EPIC SOLITAIRE NOTEPAD ADVENTURES!
Version 1.0

(July 10, 2009)
By Scott Slomiany
(with a nod of the cap to Cameron Harris for inspiratiegarding dungeons)

ESNA is a solitaire game, played with very minimal comgrds while attempting to
capture the essence of a large-scale fantasy Worlde# tthis by using a system where
the player creates elements as needed (instead of pgpsidainge tome of data,
Creatures, weapons, etc, at the start of the gakeemiost other fantasy games). Since a
lot of “the blanks” will be filled in by you as you plagach game will be as different,

and as creative, as you allow yourself to be.

WHAT YOU NEED:

A pencil

A notepad, or a few sheet of paper

This rule guide

The deck of ESNA cards

A penny or some other small token to mark your currenticat

A QUICK WORD:
In the case you find yourself cutting some numbers iniailth result in a number that
is not an integer, feel free to round the number écctbsest integer in your favor.

ANOTHER QUICK WORD:

Just because it's sort of designed to be played with padteloesn’t mean that has to be
so! Feel free to create your own deluxe modular boamkgeersion, post them up on the
boardgamegeek.com, and earn yourself “valuable” geek gdhét easy. Sort of.



QUICK OVERVIEW of the EVENT CARDS:

Before you start, you should familiarize yourself wiile Event Cards. There’s a lot of
information on them, and they are used for determining rtiangs. At this point, a lot
of the way the game handles things won’t make much setsgawnread the rules, but
this is a generalized overview of each part of the cardiren you do get to the rules,

you’ll have a good idea where to look.

Anatomy of an Event Card
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The Letter Reference Code is used to
determine references to names for Kingdoms
on your map and for Creatures that you
battle.

The Terrain Type is used to determine the
types of terrain in a given Kingdom when
creating a Kingdom. The Terrain Type Icon
can also include a subset Dungeon Icon
which will indicate when a new Dungeon
appears on the map.

Additional Paths Amount is used to
determine how many paths extend out to
other Kingdoms when creating a new
Kingdom.

Event Data is used to determine what type of
Events happen, based on the types of Terrain
the Kingdom has in which you currently are

The data in the Creature Banner is used for creatingdneatures.

The data in the Quest Banner is used for creating new Quest

The Body Damage Indicator will display what part otiy body has been severely
damaged when you area Knocked Out during a battle.

The Level Indictors are used to determine values forsghuand your opponents in
Battle by using them in conjunction with the BattleeBgth Indicators.

Additionally, the Level Indictors are used to determiakies for collecting Loot when
defeating Creatures in Battle and completing Quest, by tis&rg in conjunction with

the Loot Indicators.



TO GET STARTED:

Shuffle the Event cards and place them face dowrdesvapile. Cards drawn from this
deck are placed face up in a neighboring discard pile. Nkelany other card game,
when the draw deck runs out of cards, shuffle the distaak and place face down to
create a new draw deck.

Your Character:
You will need one sheet of paper for your charactery@m Character Sheet, you will
need to record these elements, so provide space for them:
Level
Maximum Hit Points
Hit Points
Gold
A rough drawing of a body that matches the Body Damadiedtor on the Event
cards, to track damaged limbs.
[tem worn on HEAD
Item in RIGHT HAND
ltem in LEFT HAND
Item on BODY
ltem on BELT
Inventory (things otherwise not being worn or carried,tbat you have
collected)
A place to keep track of acquired Battle Actions
An area for keeping track of Quests (which may be omparage piece of paper)

Your character starts at Level 2. Yes, at level 2.

Maximum HP and HP both start at 60.

Gold is 0.

You start with a single Battle Action: Run Away! (deerforming a Battle andBattle
Action Details), so fill that in on the Battle Actions section.

And the rest of the fill-in-the-blanks are left blank.

Your Creature List:

On one sheet of paper, create a vertical list aéigttA through T. These will be the
Creatures that you will battle throughout the game. Eaelature will be referenced by
its letter on this chart. Aside from the column dfdes, you will need these additional
columns: Type, Name, +1 Terrain, -1 Terrain, Base Laéwadt, and Horde Size. Or use
the handy-dandy Creature List found in the Player Amsument at the same website
where this rules sheet was found.



Your Map:

The entirety of the map is called the World. Your Wawill be made of various
Kingdoms that are created as you need them. You can hage20Kingdoms in a
World, each starting with a unique letter of the alphafehrough T.

The first thing you will need to do is draw your startingdgdom.

Creating a starting Kingdom is very similar@oeating a Kingdom described later
(which you may want to look at first).

Draw the border of a single Kingdom. The border canflzag shape and size, just
remember that you may be having up to 20 of them on your sogman accordingly.

Name the Kingdom and write down its name within its barde you explore the World
and discover new Kingdoms, each new Kingdom will haveetgien a name. The only
restriction to this is that each name can only stéht a particular letter once, A through
T. So, if you decide to name this starting Kingdom withrtame of “Alyndale,” you
cannot name any other Kingdom with a name starting Wwéhetter A.

As with the Creature List, the letters A-T are used esference guide. So, in general, it
is best to create Kingdoms in alphabetical order as yodi theen. But there will be
events that break this rules as you will see later.

Draw 4 PATHS (dotted lines) that extend out to the Kingdomo'rder.

Draw an Event card and look at the LAND ICON at thedbthe card. Draw 2 of these
icons in your Kingdom. Place this card face up on the digubadin the starting
Kingdom example below, the Event card drawn had a Laol o€ “Forests.”

(Generally, each Event card drawn will be used forgaréicular action, and then
discarded.)

Draw a VILLAGE (looks a like a little house) with tiember 1 on it. This indicates
that Village is a Level 1 village. S&ettlement Actionsfor more details about types of
Settlements.

So now, the map of your World should look something like
the example to the left.

Finally, place your token on your starting Kingdom. You are
all set to wander, explore, and beat up random semiessip
Creatures.




BEING KNOCKED OUT (and the ways the game can end):

| will start with this concept first. There are tways from the game to end. You can
decide to retire (seRetire below), at which point your score is based on theevaiu
your Keep.

