contract, the opposition will be trying 
to achieve something other than killing your crew, such 
as attacking a client you’re trying to protect or stealing 
something you’re trying to guard. 

Contract cards may include special setup instructions 
or unusual conditions for success or failure. Read them 
carefully.

Budget: This is how much gold the client is offering to 
hire freelancers and learn tactics. Once the battle begins, 
you’ll lose what you do not spend from the budget, so try 
to spend it all. In addition to the budget, you may spend 
any of your own wealth.

Example: If you draw the Trade War contract you can 
spend all of its 20 budget to hire freelancers with a 
total hiring cost of 20. If you have 6 gold of your own, 
you could hire freelancers with a total hiring cost up 
to 26.

Bonus: This is the amount of wealth (in pieces of gold) 
that you’ll receive after successfully completing the 
contract. It’s yours to keep and spend as you see fit.

You must have 4 agents in order to run a final contract, 
and you must meet any other listed conditions.

You may continue to progress your career by drawing 
from the career deck as usual after you have 4 agents, 
instead of running a final contract. You might do this as 
you try to assemble your favorite combination of agents.

If you’re ready to take a final contract but haven’t drawn 
one yet, you may draw from the career deck repeatedly 
until you reach a final contract card you’re eligible to run. 
As you do this, discard any other cards you draw.

Budget and tactic Cards: There is no budget listed on 
final contract cards, but you may spend your wealth to 
purchase up to 2 tactic cards as usual.

Completing Your Final Contract: Once you have 
committed to running a final contract, your career’s 
success or failure depends on its outcome. Whatever 
the result, you can look back with pride on what you’ve 
accomplished. After your celebration or appropriate 
period of mourning, you can start a new career and try 
again.
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opposition: Your contract card’s 4-way directional 
arrows tell you the number of opposition cards that will 
be placed face down in the four zones at the beginning of 
the battle. 

The number of opposition cards revealed each round 
is indicated in the circle in the center of the 4-way 
directional arrows. See Reveal the Opposition, below.

CARD TEXT PRIORITY
If a card’s text contradicts a standard rule of play, the 
card text overrides the rule book text.

WHEN TO SHUFFLE
Shuffle the career deck at the beginning of your career. 
Any time you travel to a settlement,, return all discarded 
career cards to the career deck and reshuffle. If you are 
ever given the ability to search any deck, shuffle it after 
searching.

RUNNING OUT OF OPTIONS
Many circumstances can derail your career, and you may 
find it impossible to build up a full stable for a variety 
of reasons. If at any point you believe that it will be too 
difficult (or indeed impossible) to complete your career 
because of your limited choices of mercenary cards, 
you may quit and start a new career.

Do not quit your career just because you 
fail your first couple of contracts, draw a 
detrimental encounter card, or if a mercenary is 
slain. Ups and downs will make your career more 
interesting as it plays out, and have been factored into 
the challenge level of Hired SwordS.

LOGICAL INCONSISTENCIES
The random nature of this game might result in some 
strange story lines. If you ever find that you have drawn 
a career card that is logically inconsistent with another 
card you have already drawn, to the point where 
running that card would ruin your sense of immersion or 
enjoyment of the game, reject the new card at no cost and 
draw again.

Example: You draw an encounter card that sets up a steep 
climb on the approach to your next contract, and you 
find that your next contract takes place on a river 
boat. If this does not make sense to you (why would 
there be a steep climb to get onto a river boat?), feel 
free to reject the new contract without paying any 
gold, and draw another card from the career deck.

However, if you can easily imagine a situation wherein 
you might have a steep climb or descent to the docks, 
then go ahead and run the river boat contract.

CONDUCTING BATTLES
Once your contract is chosen, you will hire and deployed 
your crew and purchased tactic cards, and the opposition 
cards are stacked in their zones, you’re ready to carry 
out the contract. This will involve a battle, which is 
something that happens on every contract. Your services 
wouldn’t be needed if things were expected to go 
smoothly.

When running the battle, play proceeds by rounds. Each 
round is composed of 7 phases that are resolved in order.

PHASE 1: START OF THE ROUND EFFECTS
Some events listed on your cards may happen at “the 
start of the round.” Resolve those effects in any order you 
choose.

