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CONTENTS
The following are included in this version of the game:

• 10 Role cards (two copies of each of five roles) and a corresponding Play Mat for each role
• Communal Responsibility deck of 10 cards
• 5 Family Responsibility decks of 5 cards each (all five decks are identical)
• Event deck of 36 cards (divided into four sets of cards by season: Winter, Spring, Summer, Fall)
• Lost Resource deck of 6 cards
• Starting Resource deck of 10 cards
• Resource deck of 86 cards
• Spare Resource deck of 20 cards
• Heshbon deck of 10 cards
• 10 Bonus Tracker cards

OBJECTIVE
This is a cooperative game with some competitive elements where all players must complete two 
main objectives:

• Complete Build a Mosque and 5 other Communal Responsibilities. If this objective is not complete, 
then all players lose the game.

• Complete Zakat and 2 other Family Responsibilities. If an individual player has not completed this 
objective, that player loses the game even if other players complete this objective.

Additionally, during the game, players must look out for each other. If any player becomes destitute 
(the inability to pay money or cards when required), all players lose the game immediately.

Any players who complete both objectives win the game, together. In this way, the game can end 
with no winners, one winner, several winners, or all winners.

SETUP
1. Set aside the Ihtesaab Deck. It is only used at the end of the game.

2. Take one of each of the five Role Cards, shuffle, and deal one to each player. Each card lists two 
specific cards that they start the game with, which should be taken from the Starting Resource 
deck. Each role also has a unique special ability. Players take the corresponding Play Mat for their 
Role. Set aside any unassigned Roles.

3. Hand each player a five-card Family Responsibility Deck (each player should receive one of each 
titled card). Each player should set aside the Zakat responsibility, then shuffle the remaining cards 
into a deck in front of them. They then take Zakat and draw an additional card so that they start 
with two Family Responsibilities in their hand.

• If playing a game with more than one religion, Zakat only applies to Muslim roles. 
Jewish players should only draw one family responsibility.
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4. There are two additional game mats that do not belong to a player, the Communal Mat and the 
Spare Resource Mat. Place these both in the center of the play area, in reach of all players.

5. Separate the Spare Resource cards by card type, and place each face-up in the appropriate space 
on the Spare Resource Mat.

6. Shuffle the Resource deck and place on the appropriate space on the Communal Mat.

• If playing a game with more than one religion, shuffle both Resource decks together.

7. Shuffle the six-card Lost Resources deck and place it off the side of the Communal Mat. It is used 
by some Events in the game, but is not otherwise drawn from normally.

8. Sort the Event cards by season, and shuffle the cards within each season together. Stack the 
season piles in order (Winter, then Spring, then Summer, then Fall) with Winter on top. Place on 
the Communal Mat.

• If playing a game with more than one religion, use the Event deck that corresponds with 
the majority religion in the game. (Ex. Playing with 3 Muslim roles and 2 Jewish roles, use 
the Islamic deck.) If there is an equal number, the players may decide which deck to use.

9. From the Communal Responsibility deck, set aside the Build a Mosque card and shuffle the 
remaining deck. Place the deck on the Communal Mat, draw two cards, and place those cards and 
Build a Mosque in the Incomplete Communal Responsibilities area on the mat.

• If playing a game with more than one religion,  combine the Communal Responsibility 
decks from each religion. Each Communal Responsibility card in this game has an icon at 
the top that shows whether it is Muslim (green), Jewish (blue), or can be counted as both/
either (half green, half blue). For the five Communal Responsibilities that have the same 
title in both sets, remove the duplicates from the original Lost & Found and use the ones 
from this set that have the half green, half blue icon.

10. The player who has most recently lost or found something takes the first turn.

PLAY
Flow of the Game
Starting with the first player, players take turns in clockwise order. A turn consists of drawing two 
cards from the Resource Deck, then drawing and resolving a card from the Event Deck, then taking 
an Action (either returning a lost Resource to a neighbor or addressing a Crisis), then playing cards 
to complete responsibilities, and finally discarding excess Resource cards if the player is holding too 
many. Play continues in this way until the Event Deck is empty, at which point the game ends and 
winners are determined.