Or you could die.

Death can be hard to come by. First, if at any poirttengame your Hit Points drop
below zero, you are considered to be Knocked Out. WheangKnocked Out, draw
and Event card and look at the Body Damage IndicattinelHead is marked as red,
then yes, you are dead. Game Over, man!

However, if an arm or leg is marked things can getla fiticky. Mark the corresponding
body part on your player sheet as being damaged. Mowe tddsest Temple or Village
Kingdom to where you are. (in case of a tie, you choo&®) are resuscitated there by

the kind locals (regardless of their displeasure), youbring your Hit Points back up to
half of your current Maximum Hit Points. Also, in tbase of an arm, any magical item
that the damaged arm was holding is destroyed.

Damaged arms cannot carry any Magical Items. If you Badeemaged limbs
(MetalManced limbs do not count as being damaged, se@)hatou are forced to retire.

However, if the Village or Temple has an Anvil icorxnt it, welcome to the world of
becoming a human/magical armor hybrid! The MetalMaicénat Village/Temple will
attempt to replace your damaged limb with a limb composethgical armor. To
determine how the surgery went, draw a new Event careviy MetalManced limb
you currently have. If any of these cards show a damagetidsethe Body Damage
Indicator, you did not survive the surgery, and you are dead.

Otherwise, good news, you survived the surgery! The Metalbtamas successfully
replaced your limb a magical armored limb, with a lestedngth equal to the value of the
Anvil. Your MetalManced limb is now treated as an ovacteng magical item, in that its
level is added to all Battle Strengths for you. Your NMéganced limb cannot be cursed,
however, it also cannot carry a magical item.

MetalManced limbs do not count as a damaged limbs. Thestitldve destroyed by the
Knocked Out body part check, and thereby replaced with avealManced limb.



ON A TURN:

A turn consists of a few actions, which are done inmttaker as shown below, most of

which are optional:

1. | Optional Move to a new Kingdom along a8 SeeMOVE .
connecting path

2. | ALWAYS! Draw an Event card, and check foiSeeCHECK FOR A NEW
Dungeon updates DUNGEON.

3. | ALWAYS! Using the same Event card, now| SeeCHECK FOR AN
check for an Event EVENT.

4. | ALWAYS! Deal with Unhappy Kingdoms and SeeDEAL WITH

choose to Enter Dungeons (if
available)

UNHAPPY KINGDOMS
andENTERING

DUNGEONS.
5. | Depending... | Perform actions based of active | SeeFUN STUFF ABOUT
Quests QUESTS
6. | Optional Perform actions based on SeeSETTLEMENT
Settlements in current Kingdom | ACTIONS.
7. Optional Retire SeRETIRE.
8. | Optional Build your Keep S&UILD YOUR KEEP .
MOVE:

Moving is simply moving on a path from your current Kingdona teeighboring
Kingdom. You do not have to move if you wish to stayomr current location.

If the path leads to a Kingdom that has not beenedegdt, you will need to make one
before you finish your move. S€reate A Kingdom.




CHECK FOR A NEW DUNGEON:
Draw the top card from the top of the Event deck. Taisl evill be used to check for the
appearance of anew dungeon in the world, and for possiblgsev

In the case of a Dungeon check, look at the Land
If you are in a Kingdom Icon at the top of the card. If there is a subset ico

. %ﬁ with Mountains, 2 Dungeon ~ Of @ grey Dungeon Icon, then check the Kingdom

fmeafs quere Ygltl arel you are currently in. If at least one of the land

na you will need 10 . .

increase the value of up types of the Kingdom you are in matches the

B B to3 other pre-existing Land Icon on the card, then a Dungeon has

Dungeons. appeared in this Kingdom. Draw a Dungeon Icon
in your current Kingdom, and give it a value

equal to your current level plus 1.

ince add
No new Dungeon updates  Additionally, add +1 to the value of up to 3 other
this round. ..
- Dungeons that currently exist in your world. If
B r B you have less than three Dungeons, than just add

+1 to any others that you have (do not add any to
the newly created Dungeon).

Kingdoms may have multiple Dungeons.

CHECK FOR AN EVENT:

Draw the top card from the deck and look at the “Eveid”"@&n the
right side of the card. Compare the two land types oKithgdom
i@ c @ 1| \where you are currently at with the two land typesaichebox in the
B D E "I Event grid. If BOTH land types match, then the listeeng that is
= directly to the right of those land types on the @ardurs in that
box. The “listed event” can be:

A Letter:

If the event is a letter, you are having a Creaturewmter, which
means you are havingBattle (as described later). If the Creature
that is being referenced by this letter has not been deyigiein your Creature List, you
will need to create it (Seereature Creation below).

+1 Or +2:
If the event shows a +1 or a +2, then you lcaprove a Settlement(as described
below).

If the Event Grid does not have a set of Land Typesntaéch your current location, then
no event happens.



IMPROVE A SETTLEMENT:
To improve a Settlement, you can do either of the faligw

1) Increment the level value of any Settlement in tlegltvby 1. Or Increment the
level value of any MetalMancer by 1. The MetalMancer lzave a larger level than the
Temple or Village he lives in.

2) Build a new Level 1 Settlement in any Kingdom that da¢<uarrently have a
Settlement or your Keep. S8ettlement Actionsfor more details on the types of
Settlements.

3) Build a new MetalMancer lab in any Kingdom with eitheriage or Temple.
Draw the lab as an Anvil, with a starting value of letsMancers are magicians who
work in the questionably dark art of combining magic metétls flesh. They are more
than happy to attempt their experiments for free @usipecting heroes who are
knocked unconscious and therefore have no ability to haag a the matter.

If you have a +2 improvement, you may do any of the agtitescribed above twice, or
divide your actions up any way you see fit across thereifit actions..

When drawing a new Settlement, keep in mind that you 18dl aBeed some space to
keep track of the Settlement’s displeasure (two additimons) with you.

SETTLEMENT DISPLEASURE:

All settlements will have a “displeasure” rating @iithey feel about you. All
settlements will be indifferent to you to begin withhelr displeasure with you is based
on how many unhappy faces are drawn in their kingdone P®al With Unhappy
Kingdoms later on).