PHASE 2: REVEAL THE OPPOSITION
On your contract card you will see the 

4-way directional arrows. Inside of this 
is a circle (5). The number or letter 
within the circle indicates how many 
opposition cards to reveal this phase. If 
the value in this circle is a dice term, roll 
that type of die.
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Reveal that number of opposition cards by turning 
them face up. You can choose to reveal any opposition 
cards from any zone around the contract card, and may 
choose to reveal more than 1 opposition card in the same 
zone. You may not reveal more opposition cards than 
indicated.

PHASE 3: OPPOSITION MOVES
Now the opposition cards move (but they do not attack, 
feint or take any other action yet). Opposition cards 
without a Move icon will stay in place if there are any 
mercenary cards in a neighboring position. (In this case, 
neighbors must be directly to the left, right, top or bottom. 
Diagonals do not count.) If there are no mercenaries 
in a neighboring position, move the opposition card 1 
zone closer to the nearest mercenary card. If the nearest 
mercenaries are equidistant, move the opposition card 
toward 1 of the nearest mercenaries of your choice.

Some opposition cards feature a Move 
icon, and this will indicate either clockwise 
or counterclockwise motion. Move these 
cards 1 zone in the direction indicated, even if it’s away 
from the nearest mercenary card.

PHASE 4: MERCENARY CARDS ACT
Now your mercenary cards may take action. Each crew 
member may perform 1 action each turn, and may take 
them in any order you choose.

It’s possible for a mercenary to take additional actions 
if they’re willing to wear themselves out, or even cause 
injury to themselves. This is called strain.

PHASE 5: OPPOSITION ACTS
The opposition cards now perform their actions, in any 
order you choose. All opposition cards act, if able.

PHASE 6: REFRESH
Unless otherwise noted, any exhausted cards are now 
refreshed. To refresh a card, rotate it back to its original 
horizontal orientation.

PHASE 7: END OF THE ROUND EFFECTS
Check for any effects that occur at the end of a round. 
Once these are resolved, check to see if the contract’s 

victory or failure conditions have been met. If they 
haven’t, start a new round.

If the conditions for success or failure have been met at 
the end of any round, the contract ends.

COMPLETING A CONTRACT
Refer to the contract card to determine the conditions 
for success or failure, and the rewards or consequences. 
You can usually succeed by defeating all of the opposition 
cards. If all of your deployed mercenaries are slain during 
a contract, the contract ends in failure.

When you complete a contract, whether it’s a success or a 
failure, resolve any card effects that take place at the end 
of the contract.

STALEMATE
If the situation arises where neither the mercenaries nor 
the opposition can make progress or harm the other, it’s 
considered a success for the mercenaries. For example, 
this might happen if the only remaining opposition cards 
are constantly being feinted by the mercenaries, round 
after round.

You should only declare a stalemate after all of the oppo-
sition cards have been revealed and you are satisfied that 
the mercenaries and opposition have (or will have) no 
way to affect one another after several rounds of play.

COLLECT THE BONUS
If you completed the contract successfully, you’ll collect 
any gold listed for the contract’s bonus.

GATHER TACTIC CARDS
Gather all tactic cards back into the tactics deck.

REFRESH AND HEAL
At the end of each contract, any exhausted, weary or in-
jured characters are refreshed and restored to full health. 
Slain mercenaries are removed from play, and all opposi-
tion cards are returned to the opposition deck.
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HIRE AGENTS
At the end of a contract, you may permanently hire any 
of the freelancers you just deployed. Pay a freelancer’s 
hiring cost to make them an agent.

TRAVEL
You might be given the opportunity to travel to a new 
location after some contracts. You may also pay 5 gold to 
relocate to a neighboring settlement. Remember, when 
you travel, your list of available freelancers will change.

DISCARD THE CONTRACT CARD
The contract you just completed is placed in the discard 
pile. Now you should progress your career by drawing 
from the career deck. 

MERCENARIES
This section describes mercenary cards, their features 
and states.

HIRING COST
This is the amount of gold it costs to hire this mercenary 
for a contract. It is also the cost of hiring that mercenary 
to become an agent after a successful contract.

