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Your friend group is inseparable. A tight bond between people, the likes that have only been 
documented in legends. In fact, others know you as legends. But unfortunately, even legends have a 
mortal end. You are about to meet Your end.

As the group realizes the weight of  the situation, there’s nothing to do but wait for the end. But as you 
look around at each other, you remember: You’re legends. And real legends are more than just who they 
were, they are Infinite. Together, You begin to reminisce about the story of  your crew and the mark 
You’ll leave on the world. One after another, You pick up whatever you have to carve your story into 
the walls of  the place Your story will end. 

Together, We Are Infinite is a storytelling and mosaic mural making game for 3-5 players about 
immortalizing the story of their friendship. It was inspired by community library jigsaw puzzles and laying 
on the floor at 3 am reminiscing with friends until your eyes are teary with love.

For Everyone’s Safety…

Together, We Are Infinite encourages sentimental storytelling, but sometimes this may include heavy 
topics including acknowledging that you and your loved ones will die. Prior to the start of  play, discuss 
with the group if  there are any topics you feel uncomfortable with engaging with over the course of  
the game. If  there are any rules you wish to change or modify, please do. Be respectful of  stated 
boundaries. If  the storytelling ever gets too heavy, please step away from the game. 

What You Will Need…

▪  A sheet of  paper large enough to hold the shape and weight of  your souls
▪  Anything that can be used to mark paper (Markers, paints, crayons)
▪  Notecards to display your character name/information

To Prepare the Play Materials…

Prepare the paper by sectioning it into smaller pieces. This is your Mosaic Sheet. These sections do not 
need to be regular in size or shape, but do need to be large enough for someone to fit a small drawing 
inside. Use more sections for a longer game, or fewer sections for a shorter game. Aim to create a 
number of  spaces equal to at least 5 times the number of  players. (15 for 3, 20 for 4, 25 for 5)

Do not look at the last page (4) of  the game instructions unless directed. 
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Before Beginning…

Decide on your setting and what type of  friend group you are inhabiting. Listed below are examples, 
but please feel free to come up with your own.

Adventurers: (Fantasy) Vigilantes: (Sci-fi, Superhero) Misfits: (Drama, Realistic)

Your friends are well known 
adventurers and have gone 
on many quests together. 
You’ve slain foes, saved 
villages, and survived 
dangerous situations by the 
skin of  your teeth. Your 
group is bonded by your 
valor and success, even if  
there hasn’t always been 
complete harmony within 
the group.

Your friends have been 
working together to take 
down some sort of  evil 
operation that has been 
wronging your city. 
Together, you’ve made 
discoveries, been attacked, 
and pushed back against evil. 
Your group is bonded by a 
sense of  duty to protect the 
space you love, even if  you 
have different feelings about 
the area.

Your friends grew up in this 
small town and you’ve been 
together since you were old 
enough to roam around the 
neighborhood. Together, you 
became school legends, made 
the local paper, and became 
recognizable by everyone in 
town. Your group is bonded 
by loyalty and a shared 
identity tied to this town, 
even if  you all come from 
different walks of  life. 

Example Roles: 
The Wrangler, The Loud 
One, The Over-planner, The 
Morale Support, The Lore-
master, The Clumsy One

Example Roles: 
The Mastermind, The Thrill 
Seeker, The Information 
specialist, The Confidant, 
The Double Agent

Example Roles: 
The Brain, The Beauty, The 
Jock, The Rebel, The Recluse

Once you’ve chosen your friend group, decide on a character concept, including a name, pronouns, 
and what your “role” was in the friend group. You may choose a suggested role or you may invent 
one. Be as specific or as nebulous as you like, as long as the others in the group understand what you 
want your role to mean. If  you are playing with strangers, you may want to include your name as 
well.

To Begin…

Re-introduce yourself  to your friends. It probably feels silly, after you’ve all known each other for 
almost forever. Remind them of  why you care for each of  them.

Then ask yourselves, What happened? How did you end up in this place where you’re waiting for 
your end? What kind of  place is it? Why is your escape impossible?

After you’ve accepted your fate, choose one player to begin the game as The Storyteller. The other 
players will become Ghostwriters. The role of  the Storyteller will rotate throughout play.
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As the Storyteller…

When you are the storyteller, ask another player,

“Hey, [Name], do you remember that time…”

and begin your story.  Your story can be about anything as long as it is also about the other players. 
As you reminisce, ask the other players for certain details about your story that you don't quite 
remember, and allow them to interject and add their own details. When the story is finished, let it 
trail off  naturally. Then allow one of  the Ghostwriters become the Storyteller and take their place.

As a Ghostwriter…

As you listen to the Storyteller, it is your job to record your own memory of  the story being 
reminisced on the Mosaic Sheet. Pick any space on the sheet and record a small drawing based on the 
memory being recounted. 

Use your own artistic license to represent what you believe to be the most important part of  the 
memory. Each Ghostwriter may document a different part of  the memory, or choose to document the 
same part. 

You may extend your drawing outside the bound of  the space you’ve selected. You may choose to 
draw overtop of  a space with an existing memory. Your drawing may be as abstract or literal as you 
like, but you should be able to finish it as the Storyteller is finishing their recollection. 

There should always be one player acting as Storyteller while the rest of the players act as Ghostwriters. 
Each player must be the Storyteller once before you end the game.

Continue to reminisce by passing the role of Storyteller around the group until all of the spaces of the 
mural sheet are filled. If there are more players than empty spaces, have players draw in spaces that are 
already filled or collaborate to fill a single space. If you wish to continue telling reminiscing, continue to 
overwrite spaces that have already been filled. Play until your hearts are satisfied and there is nothing left 
unsaid.

Then, hand the Mosaic Sheet to the current Storyteller. The Storyteller may proceed to the final page of 
instructions.

When all of  the spaces have been filled…

To the final Storyteller, alone - 

You look over what remains of  your friends. They are gone now, the Ghostwriters becoming just 
Ghosts. Even so, you can feel their souls linger as a part of  your own. Look over the Mosaic you’ve 
created together. 

This is the story of  You: made up of  the shards of  memories you and your friends have fused into a 
single object. This is what will live on when Your bodies do not.

Before you can join your fallen friends: a miracle happens. Something happens, and you alone are 
rescued.  

Now, explain to the other players - 

What happened and why you are the only one who survived?

The story of  the tragedy that befell your friends travels wide and only bolsters the legend that you 
and your friends created. Years later, as the only survivor, you’ve been asked time and time again to 
tell the story of  your adventures with your friends. Each time you explain, you feel the details 
changing, the truth constantly morphing in your head.

As the surviving Storyteller…

You are the only one with a voice. Explain the mural in your own words. It doesn’t matter if  you 
remember things correctly: there is no one to correct you. It is up to you how faithful your 
interpretation is. But when you make mistakes, you may hear the ghosts of  your friends laughing. Do 
not respond to them as they try to correct you. Remember the joy you feel when you think of  your 
adventures together and feel the warmth their memory brings you.

As the Ghosts…

Sit back and listen as your friend attempts to decipher the mosaic you’ve created together. Tease them 
gently as they struggle to recall the specifics of  certain memories. They don’t seem to hear you as 
you try to steer them in the right direction. Keep things lighthearted and enjoy the moment.

To Close the game…

The Storyteller should thank their friends for everything they’ve done for them. Without using 
words, the Ghosts should do the same.

Your story may be over, but your friendship remains Infinite. The Storyteller may decide whether to 
preserve the mural or destroy it. Regardless, say your final goodbyes. 

May the friendship you’ve created transcend the bounds of  this game. 

3 4


