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Welcome to Shepherd’s Crossing! 
Introduction 
	 You are on your way to your new boarding school in Toronto, Canada. The entrance to the School is 
located on a busy residential street just next to a gigantic public park called High Park. There is so much foot 
traffic heading to and from the park that it’s easy to overlook the abundance of visitors to 14 Shepherd’s Trail.  
Like most of the houses in the neighbourhood, it is an old red brick house. Unlike most of the houses, when 
you walk through the door, you enter into the magical Village of Shepherd’s Crossing.  
	 When you first enter the house, it seems as though you are entering a standard front hallway. The 
walls are sparse, with only a sloppy painting of a Canada Goose on the wall and an empty hat rack. Once the 
door closes, everything goes dark. 
	 After a few seconds, the light changes and you are standing outside. It is late summer and the air is 
warm and cozy. Behind you is a closed door, on an old shed. In front of you is a dirt pathway that leads down a 
hill to a small Village, and beyond that you can see the ivy-covered brick and metal walls of the Shepherd’s 
Crossing School of Magic.  
	 You excitedly head down the path toward your School. You don’t pay much attention to the shops and 
buildings in town, knowing you’ll have time to explore them later. No one is outside at the moment. You 
imagine in a weeks time, when the rest of the students arrive, the place will be bustling. You already have 
everything you need in your bag, and your pet companion is with you. You had to move to the School earlier 
than most of the other students this year, but you don’t really mind. 
	 In no time at all, you are standing at the front doors to the School. The double doors are made of thick 
glass with the words Shepherd’s Crossing School of Magic written across them. The doors seem sleek and 
contemporary compared to the old ivy-covered walls they’re set into. The building is a strange mixture of old 
and modern, with glass and metal accoutrements set amongst deteriorating stone and brick. The building 
looks like it was once a humungous featureless rectangular building, but now it’s covered with so many 
additions of various shapes and sizes, it looks like the cube’s insides have exploded outwards. Despite its 
oddity, the building is beautiful, with a sort of wild dignity to the mayhem. 
	 You can see the Front Hall through the door, and you push your way inside. The Hall is illuminated by 
lanterns, since there is no electricity in Shepherd’s Crossing; it can interfere with magic. The Hall is covered 
with framed portraits of former students and staff. The portraits reveal one of the core values of Shepherd’s 
Crossing, its commitment to diversity and inclusion. The School invites students from any species, magical 
status, age, gender etc to attend the School. Students don’t even have to have magic powers, just a desire to 
live and contribute to the magical community. The School has Elementary, High School and University 
courses. Some students attend the School from kindergarten all the way to their doctorates. Some students 
only stay for a semester or two while they work on a specific skill set.  
	 You walk up to a desk in the corner, where an Elf Administrator is sitting and crocheting a brightly-
coloured blanket. You introduce yourself as a new student, and the Elf instructs you to roll the House die. It 
sits inside a small wooden box on the corner of the desk. When you open the box, the four-sided die begins to 
glow yellow. The Elf tells you to hold the die in your hand until it stops glowing and then roll it onto the desk. 
The die grows warmer and then cooler as the glow fades.  
	 You roll the die and it tells you which House you are sorted into. You will live in your House Dorms and 
contribute to the House extracurricular activities as you are able. The Elf suggests you have some lunch before 
heading to your room, and they bring you into a dining area in the Great Hall. There are a few people already 
there, and the Elf leaves you with them.  
	 You sit down at a table with the others… 