SKILL RANKINGS
Each character is ranked in four areas of skill. These are 
Melee, Missiles, Stamina and Alertness. If there is no 
listed ranking, treat it as 0. Skill rankings will change 
depending on the mercenary’s health status.

AGENTS
You must assemble a stable of 4 mercenary cards in 
order to complete a final contract and finish your career. 
Mercenaries in your stable are called agents. You may 
have more than 4 agents at one time, but usually may not 
deploy more than 4 mercenaries on a single contract.

Hiring Agents: At the end of a successfully completed 
contract, any surviving freelancers deployed during that 
contract may be added to your stable by paying their 
hiring cost again.

Agent Loyalty: Agents may be deployed on all future 
contracts at no additional cost. They will serve you until 
the end of your career, or until slain or released. Agents 
are never eligible to be enemy mercenaries.

Releasing Agents: At any time before or after a contract, 
you may release any number of agents from your stable. 
You gain no gold for this.

FREELANCERS
Your current settlement (Village, Town or City) 
determines which freelancers are available for hire. 
Freelancers are hired for only 1 contract at a time. Each 
time you hire a freelancer to deploy on a contract, pay 
their hiring cost.

A mercenary that is hired into your stable as an agent is 
not considered a freelancer.

ROGUES
Some mercenaries can be hired for certain types of 
contracts, or through your reputation as a betrayer, 
criminal or guilder. The conditions under which you may 
hire and deploy a rogue mercenary are part of its rogue 
keyword.

Examples: A Town rogue can be hired and deployed for 
any Town contract. A guilder rogue can be hired and 
deployed for any contract as long as you are a guilder.

If a rogue mercenary could be hired for the contract 
you’re running, that rogue is considered a freelancer.

Rogue Agents: Rogues may be hired as agents, but never 
lose their roguish nature and limitations. If you are not 
able to deploy a rogue agent for a contract, you may still 
run the contract without that rogue agent.
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SPECIAL ABILITIES
Some mercenary cards have special capabilities or 
limitations. These should be treated as exceptions to the 
way things are usually resolved.

LONERS
If a loner shares a position with any other crew member, 
the loner may only take a Move action. Loners will not 
assist mercenary cards that share their position, but may 
still assist those in neighboring positions. 

ASSISTS
Some mercenaries can directly add to the skill rankings 
of others. When a mercenary card assists, it adds its listed 
skill ranking to any acting mercenary card using that skill 
in the same or neighboring position. The assistance bonus 
may be applied only when another mercenary card is 
attacking, feinting or defending (including blocking).

Assisting is not an action, and in a single turn a 
mercenary card can assist in any number of actions taken 
by others. Once a mercenary is exhausted, it may no 
longer assist for that round.

Example: The mercenary Nizar may add his Melee rank-
ing of 3 (when healthy) or 2 (when weary) to any 
other crew member attempting to make a melee at-
tack, or any crew member defending against a melee 
attack.

STATUS AND DAMAGE
Your crew members begin each contract healthy and 
ready. At the start of each battle, place a token in the 
Healthy box on each mercenary card to indicate their 
status. This status may be degraded in various ways, some 
of them voluntary.

When a healthy mercenary’s status degrades by 1 level, 
move the token to indicate that your mercenary is weary. 
A further degrading of 1 level leaves your mercenary 
injured. If your mercenary card’s status is ever degraded 
beyond injured, that mercenary is slain and removed 
from play.

When a mercenary is healthy, it will use its full 
rankings in Melee, Missiles, Stamina and Alertness. 
When weary, some of these rankings may be reduced, 
or even increased. When injured, a mercenary card is 
ranked at 0 in all of its skills, and is close to dying. If an 
injured mercenary card’s status is degraded again, that 
mercenary is slain.

Successful melee attacks and missile attacks deal 2 
damage (although there are exceptions). Each point 
of damage degrades the defender’s status by 1 level. 
Opposition cards are defeated by 1 or more points of 
damage.

SLAIN
Mercenary cards and other characters mentioned in the 
game may be slain. If this happens, place the slain card in 
the discard pile, or note that the character has been slain 
if there is no card associated with it.