Generally, Settlements can get displeased with youilnygf&@uests (or making certain
decisions during Quests), or by letting Dungeons in their Kinggow and fester. You
are, after all, a hero and you are expected to do puhlace kind of things.

Conversely, you can remove displeasure from Settlenimntompleting Quests,
defeating creatures during creature encounters, and \wakantering Dungeons. That's
the spirit!



CREATURE CREATION:

It takes only a few actions to create a new Creaturgdur World. When creating a
Creature you are filling-in-the-blanks of the row of Eested letter reference that has not
been filled in yet.

Draw an Event card and look for the Type listed theo¥eMonster Banner. This
indicates the Type of the Creature you are creatinge\s Creature Type in the
appropriate space on your Creature List. Types deternifeeetht rules modifications

that the Creature makes to the basic rules. At thektit rules is a page that describes
all of thedetails about Creature Types;what they are and what rules modifications you
will need to make for each type. In fact, it might bgoad idea to get familiar with them
now.

Next, give your Creature a Name, and place it under teat@e Name heading.
“Dragon,” “Dwarf,” or “Foaming Pig” could all work, butoyr may have to be mindful of
the Creature Type that is already assigned to that.let

Next you will have to determine the Creature’s Terraomises and Negatives. Draw an
Event card for each, and write down the type of Tergshown on each card.

The Creature’s Base Level is determined by your currevgllrainus 1. So, as long as
you are currently at Level 2, then any new Creaturesragded at Level 1.

To determine the Loot value of the Creature, draw an Esaadtand look at the number
“gold rock” icon in the Yellow Monster Banner. Fill thimimber in on the Creature List
under the Loot heading.

Since this is the first time you are encountering tmea€ire, put a single tic mark in the
Horde Size column. The Horde Size determines how margt@es are in the party that
you are battling with during a Battle. This number increagdsevery encounter of a
particular Creature.



SETTLEMENT ACTIONS:

If you are in a Kingdom with a Settlement, you can penfone Settlement Action per
turn based on that Settlement type, if the Settlemmaniess than 2 unhappy faces
associated with it (se®ettlement Displeasureabove Fun Stuff About Questsbelow).

Settlements come in three types, Villages, CasttesTamples.

Village
@ f There can only be one Settlement per Kingdom.

Settlements have their own Level ratings which caimpgoved
throughout the game when drawing a +1 or +2 Event during the
Event phase.

Castle

Temple

If you are in a Kingdom with a Village, you may REST to reclaim Hit Points back up
to your maximum HP amount, this is accomplished by speradgggtain amount of gold
from your inventory (deducting it from your current Gold amu

The cost to do this is based on the formula below:

Paid X Gold * Level of Village = HP Gain.

You may do this as many times as you wish during a stogte You cannot exceed your
Max HP value.

Example: You may pay 10 Gold at a level 2 Village to gain 20 HP.

You may also SELL a Magical Item at a Village (B4&gical Iltems later). Remove the
item from your Inventory (or your body) when you selMou gain gold based on the
formula below:

Gold =10 * (the +X value of magic of item) * (Level of &je)

The “+X value of magic of item” is essentially tlevél of the magic item.

Example: Selling a +3 Hammer of Undead at a level 2 Village gayou 60 gold.
(60 =10 * 3 *2).

If you are in a Kingdom with a Temple you may STUDY, which increases your Level
by 1. There are some restrictions to this:

You can only advance your Level by +1 per turn.

Advancing to a new Level increases your Maximum Hit Pdgt40 times your new
Level.

A Temple can only advance your Level as high as theplesiLevel.



The cost to do this deducting an amount of gold from youacher that is equal to 10
time your target Level (the target Level being the ddsm@w Level you are studying
towards).

Example: To increase your Level from 2 to 3, you must be iKiagdom with a Temple
that has a Level of at least 3, and pay 30 gold (10 * level 3).

By doing a STUDY action you also “refresh” your Batetions. Battle Actions, when
used, cannot be used again until your “level up.” So, albaf ycquired Battle Actions
are refreshed and ready for use again. Battle Actienspecial abilities you can play
during a Battle. Generally, once used, they become imaatid you cannot use them
again until you STUDY UP to the next Level (Sa&ttle Actions in theBattle section
later on).

As a further reward for studying, you gain a new BattldokctEach Battle Action has a
list of numbers known as “Study Numbers.” You can addvaBttle Action to your
arsenal of actions by selecting one of these Study Nwnhed referencing that as your
new Battle Action.

Example: At the beginning of the game, you start with the BatAction known as Run
Away! Run Away has Study Numbers of 2 and 8. The first tipo@l advance to a new
level, you can add either Battle Action 2 (Stand Your Ground)Battle Action 8 (Time
Twister) to your list of actions.

The next time you advance a level, you can now use the Stwdygbers on both Run
Away! And the action you selected.

If you are in a Kingdom with a Castle Quests may or may not be thrust upon you, or
you may request a Quest, depending on how displeasedrtgernkthat Kingdom is with
you. These are some basic requirements about thecibaraf Quests and Castles (also
seeFun Stuff About Questsbelow).

Kings in their Castles will have a “displeasure” ratofdow they feel about you. Like
all Settlements, Castles with be indifferent to begith. However, they can also be
“mildly displeased” or “severely displeased” withwadr his is done by drawing
“Unhappy Faces” near the Castle. A King who is mildipteased with you will only
have 1 unhappy face near his Castle, and severely digpléagewill have 2. (Kings are
never, ever “pleased”).

Displeasure with Kings is determined through various reetif3uests, how they are
offered to you (if you should accept them), and how youpdetad them. Types of
Quests below describe in detail how unhappy faces aredearn



The first rule of Quests is this: You can only be on 1 Qaiea time for any particular
Castle. If you have not fulfilled your duties for a Questa particular Castle, you
cannot get a second one to start. Other than thatytdebelow apply based on the
displeasure of the King in your current Kingdom.

1) If the King is indifferent (no unhappy faces), you maguest a Quest, if you wish. If
so, follow the directions as described in the sedielow titledGaining a Quess.