Interspersed with the events in the Events deck are special events called Festivals. When a Festival is 
drawn, normal play is temporarily suspended and all players enter a special Festival Phase. After this 
phase ends, the player who drew the Festival draws a replacement Event and continues their turn 
from there. 

During the game, except where noted, players’ unplayed Resource and Family Responsibility cards are 
kept in a closed hand. They may say to other players what is in their hand if they wish (and they are 
not obligated to tell the truth) but cannot show cards.
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On Your Turn
The player whose turn it is currently, is considered the active player. A turn consists of the following 
phases, performed in order:

1. Resource Phase: the active player draws 2 cards from the Resource Deck and adds them to their 
hand. Resource cards have a listed owner. If the owner is Any, the card is considered legally-
owned by whomever is in possession of the card. If the owner is one of the player roles, it is 
considered to belong to that player. If the owner is a Stranger, the card was lost by someone in 
the greater community who is not represented by one of the five players. Resources have a value 
in dinarim listed in the top right corner. The term “Illegal Owner” on a card refers to a player who 
is not the legal owner of a card.

• If a card belongs to a player role (i.e. not a Stranger) that is not in the game, the active 
player discards that card and draws a new card to replace it immediately. They may do 
this as many times as needed. 

2. Event Phase: the active player draws a card from the Event Deck. Events may present choices to 
players which will affect her hand, responsibilities, or how her turn progresses. Read the card 
aloud, then resolve it according to the text on the card. If the card presents any player with a 
choice, they must make that choice immediately. If the card requires a player to select a certain 
type of card from their hand and they do not have any cards of that type, the Event is discarded 
without effect. If an Event would force any player to pay dinarim or discard cards that they do not 
have, that player is considered destitute and all players immediately lose the game. (See Special 
Rules for Events, below.) 

• Not all events directly affect the active player! Some may affect the player with the most 
or fewest number of completed Family Responsibilities, for example. In case of a tie for 
most or fewest of something, ties are broken by turn order, starting with the active 
player. 

3. Action Phase: if this turn’s Event is resolved successfully, the player may do one (but not more 
than one) of the following, or they may choose to do neither: 

a. If the active player has a Resource card in their hand that is owned by a different player’s 
role, they may return that card by giving it to the listed player. The other player may 
not refuse. A player may only return up to 1 card in this way per turn, even if they are 
currently holding several.

b. If any player has a Crisis Event in front of them, the active player may contribute one or 
more legally-owned resources in their hand towards resolving the Crisis. (See Special Rules 
for Events, later in the rules.) 

c. Some player roles, responsibilities, and events may give the player additional options 
during the Action Phase. If the player has several options, they may choose one of them. 

4. Responsibility Phase: after taking an Action (or not), the active player may do one of the following 
(they may choose to do neither, but cannot do both, and they cannot do either one more than 
once per turn): 

a. Complete a Family Responsibility by discarding Resource cards whose combined dinarim 
value meets or exceeds the requirements listed on the Family Responsibility card. The 
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Family Responsibility card is then placed face-up in front of the active player to show that 
it is completed. The ability listed on the Family Responsibility takes effect immediately 
and, if it is an ongoing effect, lasts for the rest of the game. The player then draws a new 
Family Responsibility from their deck, if there are any left. 

i. A Resource that is not owned legally (it belongs to another role or a Stranger) 
can still be used to fulfill Family Responsibilities, but doing so is a Transgression. 
When used in this way, that Resource card is not discarded, but instead is placed 
in the player’s Transgressions pile on their Play Mat. 

ii. When using cards to complete either Family or Communal Responsibilities, 
a player may pay more than the listed value, but cannot “make change.” For 
example, if a card requires 10 dinarim worth of cards, this can be satisfied by 
playing a Jar of Honey (value: 4 dinarim), a Sheep (value: 5 dinarim), and a 2 
Dinarim card. If a player overpays, the excess is lost. 