EXHAUSTION
Each ready mercenary card may take 1 action each round, 
and then becomes exhausted. When a card is exhausted, 
it is turned at a 45 degree angle and may not act again 
this round. It may not block or take any voluntary action 
until it is refreshed.

ORDER OF ACTION
Mercenary cards may take their actions in any order 
you like. Multiple actions are possible under certain 
circumstances. In those cases, you could take an action 
with Kirsash, followed by Nizar, and then back to Kirsash 
if able. 
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READY
A character is ready if it is not exhausted. This means the 
character is ready to act — or react, as when blocking.

HEALTH
Mercenaries are healthy at the start of each contract, 
unless noted. When a mercenary is healthy, it uses the 
ability rankings in the left column. When a mercenary 
is weary, it uses the center column. Injured Mercenaries 
have no ability rankings.

STRAIN
Rather than exhaust a mercenary card after it takes an 
action, you may choose to degrade its health status by 1 
level after resolving the effects of its action. This is called 
straining.

You may strain to the point of injury, but no further. This 
allows a ready and healthy mercenary to take up to 2 
actions on a turn.

A mercenary may not take the same action twice in 1 
round. You may not take 2 melee attacks in the same 
round, but you may make a melee attack and a missile 
attack if able.

As an action, a mercenary may choose to incur strain 
even without performing some other action to go along 
with it.

EXHAUSTION UPON EXHAUSTION
If a character is already exhausted when it becomes 
the target of another attack or action that results in 
exhaustion, the character takes 1 damage.

FREE ACTIONS
Some actions or attacks are described as free. This means 
that they may be performed without incurring any 
strain, and they do not exhaust the acting mercenary or 
opposition card.

Unless otherwise noted, you may only perform a 
particular free action once per turn, and you still may not 
perform the same action more than once per round.

MERCENARY ACTIONS
Each ready mercenary card may take 1 action each round, 
and then becomes exhausted.

MELEE ATTACK
With this action, a mercenary may use their hand 
weapons to attack any 1 opposition card in a neighboring 
zone.

If the attacker’s current Melee ranking (indicated by the 
number of swords) is higher than the defending card’s 
Melee ranking, the defender takes 2 damage.

If the attacker’s Melee ranking is equal to the defender’s, 
the defender is exhausted.

If the attacker’s Melee ranking is lower than the 
defender’s, the attacker takes 2 damage.

If the defender has no Melee ranking to defend itself with, 
use its Stamina ranking instead.

MISSILE ATTACK
With this action, a mercenary card may use their ranged 
weapons to attack any 1 opposition card in a neighboring 
zone.

If the attacker’s current Missiles ranking (indicated by the 
number of bows) is higher than the defender’s Stamina 
ranking, the defender takes 2 damage.

If the attacker’s Missiles ranking is equal to the 
defender’s, the defender is exhausted.

If the attacker’s Missiles ranking is lower than the 
defender’s, the defender successfully dodges the attack 
and suffers no ill effects.

FEINT
With this action, your mercenary card may attempt to 
distract, mislead, dupe or neutralize 1 opposition card in 
a neighboring zone.

When attempting to feint, if the feinter’s current 
Alertness ranking (indicated by the number of eyes) is 
higher than or equal to the defender’s Alertness, he 
defender is exhausted. If the defender has no Alertness 
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ranking to defend itself with, use its lowest-ranked skill 
instead.

If the feinter’s Alertness is less than the defender’s, the 
feint has no effect.

MOVE
You may move a mercenary card to a neighboring 
position with this action. If a loner is in a position shared 
by any other Mercenary card, this is the only kind of 
action the loner may take. Mercenaries may move 
vertically or horizontally across enemy zones to reach a 
neighboring position, but may not move diagonally.

FLEE
With this action, a disengaged mercenary card may flee 
from the battle to get out of harm’s way. A mercenary is 
disengaged when there are no ready opposition cards in 
neighboring zones.

RECOVER
If your mercenary is injured or weary, you may upgrade 
its status by 1 level by using this action. Using this action 
causes exhaustion as usual. A mercenary may not strain 
itself in the same round that it uses the recover action.

BLOCK
Blocking is a special kind of action only used during 
PRotECtoR contracts. Blocking allows a ready 
mercenary card to step in and attempt to absorb 
the attack or feint personally rather than allow the 
opposition card to have its desired effect.