2) If the King is mildly displeased, he will demand ygaion a Quest to regain his
indifference with you. Se@aining a Questfor details.

3) If the King is severely displeased, he will havanteractions with you whatsoever,
and instead have his Royal Guardsmen out and about sea@hyaoy f SeéA Failed
Questfor details.

As a side note, you can ask for another Quest on the samthat you
have completed a Quest for a particular Castle; fingshi Quest is a
“Perform Quest Action,” which occurs before “Perforettement
Action.

FUN STUFF ABOUT QUESTS:

Throughout the game, you will hopefully be performing mygiManderer duties by
going on Quests, which are obtained at Castle SettlsmBmese are things such as
escorting a princess to another Kingdom (preferably, witheugetting killed), slaying a
particular Creature in a particular Kingdom, or negotiaticgrtract between two
Kingdoms.



GAINING A QUEST:

A Quest has a bunch of data that needs to be written.donwuse the handy dandy Quest
Tracking Sheet as provided at the same website where yealadmled this set of rules.
You may want to review the Quest Types as describeddatat this point, because each
Quest type is slightly different and may require asdléht amount of information. But in
general, this is the overall list of things you needdawtien setting up a Quest. Quest
data on the Event cards are shown in the Castle Banner

A Quest has a HOME, which is the Kingdom that you aresotisr in.
Most Quests require you to go off, do something, and themreo
it's home. So write down the Kingdom you are in.

A Quest has a LEVEL, which is the level rating of @estle. Write
that down.

Draw an Event card, and look at the Quest type netkiet@astle
Icon. Each different type has different actions toWaoite this down.

Draw another Event card. Look at the Letter Referéaaketermine
what Region you must travel to (if any, as described byilest type
drawn). Write this down as your destination. If this degton
Kingdom has not been created yet, you must create it angwhthe
World, as long as it conforms to the standard Kingdomt@eaules
as if you were moving to a new Kingdom ($&eate a Kingdom).

When adding a new Kingdom to the World for the purposes of a
Quest, you may build a free Level 1 Castle or Village {(no
Temples).

Depending on the Quest, you may have to draw anothetadedermine an Alternate
Destination.

Finally, draw another card to determine how much Loot thg W
give you if you succeed on your daunting task. Look at tinebeu in
the Castle Banner. Multiply this number by the Questl,eand write
down the resulting number as the Quest Loot value.

If you draw a *T*, then the King is going to grant you somefuls
magical item upon Quest Completion. Write down T as youest
Loot.

FINISHING A QUEST:
When you have finished the required goals of a Quest, ged to get paid of by the
King which sent you on your daunting mission. Getting pafidsafot an action, and it



occurs automatically when you are in the Kingdom with@astle that triggered the
Quest, as long as you have completed it.

Basically, you collect Loot equal to the Loot number fordhven Quest, and multiply
that number by level number of the Quest. Gelecting Loot (later in this document).

If the Quest’s Loot is *T* type, then you can createagyital item at the level of the
Quest. Se€reating Magical Items (somewhere below).

Finishing a Quest successfully for a King is a good thing gaaskes all unhappy faces
associated with that Castle. The King is now just fadgnt to you.

A FAILED QUEST:

In some cases, you may put off doing the Quest as loygualke. In these cases, the
only detriment to not performing the Quest is that youoaked out a Castle for future
Quests.

However, in some cases, refusing to perform the Questgtdinishing it in time will
result in a Failed Quest. The Quest is considered tmisédd, but you do not receive
any Loot. In fact, the King is pretty mad at you!

If you have failed a Quest, draw an unhappy face nearakdeC

SPECIFIC QUEST TYPES:
This describes the various differences between the eliffépuest types, and what you
need to do to perform them.

Note that in the cases of Quests that involve battlieatOres, the term “Creature” does
not indicate a single “unit” of the Creature, but iastéhe amount derived from its Horde
Size value, as if it were a normal Battle.

DEFEND - The castle is under attack! The King wishes your hedfefanse from the
attacking Creature. Draw a new Event card, and lookeipé¢tter Reference code for the
Creature that is attacking. If this Creature doesn’t g&siou must create it now (See
Creature Creation). You do not draw a card for a destination. You dtiiw for Loot
amount for this Quest.

You may refuse to defend the Castle, but the Castle imatedglgets 1 Unhappy Face,
and you immediately move to a neighboring Kingdom along anpecting path of your
choice. Also, the Castle loses a Level. If thetléas reduced to 0, the Castle is erased
from the World.



If you decide to honor the King’s request, perform a Battl normal against the
Creature.

If you successfully kill the Creature (or horde of Guees), you still gain the Loot from
the Creature as if it was a regular Creature encqoypites the King’s Loot amount for
the Defend Quest. Also, successfully defending the Casdbes a single Unhappy Face
from that Castle.

SLAY — A terrible Creature is blocking trade routes in the d/@nd you have been
requested to stop it. After drawing the Destination fer@uest, draw a new card, and
use the Reference Letter to determine which Creaturgdhbabave been appointed to
slay in that destination. Make a note of this. If @reature has not been defined yet
create the Creature (s€eeature Creation).

If you accept this Quest and the Destination does notda®ettlement, add one of your
choosing, with a Level of your current Level minus 1.

You may refuse this Quest for a single unhappy face., MigoCreature damages the any
Settlement in the Destination Kingdom, and reduces ttie®ent’'s Level by 1. Again,

if this reduces the Settlement to 0, erase the Setttefnoan the World.

The goal of this Quest is to go to the Destination Kingdamd, after performing the
standard Event check and actions, you then Battle that@e as listed in the Quest. The
rules for battling a Quest Creature are the sameitawals a regular Event Creature
Encounter (seBattle).

Defeating the Creature in the destination Kingdom remailesihappy faces on the
Settlement in that Kingdom, if any.

After defeating the Creature, return to the home ofJbest and claim your Loot as your
reward.

ESCORT - You have been asked to escort the King’s daughteiothemKingdom to
be married. Quite the honor!

You may refuse this Quest without penalty.