This is where the introduction ends and your adventure begins. Keep reading below for information on creating 
your character and gameplay. Once everyone is ready to begin, re-read the introduction and the Game Master 
will lead you from there.  
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Brief Intro to Role-Playing Games 
	 A role-playing game (RPG) is a gaming genre where players assume the role of a character for the 
duration of a game. There are various types of RPGs, like video games, live action, or the tabletop variety. 
Shepherd’s Crossing is the tabletop variety. It can be played around a table or in a comfortable space like a 
living room. As long as players are able to take notes and write on their Character Sheets, and there’s a place 
to roll the dice, it can be played anywhere.    
	 Each player generally plays one character, sometimes called a player character (PC), while the Game 
Master (GM) is responsible for running the world, creating and managing the settings, non-player characters 
(NPCs), monsters, treasure, and all other things that aid or challenge the players. Dice are often used to 
determine the success or failure of actions that take place in the game. Role-playing games are structured 
games of pretend.  
	 A tabletop RPG can be played using lots of different systems like Dungeons & Dragons, Pathfinder, or 
others. This game adapts and simplifies resources from the Basic Fantasy RPG system. If you’d like to learn 
more, you can find all sorts of free guides and resources at basicfantasy.org. Those resources are not necessary 
to play this particular adventure, as there’s a playing Guide below.  
	 Experienced RPGers and GMs should note that this is a simplified system. Feel free to play according to 
the system you’re used to.  

Getting Started 
Game Master 
Someone in your group will need to be the GM (Game Master). They function as the storykeepers, describing 
what is happening, role-playing as non-player characters (NPCs), and making decisions about outcomes. They 
will need to read through the Adventure Guide and spend time adapting it to your particular group. It’s their 
job to plan out the adventure before gameplay begins.  

Players 
Everyone else will be a player. Each player is responsible for the creation of a character, as well as playing the 
role of that character. Characters can be created ahead of time, or just before the adventure begins. 

Types of Dice 
D6 - Standard 6 sided dice.  
D4 - 4 sided dice usually pyramid shaped. 
D8 - 8 sided dice usually shaped like two pyramids stacked bottom to bottom.   
D10 - Two 10 sided dice also called "Percentile Dice".   
D12 - 12 sided dice.  
D20 - 20 sided dice. 

Pre-generated Characters 
Players who don’t want to create their own can use the pre-generated characters. These Character Sheets have 
already been filled in and are ready to go.  There is Zeke (Goblin Sorcerer), Tesseract (Elf Cleric), Marjorie (Half-
Giant Shape-Shifter) and Pumpkin (Human Layperson). If you don’t want to decide, you could roll a D4. If you 
roll: 

	  

1 Zeke - Goblin Sorcerer

2 Tesseract - Elf Cleric

3 Marjorie - Half-Giant Shape-Shifter

4 Pumpkin - Human Layperson
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Character Sheets 
Character Sheets are needed to keep track of your character and note information throughout the game. 
Character Abilities are divided into categories: 
• Strength  - How strong your character is. 
• Intelligence - Book-smarts. 
• Wisdom - Life-smarts. 
• Dexterity  - How quick/flexible your character is. 
• Constitution - How much your character can handle. 
• Charisma - How your character gets along with others. 
Also on the Character Sheet are: 
• Information about who your character is. 
• Information about what your character can do. 
• Information about what your character is carrying. 

Character Creation Steps  
	 1.	 First, you will need pencils, erasers, some game dice, scrap paper, and a Shepherd’s Crossing Character 

Sheet for each player. You can refer to the pre-generated Character Sheets for examples if desired. 

	 2.	 Fill out your character with a name and pronouns that should be used when referring to them 
throughout the game.  

	 3.	 Choose a species and write in its languages, hit die, and abilities in the boxes on the Character Sheet. 
The species in this game are Goblin, Elf, Half-Giant and Human. See the Character Species section on 
page 7 for more information. If you don’t want to decide, you could roll a D4. If you roll: 

	  
	 4.	 Choose a magical status and write in its gear, abilities, and spells in the appropriate places on the 

Character Sheet. The statuses in this game are Sorcerer, Cleric, Shape-Shifter and Layperson. See the 
Character Magical Statuses section on page 8 for more information. If you don’t want to decide, you 
could roll a D4. If you roll: 

	  
	 5.	 In order to be sorted into one of Shepherd’s Crossing’s four Houses, you can roll a die or take a sorting 

quiz online. Add your House bonuses to the appropriate category. The Houses in this game are Rae, 
Alan, Jean and Wren. See the Houses section on page 9 for more information. Head to this link to take 
the quiz: https://goo.gl/Adiybd or roll a D4. If you roll: 

1 Goblin

2 Elf

3 Half-Giant

4 Human

1 Sorcerer

2 Cleric

3 Shape-shifter

4 Layperson

1 House of Rae
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	 6.	 Choose your character’s alignment, which will help you determine decisions your character will make 
throughout the game. See the Alignments section on page 11 for more information.  If you don’t want 
to decide, you could roll a D6. If you roll: 

	  
	 7.	 All characters start the first adventure with a simple wand. There is the option of purchasing an 

upgraded wand, but it won’t have any effect on gameplay in the first adventure. 