When an attack or feint is blocked, resolve its effects just 
like a usual melee or missile attack or feint. The blocker is 
the defender.

A mercenary card may block 1 opposition card action. 
If the attack or feint itself does not cause the defender 
to become exhausted, the defender become exhausted 
anyway after using its block action. However, exhausting 
in this way is not considered to be exhaustion upon 
exhaustion, and does not cause damage.

TACTICS
Before each contract, while deciding which mercenary 
cards to deploy, you may also purchase up to 2 tactic 
cards.

Keep your chosen tactics face up in front of you as you 
conduct the battle, and use them as the opportunity 
arises. When a tactic card instructs you to dispose it, 
return it to the tactics deck.

Tactic cards you purchase but do not use during the 
contract are returned to the tactics deck at the end of the 
contract. Equipment tactic cards are an exception (see 
below). 

In cases where tactic cards contradict or conflict 
mercenary abilities, the tactic applies. For example, the 
mercenary Staun’s inability to leave his starting position 
is ignored when playing the Battle Orders tactic.

Tactic cards may be used only when running contracts, 
and may not be used during encounters.

EqUIPMENT
Tactic cards described as equipment are not disposed at 
the end of a contract. They may be kept until used. You 
may choose not to use an equipment tactic card during a 
contract and save it for later.
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OPPOSITION ACTIONS
Most opposition cards act once per round. Resolve each 
opposition card’s action one at a time, in any order your 
choose.

Most opposition cards have just 1 form of attack or 
action. This is indicated by the skill rankings that appear 
on their card.

Note that these cards may perform actions that are not 
always to their benefit. For example, you may have an 
opposition card attack the better of 2 defenders if there is 
a choice.

After an opposition card takes an action, it is exhausted. 
Opposition cards do not strain themselves.

OPPOSITION SPECIAL ABILITIES
Some opposition cards have special effects instead of, or 
in addition to, the normal actions.

OPPOSITION ATTACKS
If an opposition card has a ranking in Melee or Missiles, 
on its turn that card will make that kind of attack. When 
an opposition card attacks, choose for its target any 
mercenary card in a neighboring position, even if it 
is disadvantageous to the opposition card. Otherwise, 
opposition cards attack in the same way as mercenary 
cards.

OPPOSITION FEINT
If an opposition card has a ranking in Alertness, that card 
will attempt to use its action to feint 1 mercenary card of 
your choice in a neighboring position. Opposition cards 
make feint attempts in the same way as mercenary.

TRAP CARDS
Some opposition cards 
are described as traps. 
You do not need to 
defeat trap opposition 
cards in order to 
successfully complete 
a contract. They are 
passive threats, and 
should be thought of as obstacles more than opponents.

These cards do not attack or feint, and cannot be attacked 
or feinted. They do not move from the zone where they 
are first revealed, but they always have some special 
ability — usually a painful one.

ENEMY MERCENARY CARDS
You may have to face enemy mercenaries, perhaps ones 
that you have employed in the past. These are generally 
tougher than other opponents, and give you some hint 
about the cutthroat nature of your profession.

Enemy mercenaries are considered opposition cards, and 
behave like other opposition cards in most ways. They 
never assist, and they ignore any of their unique abilities 
or limitations (such as Kirsash’s D2 missile attacks per 
round, being a loner, or Staun’s inability to move from his 
starting position).

On their turn, enemy mercenaries will act using the 
highest-ranked of Melee (melee attack), Missiles (missile 
attack) or Alertness (feint). In the case of a tie, you may 
choose which of the highest-ranked skills to use.

Enemy mercenaries begin at healthy status, and 
become weary when they take 1 damage, just like other 
mercenaries. Enemy mercenaries never use the recover 
action, and they are defeated when they become injured. 
When an enemy mercenary card is defeated, return it 
from the mercenaries deck or discard pile from which it 
was drawn.
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DESERT REALM OF SOHRIA
The setting for Hired SwordS is a never-was medieval 
Arabia, a colorful region steeped in tradition. Its people 
are hardy and wise to the needs of living in such a harsh 
environment. Nomads roam across its dune seas and 
ancient settlements have grown around the oases once 
hidden by mirages. 