In this case, you will need to draw 2 Destination locetimstead of one. The first
Destination is the Kingdom that the King would like youdke the Princess. The second
Destination is the Kingdom of the King’s Arch-Enemy,omliould like nothing else than
to get their hands on the King’s daughter!

If one or both of these Kingdoms don't exist yet on youp,npdease create them (see
Creating a Kingdom). Each Destination also needs a Settlement foPtimeess to be
taken to; if a Destination does not have a Settlemehtyou may choose to add either a
level 1 Castle or level 1 Village to the destinationgdom.



The princess who you are escorting can take damagetestseadf with half of your
current Hit Point total.

If you take any damage during the Escort, you may applyhetonstead. Sweet Princess
Shield! Every time you do this lowers the value of the Qsi¢siot by one. However, if
she dies, the Home Castle gets two Unhappy Faceshamkstination Settlement gets
one Unhappy Face.

You may move through each of the Destination Kingdonisout “delivering the
package”. In the case of an Escort, you get paid offeaD#stination of your choosing.
Feel free to erase all unhappy faces at the Settleynerdelivered the Princess to.

If you hand over the Princess at the King’s desiredibeson, your Quest is complete.
SeeCollecting Loot. In this case, you may also remove an unhappy facatlat!oe
Home and Destination Castles.

If you hand over the Princess to the Enemy Destinaticaw a new Event card, and
multiply the number in the Castle banner by the Loboievaf the Quest (In this case, a
*T* counts as “10” for the multiplication.). S&&ollecting Loot. Remove all Unhappy
Faces from the Enemy Destination. The enemy Kimgast pleased.

However, the King at the Home Kingdom is not! This Cagélss 2 Unhappy Faces.

RETURN - A relative of a member of the King’s Court is dying. tdinately, that
court member is off on important King's business. Youtngesand send word, and bring
him back to the Kingdom.

You may refuse this Quest and gain one Unhappy Face @attke.

Once you get to the Destination, you “pick up” the cowtmber, who has Hit Point
equal to half your current amount. You may apply damagest@tiurt Member instead
of your self. Every time you apply damage to the Court bmreduce the value of the
Quest’s Loot by one.

Picking up the court member removes one Unhappy Face lfi®@Ddstination
Settlement.

A dead Court Member gains one Unhappy Face at the Homle.Gadit/ing delivered

Court Member erases one Unhappy Face.

NEGOTIATE — You have been asked to negotiate a treaty betweeNitigsand the
ruler of another Kingdom.



You may refuse this Quest without penalty.

When you arrive at the Destination, draw an Everd ead determine your Negotiation
skill as if it were a Battle based on your Level. ifld® the same for the Settlement’s
Level you are negotiating with. If your battle/negotiati@lue is equal to or higher than
the Settlement’s, congratulations, you have struck a Geaback to the Home of the
Quest and collect your Loot (s€ellecting Loot).

If you failed the negotiation check, the Destination ¢@snter-offered. Go back to the
Quest’'s Home, and perform the same negotiation check agianidiome Castle’s Level.

Again, if your value is equal to or higher than the Castigu have completed your
Quest. Otherwise, it's back on the road again to #&iBation for another Negotiation.

Completing a Negotiation removes all Unhappy Faces frotim Settlements.

GUARD - You have been assigned to escort a dangerous villaie tvtnld Prison.
You may refuse this Quest without penalty.

If the Kingdom where the Prison has not been defineddyatv an Event Card and use
the Reference Letter to draw a Prison Icon in thagdom. If the Kingdom does not
exist yet, you will have to create it.

The Prison is not a Settlement. You may build a &aght, or your Keep in the
Kingdom with the Prison.

You will have to create a Villain! Give him a name, arid\ael that is one less than your
current level. The villain is not a Creature, in tease that he is listed on your Creature
sheet! Keep track of him on the Quest sheet.

On every turn that you are escorting the Villain, ydl need to perform a single Battle
Sequence with him. The Villain does not die, but he can daryau. So if your BS is
greater than his, nothing happens; otherwise, subtract ydtoBShis BS and deduct this
amount from your HP.

Deliver the Villain to the Prison to collect the Quet.oot at the Prison’s Kingdom. Add

a tic mark near the Prison to indicate how many Villgims have delivered to the Prison.
Not that this has any bearing on the game, it’s justastang to see how many prisoner’s
fill up the Prison.

However, you may let the Villain go. If you choose tohen go, he will offer you Loot
equal to the Quest’s Loot amount times the Villain’s Desfien. To determine the
Villain’s Desperation, subtract the amount of Kingdomsyawou are from the Prison’s
Kingdom from the Villain’s Level. The number of Kingdoms gweom the prison is



determined by the shortest path you can take. If theivVdlaesperation is O or less, he
does not offer you any money.

However, releasing a Villain to the wild will also addwnhappy face to the Home
Castle.

Low level Villains will not be offering much loot, ifrg, to let them go.

Example: You are 3 Kingdoms away from the Kingdom that the Prisbmi The
Villain’s level is 4. So his Desperation is 1 (4 — 3).

ASSAULT - The King has had enough with another Kingdom!! Go forthdexdroy a

Settlement that the King decides.

Refusal of the request adds one unhappy face to this CEstle is no time limit
penalty.

If the Destination Kingdom does not include a Settlemeanette one, at a level of your
current level minus 1 in the Destination Kingdom.

When arriving at the Destination, Assaulting the Setleinfollows similar rules as if
you are battling a Creature during a Creature EncountePéé&rming a Battle).

When Assaulting a Settlement, consider the Settletodre a Creature with a Level and
Horde Size equal to the Settlement’s Level.

Unlike a Creature, Settlements are not simply beatemé fell swoop. After each Battle
Phase, whether you have taken damage or not, reducettleen®nt’s Level and Horde
Size by one.

Once Settlement has been reduced to 0, erase it frobo#nd.

Feel free to pillage the Settlement’s remains, usingt#tdement’s starting Level value
as its Loot value.

Check for Settlements in neighboring Kingdoms. All Setdata in neighboring
Kingdoms that are of the same type as the one you jgsiufied gain one unhappy face.