b. Put resources towards a Communal Responsibility. The active player may play one 
or more cards from their hand towards fulfilling the conditions of one of the face-up 
incomplete Communal Responsibility cards (the player places their played cards next to 
the Communal Responsibility card to show where they have been used). If the conditions 
of the Communal Responsibility are complete, then all cards used to complete it are 
discarded, and the card is scored (place it in the Completed Communal Responsibilities 
area). Any ability listed on the Communal Responsibility card is now in effect, for the rest 
of the game. Draw a new Communal Responsibility from the deck (if there are any left) 
to replace the completed one. 

i. A Resource that is not owned legally (it belongs to another role or a Stranger) 
cannot be used to fulfill Communal Responsibilities. 

ii. As with Family Responsibilities, you may overpay, but the excess is lost. 

c. Get New Responsibility. If you have not contributed to any Responsibilities this phase, 
you may put one of your current family responsibilities on the bottom of that deck, and 
draw a new one. This cannot be used to return Zakat. 

5. Discard Phase: a player may only hold 3 Resources in hand at the end of their turn (Family 
Responsibility and Event cards do not count towards this limit unless otherwise stated, but face-
up Resources do). If the player has more than this, they must discard to bring themselves down to 
3 cards. If the player discards a card they do not legally own, it is a Transgression, and they place 
the card in their Transgressions pile on their Play Mat instead of the Discard pile. After discarding 
(if necessary), it becomes the next player’s turn, in turn order. 

Spare Resources 
Some Events, player Roles, and other cards may direct players to take one or more Spare Resources 
to their hand. These resources are stored on the Spare Resource mat in the center of the table. They 
still count as resources, but when discarded they are placed back on the Spare Resource mat rather 
than in the resource discard pile. 

If a player is told to draw a Spare Resource and there are none of that particular resource remaining, 
they simply do not draw it. If multiple players must draw Spare Resources at the same time and there 
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are not enough to go around, they are distributed in turn order, starting with the active player. 

Festivals 
The Festival Phase is a special phase in which players can declare found objects, declare lost objects, 
and trade cards with each other. Each of these parts is performed in turn order, beginning with the 
player who drew the Festival card from the Events deck. 

Declare Lost and Found Objects. Some players may be holding onto Resources that they are taking 
care of until the owner claims them; they may announce these cards at this time, in an attempt to 
find the rightful owner. If the owner is another player, the card can be freely given (players can return 
all such cards during a Festival if they wish, unlike a normal turn’s Action Phase). If the owner is a 
Stranger, then the owner may or may not be found (see below). 

Some players may also have lost some Resources (set aside due to effects of various Events), and they 
should also declare those lost in an attempt to recover them. 

After all players have declared all lost and found resources, the Ihtesaab deck is shuffled and then 
1 card dealt out for each such resource, starting with the player whose turn it is and proceeding in 
turn order. If an Ihtesaab card says that the relevant resource’s owner is found (listed at the top of 
the Ihtesaab card), the resource is returned to its rightful owner: a found resource belonging to a 
Stranger is discarded without penalty, or a lost resource set aside under an Event card is returned to 
the owner’s hand (and that Event card discarded). If the Ihtesaab deck runs out, resolve the first 10 
resources, reshuffle the Ihtesaab deck, then proceed with the remaining ones. 

Open Market. Each player in turn order may initiate any number of exchanges of Resources between 
themselves and other players. Players may make uneven trades or even gifts if they wish, but all 
trades must be mutually agreed upon (no trade can be forced). Players may only trade cards that 
they legally own; a card owned by a Stranger or by a different player cannot be traded. If a player 
trades away a card that they are listed as the legal owner of (such as the Stonemason trading away a 
Resource card that lists Stonemason as the owner), the recipient is now considered the legal owner; 
keep such cards face-up in front of their current owner as a reminder that they legally own the 
card (face-up Resources still count as cards in hand, for the purpose of discarding at the end of each 
player’s turn). Events being held by a player that count as dinarim or an item may be traded, though 
they do not count as cards in hand. Family Responsibility cards cannot be traded. 