THE PRINCE
The frail and senile queen of Sohria rules only in name. 
Her eldest son, a wholly loathsome man who loves only 
wealth and leisure, acts on her behalf. An unpopular 
and trouble-making lord, the prince has made powerful 
enemies during his reign, an indication of worse things 
to come when he becomes king himself at his mother’s 
passing.

TRADING GUILDS
The formation of the trading guilds over a century ago 
marked the beginning of a power shift in the kingdom. 
Their consolidated control over the flow of goods and 
their value gave merchants leverage over much of the 
daily life in Sohria.

While serving their own interests, the guilds have built 
a strong and trusting relationship with the populace. 
Spices, silks and other rarities can be afforded — in small 
amounts, perhaps — by nearly any herder or artisan.

In recent years, the guilds have challenged the prince’s 
authority to tax. Small tariffs and duties were tolerated at 
first, but as the aging queen slipped further into dementia 
and her son’s lust for power grew, those small demands 
grew oppressive. Tensions have been rising between the 
royal court and the merchant class, and a conflict seems 
imminent.

PRIESTHOOD AND PROPHETS
Several religions are recognized in this land, from the 
Bhadid tribes’ spirits to the morality fables commonly 
taught in the towns and cities. The official priesthood, 
endorsed by generations of the royal family, holds that 
there are many gods above, below and walking invisibly 
amongst mortals. This pantheon is taken less seriously 
outside of the priesthood, where a common sense 
approach prevails. Nevertheless, nearly all Sohrians 
engage in daily prayers at sunrise and sunset, and 

pilgrimages to holy sites always attract large numbers of 
believers.

As the anointed head of the church, the queen (or her 
steward, the prince) is expected to preside over the 
priesthood. The royal absence from temple politics has 
opened rifts in the clergy.

Loyalists patiently await the birth and coronation of the 
prince’s own son or daughter, should he ever sire one. In 
the meantime, they are prepared to adhere to their faith 
until a sensible leader returns to the throne.

Other priests are not so willing to wait. Though it is 
unthinkable to use force to replace the rightful masters 
of Sohria, the detractors seek direction from enlightened 
individuals outside of the royal palace. A faction within 
the priesthood now espouses the teachings of the 
Prophetess Toresza. Her visions, it is said, foretell a 
violent change in the land and leadership, and her powers 
of prophecy over smaller matters have so far proven 
accurate. If her ability to see into the future is genuine, 
Sohria faces dark times before its glory is renewed.

SOLDIERS OF FORTUNE
This section describes the 1� mercenaries available for 
hire during your career. You will find some notes about 
their personalities as well as tips on how best to employ 
their talents during contracts.

ARAX
As a member of the nomadic Bhadid tribe, 
Arax knows the Sohrian wilderness as well 
as any. His skills as a guide and tracker 
make him a good choice early in your 
career, or as long as you are able to run 
Outland contracts. He will be of limited use 
if you move to the City.

FAMIR
A talented swordsman with a vice for drink, Famir seems 
to thrive on being on the wrong side of the law. He is 
wanted for crimes throughout Sohria, some of them too 
heinous to mention. Famir comes into play with just 
2 assist tokens, showing the limits of his patience and 
camaraderie.
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GADDIS
This veteran bodyguard’s abilities are best 
suited to Protector contracts, as he’s loyal to a 
fault. His inability to flee could drag down the 
rest of the crew, but his defensive abilities are 
second to none and may be used to buy time for 
others to escape danger.

HAMID
If you need muscle in town and no questions asked, 
Hamid is your man. Set him loose like a wild dog, and do 
not expect him to come back when you whistle. Hamid 
starts each contract with 2 dodge tokens. Once those are 
used up, he’s easy prey for any opposition.

JESKA
Jeska can not hide her noble accent and 
privileged background, and her academy 
training sets her apart from most 
mercenaries. Her healing powers outshine 
her martial abilities, but for a larger crew she 
might prove an invaluable asset.

