
Objective:
The goal of Culture Cue is to be the first player to get all 
their Player Tokens into Generational Enlightenment
Circle. Players will share their own personal Stories 
based on the different Culture Cards and Experience 
Card prompts to move around the Game Board!

Game Setup:
• Place the game board in a place, like the middle of 

a table, where all players can reach.
• Shuffle the Fortune Card and Culture Card decks. 

Place both decks next to the Game Board or nearby 
where all players have easy access to the cards.

• Each Player chooses the color of Tokens that will 
represent them on the game board.

• Players place either One, Two, or Three of their 
Tokens in the START Circle.

Contents:
    1 - Board
    1 - Die
    4 - Rules Cards
    1 - Experience Card
  29 - Culture Cards
  20 - Fortune Cards
  12 - Player Tokens

2 to 4 Players
Ages 10 and Up

CULTURE Cue
The Experience Sharing Game



Playing CULTURE Cue
Taking Turns:
• To begin the game, each Player rolls the Die. The 

Player with the highest roll on the Die goes first.

• To start a turn, a Player rolls the Die and moves any 
of their Tokens Forward that number of Circles.  
Only one Token may be moved Forward on a roll. 
Players then perform an Action based on the Circle.

(Actions for Circles are described in next sections)

• Once a Player completes their turn, the Player to 
the left of the current Player will start their turn.

Life Circles:
When a Player lands on a Life Circle, the Player's turn 
ends and the next Player Takes their turn.

Experience Circles:
When a Player lands on an Experience Circle, the Player 
rolls the die and shares an Experience based on the roll 

(1 - Food, 2 - Travel, 3 - Language, 4 - Fashion,            
5 - School, 6 - Books)

After sharing an Experience, the Player moves that Token 
Forward 1 Circle. It they cannot share an Experience, the 
Player moves that Token Back 1 Circle.

Back / Forward Circles:
Move the Token that landed on this Circle Back 2 Circles 
or Forward 2 Circles.



Culture Circles:
When a Player lands on a Culture Circle, the Player draws 
a card from the Culture Deck. The Player follows the 
directions on the Culture Card then moves Forward the 
number of Circles on the card or moves Back the number 
of Circles on the card.

Fortune Circles:
When a Player lands on a Fortune Circle, the Player 
draws a card from the Fortune Deck. The Player moves 
the Token on the Fortune Circle to the Circle on the 
Fortune Card.

Culture Card:
When a Player draws a Culture Card, the Player must 
share an experience related to the instructions on the 
Card. The Token is moved Forward the number of Circles 
on the Card if they share or Back if they do not share.

Fortune Card:
When a Player draws a Fortune Card, the Player moves 
their Token based on the instructions of the Fortune Card. 
If they land on a Life Circle, the Player's turn ends.



For further questions or comments reach out to 
contact@gatheredheretogame.com

Don't forget to follow us at gatheredheretogame.com!

Tips:
• A Player's Turn only ends when a token lands on a  

Life Circle or Generational Enlightenment.
• For faster games Players can use less tokens to get 

the same experience in a shorter time.
• Turntables are a great way for making all parts of 

the board accessible and easy to reach.
• Culture Cue is all about the Players and the game 

board, cards, and rules are yours to make your own. 
Have any house rule ideas? Go for it!

• If you want to customize cards or make your own 
then do that as well since this is your Culture Cue!

House Rules:
Culture Cue was created for you the players. That means 
this is your game to do whatever you want with it, 
including creating your own House Rules. Not sure what 
kind of House Rules to create, here are some of ours:
• One More Story: A Player must share from the 

Culture Deck if they are placing their last token into 
Generational Enlightenment.

• Be Exact: A Player must roll the exact number to 
get into Generational Enlightenment.

• Teamwork Makes The Dreamwork: Play in teams 
of two to three players so more people can join in on 
the fun. Each player on the team control one token.