Upon returning to the Kingdom that sent you on this diwe<, collect your Loot.



DEAL WITH UNHAPPY KINGDOMS:

Kingdoms will have various levels of displeasure withi,yas denoted with unhappy
faces. Depending on the type of settlement thereerdift things can happen based on
their displeasure level.

First of all, if you decide to enter a Dungeon in any Kingdwith any amount of
unhappy faces, feel free to erase all unhappy facesthainiKingdom. Dungeons are a
pain to the locals, and getting rid of the creaturesttigat spawn is very helpful to their
causes (seEntering Dungeonsbelow).

If there is no Dungeon in this Kingdom, then one offtliewing things may happen:

Castles Kingdoms:

If it is a Castle Kingdom, and you have only 1 unhappy faeeet the king will
AUTOMATICALLY give you a new Quest to regain your hor{seeGain a New
Quesd. Successfully completing this Quest will erase one pihdace from this Castle,
but you do not gain any loot from it.

Failing this new Quest, once again, adds an unhappy fabes t€ingdom.

If you are in a Castle Kingdom with 2 or more unhappy fag®s,must battle 3 Royal
Guardsmen, each with the same level that you are tiyregr{seeBattle below).

If you are victorious against the Royal Guard, you may tbgquest a quest to restore
your honor and remove a single unhappy face. Royal Guardsave no Loot.

Village Kingdoms:

If you are in a Village, you must battle the Villagelivd. The amount of Village Militia
you must fight is equal to the amount of unhappy faceVillage has. The level of the
Militia is 1 less your current level (s@&attle below).

Regardless, you cannot do any special Village actions anl@appy Village.

Temple Kingdoms:

If you are an unhappy Temple, you may attempt to defeatsteli@ regain your honor,
and erase all unhappy faces from the Temple Kingdom.

The Master’s level is equal to your current level phesamount of Unhappy Faces the
Kingdom currently has. Defeating the Master removesrdlbppy faces from the
Temple.

You cannot perform any special Temple actions at an ughBEgmple.



ENTERING DUNGEONS:
If you are in a Kingdom with a Dungeon, you may entanithe hopes of defeating all
the creatures within.

When you first enter the Dungeon, erase all unhapmsfd@at may, or may not be in that
Kingdom.

Entering a Dungeon is simply completing a series ¢fl&a The series of Battles that
you must complete (before dying) is the value of thed2on. For Each Battle, you will
need to draw a new card to determine what creature yomeoargering. Use the
reference letter to determine that creature. You may teereate a Creature (see
Creature Creation), with a Horde Size of 1, if the reference letter thasvn an empty
letter.

Unlike a normal creature encounter, you DO NOT add tordegture’s Horde Size when
encountering it in the dungeon. Additionally, all Loot earin the Dungeon is
multiplied by 2. If you are awarded a Magical Item, addo+2 level.

If you “run the gauntlet” and defeat all of the creatyezase the Dungeon. If you are
Knocked Out (se&nocked Out above) in the Dungeon, you may subtract from the
Dungeon level the amount of Creatures you defeated.

CHOOSING TO NOT ENTER A DUNGEON:

If you choose to NOT enter a Dungeon in your curreng@m, and there is a
Setttlement in the Kingdom. Add one unhappy face for esrengeon that exists in the
Kingdom.

Monks, villagers, and kings don't like it when heroes phssugh without getting rid of
the frequent bands of creatures that bother them, whbased in the dungeons.



CREATING A KINGDOM:
Especially at the start of the game, you will be eéngaiKingdoms “on the fly” as you
need them as the game progresses. This is the prockss/da do it!

When you need to create a new Kingdom, you need to draw a
new border area. You need to draw it in such a wayittisah be
built off an existing path from a previously existing Kingdom
Finally, continue the path into that Kingdom.

First, give the new Kingdom a name. Remember, each Kingdom
name needs to start with a unique letter, A through Te®aa

have used up all of those letters, you are not allowerttiecany
new Kingdoms. All unused paths simple fade into the Gea.
something.

Next, draw an Event card and look at the “additiquahs” area in the upper right of the
card. This tells you how many additional paths out ofne Kingdom you can draw.
Go ahead and draw those paths now.

Finally, draw two more Event cards to get the Land Typékisihew Kingdom, and
draw those on the Kingdom.

In some cases, when getting information about additional
paths, you will find that previously drawn paths will “dead
end”. These will need to be crossed ouit.

EXAMPLE: In the example to the left here, after drawing the
Kingdom for Caldwilly, the player drew an additional path
amount of 0. The path from Alyndale that would naturally
lead to Caldwilly is now forever blocked.



PEFORMING A BATTLE:

A battle is typically how a conflict or encounterésolved. The term “opponent” is used
generically, and can be used to cover a single Creatwiigple Creatures, or attacking a
Settlement, or whatever. A battle consists of atssequence of events where you will
be comparing the Battle Strength (BS) of your charaaesus the Battle Strength of
your opponent. Additionally, there are a few otheiianal phases where you can
perform a Battle Action.

However, you may only perform 1 Early Battle Action dndate Battle Action once per
an entire Battle.

A typical Battle sequence is as follows:

1) Perform an Early Battle Action (optional)

2) Obtain your BS

3) Obtain the BS of your opponent

4) Perform a Late Battle Action (optional)

5) Compare and resolve your BS and your opponent’s BS
6) Repeat the Battle Sequence if the Battle is not over

A Battle is over when:

1) You have a greater or equal BS than your opponents.

2) When you have reduced the amount of Creatures in thenepi® party down to zero.
3) Your Hit Points drop to 0 or below, in which casey yare dead.

Determining Battle Strength:

The action to determine the base BS or either
yourself, or your opponent, is fairly straight forward.

It involves drawing a new card and placing it face up
on top of the discard pile slightly askew in such a way
that the blue arrows on the top card visibly point to a
value in a pink arrow on the bottom card.

Based on the Level of the participant that you are
trying to obtain the base BS for, find the Level
number in the blue arrow, and reference the number
in the pink arrow that the blue arrow is pointing to.