KIRSASH
There is something entirely unwholesome 
about Kirsash, but you will never get her 
to speak of herself. Rumors that she is 
the prince’s illegitimate daughter are 
impossible to confirm. Perhaps her silence 
says everything. Her role in a mercenary crew 
is limited to that of a sniper, picking off enemies as 
they advance.

NIZAR
Jovial and even-tempered, Nizar is an easy 
hire, and much smarter than he pretends. In 
hand to hand combat, his spear and shield 
form an almost impenetrable wall. He 
makes a fine addition to any crew and has a 
knack for good storytelling around an cook-fire.

ORDAN
Quick wits and charisma are Ordan’s greatest 
weapons, and there are few mercenaries with 
his range of skills. His loyalty comes at a high 
price, but when teamed up with mercenaries 
who can assist, he will seem like a bargain.

qIYAZ
She is a trained Sand Dancer, a renegade of that 
mysterious order. Whatever reasons she had for 
abandoning her sisters, she has found steady work as an 
independent and has never looked back.

PAZEL
Not yet twenty summers, Pazel has 
the fiery blood of youth but little 
experience. He becomes ferocious when 
weary and pressured, lashing out at his 
opponents. Give him space and consider 
that he is probably best suited to the life of a 
freelancer, rather than a permanent member 
of a crew.

ROKAR
A former cavalry officer in the prince’s army, 
this iron-willed horseman is a natural leader 
who knows the importance of mobility in 
combat. If you can afford to add Rokar to your 
stable, you should be well on your way to a 
victorious career.

SAIBOL
This hawk-eyed spotter should be welcome 
on any team. Her situational awareness is 
unmatched, and she can provide excellent 
covering fire.

STAUN
Brooding and stoic Staun may make a fine 
addition to your crew early in your career. 
Wherever you deploy him is where he will 
stay, so it is important to build your plan for 
each contract around his limitations. He is 
not easy to dislodge, and can be relied upon 
to repel nearly any form of attack.

TIRIS
Once a bandit herself, Tiris finds that old 
habits die hard. When adding Tiris to your 
stable, you become an accomplice to her 
past and future crimes. The benefits of her 
considerable martial skill and sharp wits may 
be worth the stigma.
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TURRIO
This veteran flashgunner keeps always has 
several powder flasks at the ready. His black 
powder rifle gives him superior range in 
combat. Turrio has a limited number of shots 
with his rifle for each contract, but may target 
any opposition card in any zone when he does.

UFIM
Yes, the Ufim of House Temarbazal, daughter of one of the 
wealthiest merchants in Zanim. She hides her ambitions 
for excitement and danger from her family, secretly 
operating with mercenary crews discovered through her 
parents’ contacts. If you deploy her on a contract and she 
survives, you receive 2 gold at the end of the contract.

ZAID
A mountain of a man with a voice like thunder, trained 
in the arts of war as an infantryman. He became the 
commander of his own spear company, fighting in 
foreign lands before denouncing the priesthood’s 
meddling and manipulation that created such bloodshed. 
He retreated into the mercenary underworld, selling his 
military expertise. If Zaid is your agent, you may keep any 
1 purchased tactic card until it is used, even if it not an 
equipment tactic.

VELAH
The sound of her name terrifies vault-keepers and 
jewelers of the city of Zanim. She can break into any place 
they might think secure. Velah is an invaluable asset to 
any team she joins, using her quick wits and lightning 
reflexes to improve every crew member’s performance. 
She will never leave the city — it is all she knows. But 
since the best jobs are all in Zanim anyway, you cannot go 
wrong in adding Velah to your stable.
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agent: A mercenary in your stable. [Pages 2, 4, 6, �, 9, 17]
Any (keyword): There are no special limitations to accepting or 

using this card. [Page 5]
assist: As long as it is ready, a mercenary with the ability to 

assist may add its listed skills’ rankings to the acting mer-
cenary in the same or neighboring position. [Pages 10, 13, 
14, 15]

bonus: The amount of gold you receive after successfully 
completing a contract. It is added to your wealth. [Pages  2, 
5, 6, 8]

budget: An amount of gold provided by a contract for use in 
hiring freelancers and learning tactics. [Pages 4, 6]