	 8.	 You begin at level one. In Shepherd’s Crossing, you advance to the next level when you complete an 
adventure. 

	 9.	 To determine your pet companion, roll a D10. Write down your pet’s type/name/HP (hit points)/AC 
(armour class) and your pet’s ability. The pets available in this game are Cat, Dog, Snake, Rat, Rabbit, 
Owl, Turtle, Magpie, Fish and Spider. See the Pet Companions section starting on page 11 for more 
information.   If you roll: 

	  
	 10.	 Roll for your starting money (2D12 X 10 dollars - that means roll a D12 twice and multiply by 10). If you 

purchase extra gear, don’t forget to subtract that amount from this starting number.  

2 House of Alan

3 House of Jean

4 House of Wren

1 Lawful Good

2 Neutral Good

3 Chaotic Good

4 Lawful Neutral

5 True Neutral

6 Chaotic Neutral

0 Cat

1 Dog

2 Snake

3 Rat

4 Rabbit

5 Owl

6 Turtle

7 Magpie

8 Fish

9 Spider
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	 11.	 Optional: there are boxes on the Character Sheet where you can write down some background 
information and/or sketch a portrait, if you so desire.  

	 12.	 Roll 3D6 for each ability score. (That means roll a D6 three times.) Write the total down. The abilities 
are: Strength, Intelligence, Wisdom, Dexterity, Constitution, and Charisma. Example ability scores: 
Strength: 8, Intelligence: 10, Wisdom: 13, Dexterity: 13, Constitution: 14, Charisma: 5. 

	 13.	 Translate your ability score die roll amounts to ability modifiers using the chart below. The bonus/
penalties for the example scores above would be: Strength -1, Intelligence 0, Wisdom +1, Dexterity +1, 
Constitution +1, Charisma -2.  

	 14.	 If desired, purchase extra gear, weapons, and armour for your character and write it in. See the Gear 
for Purchase section on page 12 for more information. You begin each adventure with some basic 
starting equipment, listed in the bottom corner of the Character Sheet. 

	  
	 15.	 List the weapons your character has, whether they start the adventure with them or purchased them. 

Write the damage die in the adjacent hexagon. For example, a dagger does 1D4 damage. If you or your 
pet does a melee attack, write that here as well. For example, a Shape-Shifter who turns into a bear can 
do a 1D8 claw or bite attack. If your weapon uses ammo, don’t forget to write down how much ammo 
you start with and keep track of it throughout the game. 

	  
	 16.	 For hit points, roll the hit die for your magical status and add your Constitution bonus/penalty.  For 

example, if you’re a Shape-Shifter, your hit die is a D6. You roll it and get a 3. You have a +1 Constitution 
bonus, so your total hit points are 4. Write it down. 

	 17.	 Write down your armour class (which is determined by the armour that you purchase, see below), 
adding your Dexterity bonus/penalty.  

	  

Ability Score Ability Modifier

3 -3

4-5 -2

6-8 -1

9-12 0

13-15 +1

16-17 +2

18 +3

Armour Type Armour Class

No armour 11

Leather armour 13

Chain mail 15

Plate mail 17

Shield +1
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	 18.	 Write down any modifiers to Initiative rolls you might have. For example, Goblins get an extra +1 to 
Initiative. 	  

	 19.	 Write down any modifiers to Perception rolls you might have. For example, Laypeople get an extra +1 
to Perception. 

	 20.	 Write down your attack bonus of +1. (All characters have +1 at first level.) Add any modifiers you have 
to this amount. For example, Half-Giants have +1 when fighting non-magically. 