So, in the example image above, you are at Level 4. Bordete your base BS, you
draw a card, and place it on the discard pile. Lookinghemlue arrow with the 4 in it,
you see what the number in the pink arrow is. In¢aie, your base BS is 16.

Most of the time, you will be obtaining a base BS airyopponent immediately
followed by your BS; so you can stack multiple cardsognaf each other with enough of
an offset to see both numbers.



In the case of being in Battles with Creatures (whidhb& most of the time), You will
need to adjust the Creature’s Level based on the Tenrgour current Kingdom. If the
Terrain exists in the current Kingdom that is listedhesCreatures +1 Terrain, then add
one to the Creature’s Base Level. Conversely, if #again exists in the current
Kingdom that is listed as the Creatures -1 Terrain, sdxract 1 from the Creatures
Base Level.

Creature Terrain modifiers are cumulative, so if go@ in a really woody Kingdom
(where both Terrain icons are Forest), then a Creatho has a modifier based on Forest
adds or subtracts 2 from its Base Level appropriately.

Creature Levels can never go below 1, and they can nemregdO.

In the case to the left, you quickly obtain the base
BS of your Level 5 opponent, which turns out to be
24.

An opponent’s base BS is then multiplied by the
current size of remaining Creatures that is in its
Horde Size. This will be explained better further
down in the document.

BS value can be modified by various things. For

example, various Battle Actions that you may

decide to take will alter your (or your opponent’s)
BS. Additionally, the Creature’s Type may adjust a B#i® accordingly.

Early and Late Battle Actions:

Battle Actions are special abilities that you “leaas’you increase in Levels. Unless
otherwise noted, you can only use any single Battle Aaiitce per character level.
When you advance a level, the Battle Action is “reghed” and you can use it again. You
will need to see thBattle Action Details section for details on how each Battle Action
works.

While a Battle may incorporate may repeated rounds dd#tide Sequence, you may
only trigger an Early Battle Action once per full BattlAlso, you may only trigger a
Late Battle Action once per full Battle.



DETAILED BATTLE SEQUENCE:

Increase Horde Size:

The VERY FIRST THING YOU DO even before a Battlarss is increase the Horde
Size of the Creature you are battling by +1 on the Creatist. The first time you
encounter the Creature, there is only one; the seamedybu run into it, there are two of
them, and so on.

So, during this Battle you will be fighting XX amount betgiven Creature, based on it's
Horde Size. As you Battle, you will be reducing the Horde sif the Creatures in Battle.
However, this does not mean you are reducing the numbeheCreature List, you are
reducing the size of the “party” that is currently dttag you. As the game progresses,
Creatures that were created early on will attackrigpelagroups as you keep encountering
them throughout the game. While their basic stats dohaotge (individually, they do

not grow more powerful), they grow in the number thaty attack.

Early Battle Action:

You may activate an Early Battle Action at this tif@lowing the rules of that Battle
Action. If you do this, you cannot activate another EBdytle Action for the remainder
of this Battle.

Determine Your Battle Strength:

Based on your Level, determine your base BS at thisagwescribed above. Your base
BS may be modified by an Early Battle Action, by aduee Type modification, by a
Magical Item you are currently carrying or wearing, oMstalManced limbs (see
Creating Magical Items below).

Determine Your Opponent’s Battle Strength:

Based on the Level of the Creature you are fighting, chateryour opponent’s base BS
at this time as described above. Multiply your opposdrdse BS by its’ current Horde
Size. This value may be adjusted due to a Creature Typ#icatidn or to an Early
Battle Action.

Late Battle Action:

You may activate a Late Battle Action at this timélofwing the rules of that Battle
Action. If you do this, you cannot activate another LaatlB Action for the remainder
of this Battle. All required BS adjustments that aguired by the Battle Action are
performed at this time.

Resolve Battle Strengths:
Once the BS values are figured out, you simply comparemb@umbers. If your BS is
equal to or greater than the BS of the Creatures attagkiu, you have won the battle!
SeeCollecting Loot below.

If your BS is lower than the BS of the attacking pastybtract the DIFFERENCE
between the two Battle Strengths from your HP. Nowrsgbtl Creature from the



attacking party. If you have beaten the attacking partyndovweero members, then you
have won the battle. Sé&wllecting Loot below.

If Creatures remain in the attacking party, repeat thdeBsequence as described above.

Fee free to “corner up” the discard pile after everyncbof a Battle sequence.

COLLECTING LOOT:
Throughout your adventure, you will be collecting loot bynlg victorious in battles, and
performing valiant quests for kings of your realm. In bzdkes, each has a Loot value.

Determining the base loot value is pretty similar to mhet@ing a Battle Strength.

Simply draw another card, and line up this card with thecgwg on the discard pile in
such a way that the blue “level” arrows line up next toctiiamn of gold nuggets. Cross
reference the Gold Value with the Level Number of theafure Level or Quest Level to
get the Base Gold Value.

Now, multiply this number with the Creature’s Loot vatogyet the total amount of Gold
pillaged from the dead Creatures(s).

In the case of winning a Creature Battletake the total amount of Gold collected from
the cards, and multiply that amount by the Horde Sizetdated Creatures.

If a *T* comes up, you have won a Magical Treasure, equa¢vwel to the Creature’s
Level (seeCreating Magical Items).

In the case of gaining loot from completing a Quesho further modifiers are done.

If a *T* comes up, you have won a Magical Treasure, equatwel to the Quest’s Level
(seeCreating Magical Items).



CREATING MAGICAL ITEMS:
Creating Magical items is pretty straightforward. Adizl item is defined something
like this:

“+2 Hat of the Undead”

The +2 is typically defined by the level of the Questif$loe Quest is a Level 2, the
magical item will have the power of +2.

You will need to draw an Event card to determine the typdagic the item is. Use the
Creature Type directly below the Yellow Creature Banr&w, if you are wearing the
Hat of the Undead, and you are battling an Undead Cesatour level is increased by 2
when doing Battle Strength checks.

The type of the item is defined by the player. Howewareful note should be taken as to
the kind of items you create. Things like Hats and Hedroah only be worn on the head,
and you can only wear one thing at a time on your heach Band can only hold one
thing, as can your body and belt.