Draw New Responsibility Cards. Before resuming play, all players draw an additional Family 
Responsibility card from their respective decks, and a new Communal Responsibility card is flipped 
face-up as well. If any Responsibility deck is empty, then that card is not drawn, but there is no bonus 
or penalty otherwise. After Responsibility cards are drawn, the player who drew the Festival event 
draws a new card from the Event Deck, resolves it normally, and then continues their turn.

Special Rules for Events 
In most cases, Event cards are self-explanatory, and the text on them can simply be followed. What 
follows are specific rules relating to some event cards. 

Some Events require one or more players to select a certain type of card from their hand. If one 
or more of the required cards is not present in the hand of any relevant player, the entire Event is 
discarded without effect. A replacement Event is not drawn; the turn simply continues with the next 
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phase. 

Some Events refer to choosing a random card from a player’s hand. In these cases, the player separates 
all relevant cards in their hand (for example, if the Event says to choose a random legally-owned 
Resource, the player would set aside any cards that are not Resources or that they do not legally 
own), shuffles them, and then fans them out face-down. The player to their left chooses one at 
random for the Event to affect. 

When an Event refers to a transgression, this is treated as though the player breaks the law. To signify 
the breaking of the law, the player places the Event into the Transgression pile on their Play Mat, 
after receiving all other listed effects from the Event. (For Event cards that say to treat them as an 
animal of a certain value, the Event is instead kept with the player’s other owned Events, and placed 
in the Transgression pile only after being used, or at the end of the game if unused.) Some Events may 
instruct the player to place a Resource in their Transgression pile instead; in that case, do that instead 
of placing the Event card itself there. 

Players can also transgress if they use or discard a resource not owned by them instead of returning 
it to its proper owner.  Any resource a player transgresses by using must be placed immediately into 
the Transgression pile on their Play Mat before resolving the Event or Family Responsibility it was 
paid towards. 

When an Event refers to going beyond the law, this is treated as doing more than the Event legally 
required. When choosing such an action, the player places the Event card in their Beyond the Law 
pile on their Play Mat after resolving the rest of the Event’s effects, instead of placing it in the Event 
discard pile. 

Disasters are special community Events which require all players to come together to help one 
another immediately. When one of these is drawn, players may openly discuss with one another the 
best way to deal with it. During or after discussion, any players may choose to donate any number of 
legally-owned Resource cards to the Event, in any order. If the players cannot resolve the Disaster, the 
card says what happens (usually, all players lose the game). 

When an Event refers to a Crisis, the card is placed face-up on the table in front of the player who 
drew the card, and it remains in play until it is resolved. When one or more Crises are in play, all 
players may donate any number of legally-owned cards towards resolving a Crisis during the Action 
Phase on their turn (the cards are placed next to the Crisis card, and are considered spent and no 
longer in any player’s hand). If the required donation on a Crisis is reached or exceeded, all donated 
cards and the Crisis itself are discarded from play, with no other ill effect. If, however, the Crisis is 
still in play at the start of the next turn of the player who originally drew it, the Crisis fails; the effect 
listed on the card happens to all players, then the Crisis and any cards paid toward it are discarded. 

Performing Tawbah 

Tawbah is the act of repentance (literally, “to return”). If a player has any cards in their Transgressions 
pile at any point during their turn, they may attempt to right a transgression and thus get rid of it. 
A player with multiple transgressions may do this for each, all on the same turn, if they wish. This 
process is not considered part of any other action on the turn. Tawbah requires 3 steps: 

1. The player must ask for forgiveness out loud to whomever they wronged (if it was another 
player) or to all present (if it was a Stranger, or a player role that is not in the game if there are 