	  

Character Species 
Shepherd’s Crossing prides itself on inviting individuals from any species or magical type to attend the School. 
Although there are often a few Centaurs and Dwarves etc that enrol every year, the majority of the student 
population is made up of Goblins, Elves, Half-Giants and Humans. 

Goblins 
Goblins are small and clumsy, but they more than make up for it with brains. They are smart and confident, 
able to think up plans and execute them with ease. They can sometimes be a bit grumpy. 

Elves 
Elves are sweet-hearted and tough-as-nails. They are really polite to everyone they meet, and aren’t likely to 
start a fight. But if a fight breaks out, they can hold their own with their high pain tolerances. 

Half-Giants 
There aren’t many full-size Giants left in the world, but Canada has a thriving population of Half-Giants. 
Don’t let the name fool you, Half-Giants are still huge, and strong. They sometimes struggle with intellectual 
pursuits, but they manage. 

Humans 
Humans have the added benefit of being able to live in the non-magic Human world. This gives them some 
added wisdom the other species don’t have. Humans tend to be good at convincing others to do what they 
want, for better or for worse. 
Goblin - hit die D4 
Average 1 Metre tall, 25 kg.  
Languages:  
Common, Goblin 
Abilities:   
• +1 Intelligence bonus 
• Begin the game with 50 extra dollars 
• +1 to Initiative rolls

Elf - hit die D8 
Average 1.25 Metres tall, 35 kg. 
Languages:  
Common, Elvish 
Abilities:   
• +1 Constitution bonus 
• Dark Vision (can see in the dark) 
• +1 Dexterity bonus

Half-Giant - hit die D6 
Average 2.5 Metres tall, 125 kg. 
Languages:  
Common, Giant 
Abilities:   
• +1 Strength bonus,  
• +1 Constitution bonus 
• -1 Intelligence penalty 
• Tough (+1 bonus to AC when attacked non-

magically)

Human - hit die D6 
Average 1.75 Metres tall, 80 kg. 
Languages:  
Common 
Abilities:   
• +1 Charisma bonus 
• +1 Wisdom bonus 
• +1 Perception bonus 
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Character Magical Statuses 
Shepherd’s Crossing students don’t have to have magic powers, just a desire to live and contribute to the 
magical community. Although there is much overlap between the magical status types, three main categories 
have developed: Sorcerers, Clerics and Shape-Shifters. Non-magical students are referred to as Laypeople. 

Sorcerers 
The majority of students are just regular Sorcerers, magical people with no particular religious affiliations or 
extra-special abilities. 

Cleric 
Clerics are magical people who credit their powers to a deity or deities. (Note: players can choose what the 
holy symbol and religious text are if they desire. For example, their holy symbol could be a chalice and their 
religious text an ancient tome. Or their holy symbol could be a stuffed polar bear and their religious text could 
be “Where the Wild Things Are”, etc.) 

Shape-Shifters 
Some students have a special magical skill where they can shape-shift into animals. Shepherd’s Crossing 
teaches these students how to shift into Bears, Hawks, Squirrels and Fish. The power is impressive, but most 
Shape-Shifters have decreased magical abilities in other areas. Nevertheless, the ability to fight, climb, fly and 
swim is useful.  

Laypeople 
Individuals with no magical abilities attend Shepherd’s Crossing as well. They take classes along with 
everyone else and, although they can’t perform magic, you’d be surprised how often their knowledge and 
courage comes in handy. They tend to be inspiring friends and colleagues who are capable of out-of-the-box 
thinking. 

Spellcasting 
Characters can cast their spells once per day per level. 
Sorcerer 
A magical Shepherd’s Crossing student. 
Gear: 
• Fountain pen 
• Paper journal 
• Walking staff - damage 1D4 
Spells (must brandish wand to perform spells): 
• Levitate (can drop an opponent from a significant 

height - damage 1D8) 
• Fire (shoots a line of fire from wand tip - damage 

1D6)

Cleric 
A religious Shepherd’s Crossing student. 
Gear: 
• Holy symbol 
• Religious text 
• Silver dagger - damage 1D4 
Spells (must brandish wand and have their holy 
symbol nearby to perform spells): 
• Heal (by touching the injured creature, can heal 

1D6 worth of hit points) 
• Turn the Undead (drives away Undead monsters, 

player rolls a D20, is successful if roll is greater 
than AC of the monster, +1/level) 

• Light (wand-tip becomes a light that can 
illuminate a medium sized room)
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Houses 
At Shepherd’s Crossing, students are divided into one of four Houses, each named after one of the School’s 
founders: Rae, Alan, Jean and Wren. 

