
Gameplay Instructions

During the introduction of this quest you will determine your 
own strengths and weaknesses. You will use dice to work 
out your initial SKILL, STAMINA, and LUCK scores. For this 
you will need to print the Adventure Sheet on the reverse 
of these instructions, which you may use to record details of 
your adventure. On it, you will fi nd boxes for recording your 
SKILL, STAMINA and LUCK initial scores. Write in pencil so 
you can erase previous scores when you start again.

Although you may be rewarded additional SKILL, STAMINA and 
LUCK points, the totals can never exceed your initial scores, 
except on very rare occasions when you will be specifi cally 
instructed. SKILL refl ects your general expertise in fi ghting 
and combat. STAMINA refl ects your general constitution and 
overall fi tness; the higher your STAMINA score, the longer 
you will be able to survive. Your LUCK score indicates how 
naturally lucky a person you are. Luck is a fact of life in the 
fantasy world you are about to explore!

BATTLES
During your adventure, you will often come across passages 
which instruct you to fi ght a creature. You must resolve the 
battle as described below.

First, record the opponent’s SKILL and STAMINA scores in the 
fi rst empty ‘Monster Battle’ box on your Adventure Sheet. 
The scores for each opponent or creature are given each 
time you have an encounter. You should also make a note of 
any special abilities or instructions, which are unique to that 
particular opponent.

The sequence of combat is then:

1. Roll two dice for your opponent. Add its SKILL score. This 
total is the opponents Attack Strength.

2. Roll two dice for yourself. Add the number rolled to your 
current SKILL score. This total is your Attack Strength.

3. If your Attack Strength is higher than your opponent’s is, 
you have wounded it. Proceed to step 4. If your opponent’s 
Attack Strength is higher than yours is, it has wounded you. 
Proceed to step 5. If both Attack Strength totals are the 
same, you have avoided each other’s blows - start the next 
Attack Round from steps 1 above.

4. You have wounded your opponent; so subtract 2 points 
from its STAMINA score. You may use LUCK here to do 
additional damage (see below). Proceed to step 6.

5. Your opponent has wounded you; so subtract 2 points from 
your STAMINA score. You may use LUCK to reduce the loss 
of STAMINA (see below). Proceed to step 6.

6. Make the appropriate adjustments to either your opponents 
or your own STAMINA scores (and your LUCK score if you 
used LUCK - see below).

7. Begin the next Attack Round, starting again at step 1 with 
your current SKILL score. This sequence continues until the 
STAMINA score of either you or your opponent reaches zero 
(death). If your opponent dies, you are free to continue with 
your adventure. If you die, your adventure ends and you 
must start all over again by creating a new character.

LUCK
At various times during your adventure, either in battles or 
when you come across other situations in which you could 
either be Lucky or Unlucky, you may use LUCK to make the 
outcome more favourable to you. However, beware! Using 
LUCK is a risky business and, if you are unlucky, the results 
could be disastrous. The procedure for Testing your luck is 
as follows: roll two dice. If the number rolled is less than or 
equal to your current LUCK score, you have been Lucky and 
the outcome will be in your favour. If the number rolled is 
higher than your current LUCK score, you have been Unlucky 
and will be penalised. Each time you Test your Luck, you must 
subtract 1 point from your current LUCK score. Thus, you will 
soon realise that, the more you rely on your LUCK, the more 
risky this procedure will become.

USING LUCK IN BATTLES
In battles, you always have the option of using your LUCK 
either to score a more serious wound on an opponent you 
have just wounded or to minimise the effects of a wound you 
have just received.

If you have just wounded an opponent: you may Test your 
Luck as described above. If you are Lucky, you have infl icted a 
severe wound; deduct an extra 2 points from your opponent’s 
STAMINA score. However, if you are Unlucky, however, your 
blow only scratches your opponent, and you deduct only 1 
point from your opponent’s STAMINA (instead of scoring the 
normal 2 points of damage, you now only score 1).

If the opponent has wounded you: you may Test your Luck to 
try to minimise the wound. If you are Lucky, your opponent’s 
blow only grazes you; deduct only 1 point from your STAMINA. 
If you are Unlucky, your wound is a serious one and you must 
deduct 1 extra STAMINA point (i.e., a total of 3 points from 
your own STAMINA). Remember: you must subtract 1 point 
from your LUCK score each time you Test your Luck.

PROVISIONS
Everyone knows that food is vital as a form of sustenance. At 
any time during the adventure (except while in battle) you can 
eat a meal, restoring 4 lost STAMINA points.

EQUIPMENT
You will start your adventure with a bare minimum of 
equipment, but you may fi nd or buy other items during your 
travels. You have a backpack to hold your Provisions and any 
other items you may come across.

Now please proceed to the introduction to determine 
your initial SKILL, STAMINA and LUCK scores along with 
information regarding any weapons, gold and provisions you 
will be starting your adventure with.

Good luck adventurer!!



Adventure Sheet
skill

luck

stam
ina

equipm
ent

notes
gold pieces

m
onster battle

skill

stam
ina

m
onster battle

skill

stam
ina