City (keyword): This card may only be used on City contracts. 
[Page 5]

crew, crew members: All of the mercenaries deployed on the 
current contract. [Pages 2, 4, 6, 7, �, 10]

deploy, deployment: The placement of your crew at the start 
of a battle. [Pages 2, 4, 5, 7, �, �, 12]

disengaged: A mercenary or opposition card that has no ready 
opponents in neighboring zones. [Page 12]

dispose: Return this card to its original deck. [Page 12]
DM: A dice term that means roll a die with a number of sides 

equal to the number of mercenaries deployed on the cur-
rent contract. [Page 2]

enemy mercenary: During some contracts, you may be re-
quired to place an enemy mercenary card on the opposi-
tion. [Page 13]

equipment: A kind of tactic card that is not disposed at the end 
of a contract. It may be kept until used. [Pages 12, 16]

exhaust, exhaustion: After taking an action, mercenary and 
opposition cards may no longer after for the rest of the 
round. The cards are turned at a 45 degree angle to indi-
cate their exhausted status. [Pages �, 10, 11, 12, 13]

exhaustion upon exhaustion: If a character is already ex-
hausted when it becomes the target of another attack or 
action that results in exhaustion, the character takes 1 
damage. [Pages 11, 12]

free action: An action that may be performed without causing 
strain or exhaustion. Unless otherwise noted, a mercenary 
or opposition card may only perform a particular free ac-
tion once per turn, and may not perform the same action 
more than once per round. [Page 11]

freelancer: A mercenary eligible for hiring on the current 
contract. [Pages 4, 5, 6, 9]

healthy (character status): A mercenary or opposition card 
that has no damage. [Pages 4, 10, 11, 13]

injured (character status): A mercenary card suffering from 2 
damage. [Pages �, 10, 11, 12, 13]

keyword: A word found on each contract and encounter card, 
and some other cards, which limits the use or access of 
that card. [Page 4, 5, �]

loner: When sharing a position with another mercenary, a 
loner may only take the Move action and/or assist. [Pages 
10, 12, 13]

M: A number equal to the number of mercenaries deployed on 
the current contract. [Page 2]

may: This word always denotes an option; its means may or 
may not. [Page 5]

Outland (keyword): This card may not be used on City con-
tracts. [Page 5, 14]

position: During a battle, these are the four areas at the corners 
of the contract card. Crew members are always deployed 
in positions. [Pages 5, �, 10, 12, 13]

PRotECtoR (contract type): In this type of contract, the op-
position cards try to achieve something other than attack-
ing your crew. [Pages 6, 12]

ready: A mercenary or opposition card that is not exhausted; 
capable of acting. [Pages 10, 11, 12]

refresh: When a card is refreshed, it is no longer exhausted. 
Rotate the card back to its original orientation to indicate 
its readiness. [Pages 8, 10]

reveal: Turning a face down card face up. [Page 4, 7, �, 13]
Revenge (keyword): You must accept this contract if you are 

eligible. [Page 5]
rogue: A mercenary with exclusive or limited deployment 

rules, even after they are made into agents. [Page 9]
skill: Mercenaries and opposition cards can be ranked in any of 

four skills; these are Melee, Missiles, Stamina and Alert-
ness. [Pages �, 10, 1]

strain: Once per turn, after taking an action a mercenary may 
take 1 damage instead of exhausting. [Pages �, 11, 12, 13]

Town (keyword): This card may only be used on Town con-
tracts. [Page 5, �]

trap: A kind of opposition card that does not attack or feint, 
and may not be attacked or feinted. Normally it may not be 
moved from the zone where it is first revealed. [Page 13]

VERsus (contract type): In this type of contract, the opposi-
tion cards attack your crew directly. [Page 6]

Village (keyword): This card may only be used on Village con-
tracts. [Page 5]

wealth: Your personal gold, as distinct from the gold provided 
by other sources such as a contract’s budget. [Page 3, 4, 6]

weary (character status): A mercenary card suffering from 1 
damage. [Page �, 10, 11, 12, 13]

zone: During a battle, these are four areas directly above, below 
and to the sides of the contract card. Opposition cards and 
enemy mercenaries are always deployed in zones. [Pages 4, 
5, 7, �, 11, 12, 13, 16]

GLOSSARY AND INDEX