Houses organize students into both Dormitories and extracurricular communities. Students are placed in their 
Houses in their first year at Shepherd’s Crossing by rolling a magical four-sided die (D4). The die takes into 
account the individual’s likes/dislikes, skills, potentials and passions so they will be placed amongst peers who 
can encourage them to be all they can be. 

House of Rae 
The House of Rae specializes in religion, politics and power. Raes are strong-willed, opinionated and 
charismatic.  The house is filled with policy-makers and policy-changers, community activists and theological 
thinkers. Members of this House often lead the School’s religious and interfaith communities, along with 
student government. Raes frequently end up as political and religious leaders, judges and lawyers, champions 
for people’s rights. Topics you will hear discussed at length in the Rae Common Room are: individual and 
institutional rights, the relationship between church and state, laws and civil disobedience, social justice, etc. 
The staff liaison for Rae is Rev’d Kierkegaard, the School Interfaith Chaplain. 

House of Alan 
The House of Alan specializes in wisdom and adventure. Alans are creative, thoughtful and passionate. The 
House is filled with artists, writers and readers, travellers and risk-takers. Members of this House often work 
together to put on art shows, cultural events, and poetry slams. Alans frequently end up as writers, painters, 
dancers, mountain-climbers. Topics you will hear discussed at length in the Alan Common Room are: 
philosophy, art and risk-taking, the importance of representation, stories from travels, etc. The staff liaison for 
Alan is Prof Ruddiger, the Social Studies Professor. 

House of Jean 
The House of Jean specializes in caring for the living and the dead. Jeans are scientific, hard-working and 
inquisitive. The House is filled with doctors, botanists and zoologists, farmers and cure-finders.  Members of this 
House often volunteer with animals and at healing centres. Jeans frequently end up as surgeons, sustainable 

Shape-Shifter 
A shapeshifting Shepherd’s Crossing student. 
Gear: 
• Small bag of chalk pieces 
• Small metal mirror 
• Hand axe - 1D6 damage 
Ability: 
• Shift (character can shift between the animals on 

the list below and their natural state, 
remembering that their clothing and other items 
need to be dealt with when shifting. During battle, 
it takes an entire round to shift) 

- Bear - 1D6 damage claw or bite 
- Hawk - 1D3 damage claw (roll a D6 and divide by 2, 

rounding up), can fly 
- Squirrel - no damage, but can hide and climb 

really well 
- Salmon - no damage, can swim and breath 

underwater, but can’t shift away from water

Layperson 
A non-magical Shepherd’s Crossing student. 
Gear: 
• Thieves pick and tools 
• Crossbow (20 quarrel) - 1D8 damage 
• Longsword - 1D8 damage 
Abilities: 
• Courage (when in a battle versus an opponent 

who casts spells, +2 to attack rolls) 
• +1 to Initiative 
• +1 to Charisma 
• +1 Perception bonus 
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farmers, veterinarians, physicists, lab technicians. Topics you will hear discussed at length in the Jean Common 
Room are: cures for diseases, the scientific method, pet training, gardening techniques, etc. The staff liaison for 
Jean is Dr Robot, the Healthcare Professor. 

House of Wren 
The House of Wren specializes in friendship and relationships. Wrens are friendly, empathetic and 
compassionate. The House is filled with counsellors, caregivers, lovers and dreamers. Members of this House 
often create social clubs and support groups. Wrens frequently end up as mediators, caregivers, mental health 
professionals, social workers. Topics you will hear discussed at length in the Wren Common Room are: 
‘shipping’, relationship advice, emotional well-being, meaningful connections, etc. The staff liaison for Wren is 
Ms Riker, the School Counsellor. 

