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This is a game of mapping the events of an adventure.  Just lay down the tiles as per the rules, and fill in 
the logic of the fictional sequence with your imagination.  When you finish, you'll have a full or partial 
diagram of an adventure to run for your friends. 
 
 
Set-Up 
 
1. Construct your deck of 13 Action cards.  Pick Talking, Violence, and Magic cards in the ratio that 
you'd like to see those player activities appear in your adventure.  Or, you cna have one or more of your 
players build do this for you, as a form of request.  Another option is to shuffle all the Action cards and 
pick randomly. 
 
2. Shuffle 3 piles of tiles (Investigation, Risk, and Climax) and place them face down above where you'll 
be building your adventure. 
 
3. Grab a pencil, a single 6-sided die, a pencil, and your Adventurers' Position scoring sheet.  You're 
ready to play! 
 
 
Play 
 
1. Flip the "Begin" tile face up to reveal the Village in Trouble text.   
 
2. Use (discard) a Talking card from your Action deck and roll the d6.  If you rolled a 4+, place a White 
Arrow tile to the left of the Village in Trouble.  If you rolled a 1-3, instead place a Black Arrow. 
 
3. Roll the d6 again and modify your Adventurers' Position sheet as per the instructions on the arrow.  If 
you do get a bonus or penalty, check off that box on the arrow.  Also, make up an explanation for the 
change, and note that on the Adventurers' Position  sheet. 
 
4. Each arrow connects one encounter (Investiagtion/Risk/Climax) to one other encounter.  You may 
place arrow tiles in any direction you wish except to the left.  Above, below, and to the right of the 
previous encounter are all fine. 
 
5. After placing an arrow, draw a new encounter tile from the proper pile (see Step 6) and place it at the 
end of the arrow.  Roll a d6 to determine which of the card's 6 options applies, and circle the 
corresponding number on the encounter tile. 



 
Encounter tiles will modify the d6 die roll that determines whether you get to proceed with a black arrow 
or white arrow.  These modifiers are specific to the type of Action card you play.  Some encounters are 
easier to beat using Violence, others using Magic, etc. 
 
This roll will be further modified by the net bonus or penalty in the relevant column of your Adventurers' 
Position sheet. 
 
Once you have chosen which Action to use, discard that card from your hand, roll for success (white 
arrow) or failure (black arrow), and note the result in the relevant box at the bottom right of the encounter 
tile.  Use a check for success and a X for failure. 
 
6. When drawing encounters for your first three vertical columns, draw Investigation tiles.  For your 
fourth and fifth columns, draw Risk tiles.  For your sixth column, draw a Climax tile. 
 
7. Once five black arrows are on the table, flip over one Countdown of Doom card with each additional 
encounter.  Do this in order: 0:02, then 0:01, then 0:00. 
 
8. If you get a White Arrow after your Climax, place the Victory tile to end your game.  If you get a Black 
Arrow, place the Defeat tile instead. 
 
 
The Fiction 
 
Failure still moves the game forward, but carries consequences that can add up in the end.  Perhaps the 
adventurers get the info they wanted, but alienate the villagers in the process.  The checks, X's, and 
colored arrows provide a clear record of how the adventurers chose to deal with game events, and what 
happened. 
 
 
Friends 
 
Use your sweet tile map to GM, then show it off after the adventure! 
 
There will be blank encounter tiles that your players can fill out with stuff they'd like to see in adventures! 
 
You can also re-conceptualize the scale of this game, linking adventures rather than encounters. 
 
Consider letting them build your Action deck! 
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