Items that aren’t being currently worn are kept in yiauentory for selling later, but you
do not gain the bonuses afforded to you by those items.



BUILD YOUR KEEP:
You may spend Gold in order to build your keep, making it rhongrious and
impressive to the Kingdoms around you.

If you don’t have a Keep yet, you must select a Kingdoth no Settlements on it, and
Draw a Shield there. This is free to do, and put a Oamtludle of it. So, your Keep
currently has an Impressiveness rating of O; that’stslqust a plot of land right now.

To add to the Impressiveness of your Keep, add up the LevallsGdstles in your
World. The sum total of this amount is the amount oiGou need to spend to increase
your Keep’s value by 1 (castles are competing for the spragies and resources as
your Keep supplies). Feel free to build on to you Keemash as you can pay for.

RETIRE:
You may quit your game and retire to your Keep when yoiunatee Region with your
Keep. The total score for your game is the Impressiverase of your Keep.



BATTLE ACTION DETAILS

our
to

=

# Name Type Study Numbers rules
1 Run Away! Early 2 8 Opponent BS is reduced to half.
The Battle is over after this Battle Sequence.
Do not collect any treasure.
2 Stand Your Early 3 4 Ignore this Battle Sequence.
Ground Reduce your HP by half.
Divide Horde Size by half.

3 Feint Late 4 6 You may recalculate the base BS farsgif
or your Opponent by drawing a new card.

4 Dodge Early 5 7 Your base BS is 0.

Opponent base BS is 1.
5 Sweeping Late 6 7 At the end of the Battle Sequence, reduce the
Strike Horde Size by 2 instead of 1.
Sweeping Strike is refreshed automatically after
use. It does not expire.

6 Tactical Late 7 8 You MAY select the next blue arrow directly

Advantage above the blue arrow with your current Level
when determining your base BS.

7 Furious Rage Early 8 9 Draw 2 cards and obtain twoBaitke
Strengths for yourself. You can select either
one for as your Base BS.

8 Time Twister Late 9 10 1p Nodamage is done to you, aneduztion of
Horde Size is done to your Opponent.

9 Protective Early 10 12 All damage that is done to you is added to

Aura HP total instead. Your Max HP may increase
the value of your current HP if raised above
your current Max HP value.

10 Sided Fates Early 11 13 Deduct 1 from your Opponent’s Hordefiz
your Creature List. Horde Size in your Battle
remains unchanged.

11 Leech Late 12 13 Determine Leech Amount. Leech Amisunt
equal to the amount of Creatures defeated
and/or Horde Size reduced times the
Opponent’s Level. Add Leech Amount to you
HP up to your Max HP amount.

12 Fearful Gaze Late 13 2 Reduce Horde Size by the valueiotyrrent
Level.

Do not collect treasure if this ends the Battle

13 Growing Early 2 3 Your base BS for this Battle Sequence is 0.

Strength Triple your total BS during the next Battle
Sequence in this Battle.




TURN AND PHASE ORDER

1. | Optional Move to a new Kingdom along a8 SeeMOVE .
connecting path

2. | ALWAYS! Draw an Event card, and check folSeeCHECK FOR A NEW
Dungeon updates DUNGEON.

3. | ALWAYS! Using the same Event card, now| SeeCHECK FOR AN
check for an Event EVENT.

4. | ALWAYS! Deal with Unhappy Kingdoms and SeeDEAL WITH
choose to Enter Dungeons (if UNHAPPY KINGDOMS
available) andENTERING

DUNGEONS..

5. | Depending... | Perform actions based of active | SeeFUN STUFF ABOUT
Quests QUESTS

6. | Optional Perform actions based on SeeSETTLEMENT
Settlements in current Kingdom | ACTIONS.

7. Optional Retire SeRETIRE.

8. | Optional Build your Keep S&UILD YOUR KEEP .

BATTLE SEQUENCE
1. | Optional, once Perform an Early Battle Action
per Battle

2. | ALWAYSI Obtain your base Battle Strength

3. | ALWAYS! Obtain your opponent’s base Battle Strength

4. | Optional, once Perform a Late Battle Action

per Battle

5. | ALWAYS! Modify base Battle Stengths appropriately (lshsa Battle Action
modifiers, opponent abilities, or magical items)

6. | ALWAYS! Compare and resolve the Battle Strengths

7. Repeat Battle Sequence is Battle is not finished




CREATURE TYPES

This is the list of various Creature Types, and how #féect the basic rules.

Undead

You are not allowed to use any Battle Actions agdnedtndead.

Flying

If the Opponent’s Horde Size is greater than youelle/ou cannot use
any Battle Actions in the first Battle Sequence, amd lyave a Base BS ¢
0 in the first Battle Sequence.

D f

Burrowing

If you “defeat the Horde” (as if your BS is gexahan the Opponent’s
BS, or you perform a Battle Action ends the Battle teducing more
than 1 Creature from the Horde Size), you cut the Harged®wn to half
instead.

Ferocious

If the Opponent damages you in a Battle Sequgmecgget additional
damage equal to your Opponent’s base BS.

Example: You have a BS of 12, your Opponent has a base BS of 5, [
with a Horde Size of 4. Normally, the Opponent would do damag20sf

12, for 8. A Ferocious Opponent does an additional 5, for 13 damage.

put

Swarming

At the end of a Battle Sequence, deduct an addifimm the Horde Sizg
of the Battle.

At the end of the complete Battle, add an additioc&lmark to that
Creature’s Horde Size on the Creature List.

Poison

If Opponent does damage, multiply the damage bye2Battle then
ends. No treasure is awarded.

Armored

Armored Creatures can never have a Horde Siategithan your current
Level. Do not add a tick mark to the Creature List if@meature’s Horde
Size is equal to your Level.

During the first Battle Sequence, an Armored Opponent deattamage.
You will still have to determine its’ BS, however, &esf it has lost the
battle.

Starting with the second Battle Sequence, and all ofbkogving it in a
single Battle, you must divide your base BS in half.

Typical

No special rules affect this Creature.