Rae 
religion, politics and power  

House Bonus: +1 Attack Bonus, +1 Charisma 

$

Wren 
friendship and relationships 

House Bonus: +1 Armour Class 

$

Alan 
wisdom and adventure 

House Bonus: +1 Intelligence,  +1 Wisdom 

$

Jean 
caring for the living and the dead 

House Bonus: +1 Hit Points 

$
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Alignments 
A character's general moral and personal attitudes are represented by their alignment. Alignments help 
develop a character's identity. Nine different alignments define all the possible combinations of good-evil 
alignments and lawful-chaotic alignments. Individuals can vary immensely even within the same category, 
so players do not have to feel confined by their character’s alignment. 

Good vs. Evil 
Good characters and creatures protect innocent life. Evil characters and creatures destroy innocent life, 
whether for fun or profit. Those who are neutral with respect to good and evil are reluctant to hurt the 
innocent, but also aren’t motivated to be helpful unless it benefits themselves.  

Law vs. Chaos 
Lawful characters tell the truth, keep their promises, respect authority, honour traditions, and are 
judgemental of others who don't do the same. Chaotic characters follow their own standards, don’t like being 
told what to do, and do what they they feel like at the moment. Those who are neutral with respect to law and 
chaos have a reasonable respect for authority and don’t feel motivated to rebel or to obey. 

The first six alignments, lawful good through chaotic neutral, are the standard alignments for player 
characters. The three evil alignments are for monsters and villains, included here for the sake of interest. 

Pet Companions 
Each student at Shepherd’s Crossing has a pet companion. These pets follow their owners automatically, and 
will hide during a battle (unless summoned). Smaller pets like the Fish and the Spider are carried in their 
owner’s backpacks.  
If your pet has an ability that is an action (for example, Magpies heal and Spiders bite), you must point your 
wand at them and speak the command you want them to do (for example, “Magpie, heal that Dragon” or 
“Spider, bite that Troll” or “Snake, scare that Ghost.”). This works for Laypeople too. 

Lawful Good - The Crusader 
Lawful goods are truly good 
people. They are disciplined, 
committed, and trustworthy. They 
are full of  compassion and 
integrity and are committed to 
their battle against evil.

Neutral Good - The Benefactor 
Neutral goods are committed to 
helping others, but they don’t 
necessarily have any bias in any 
direction. They will switch 
loyalties on a whim, especially if it 
benefits them personally.

Chaotic Good - The Rebel 
Chaotic goods let their conscience 
be their guide. Their own morals 
and societies rules can sometimes 
be in conflict, but they are 
ultimately kind to others.

Lawful Neutral - The Judge 
Lawful neutrals are law-abiders. 
They don’t put any energy into a 
battle against evil. They are 
impartial and by the book.

True Neutral - The Undecided 
True neutrals are unsure of their 
conviction and morals. They aren’t 
concerned about how their 
intentions are regarded. They act 
in whatever way they want to. 

Chaotic Neutral - The Free Spirit 
Chaotic neutrals follow their own 
desires and are mainly focused on 
themselves. They aren’t motivated 
by the needs of others. They do 
what they want when they want, 
and are against rules and laws.

Lawful Evil - The Dominator 
Lawful evils practice finely crafted 
evil. They believe in usual lawful 
traits like loyalty and order, but 
have no regard for life.

Neutral Evil - The Malefactor 
Neutral evils do whatever evil they 
can get away with. They are evil 
purely for the sake of being evil.

Chaotic Evil - The Destroyer 
Chaotic evils thrive on greed and 
power. They will do whatever it 
takes to get what they want. 
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Keep in mind that your pet can be killed. So keep them safe!

Gear for Purchase 
There is a General Store in Shepherd’s Crossing that sells the gear below. You may purchase anything from 
this list before the adventure begins using your starting money. Don’t forget to keep a running total of your 
money throughout the game. If your character is carrying too much stuff, it could slow them down. 

Cat 
Ability: Will attack a foe once per battle if thrown - 
1D4 damage - HP 5, AC 8

Owl 
Ability: Owner has +1 Perception - HP 5, AC 7

Dog 
Ability: Will attack foes during battles if commanded - 
1D4 damage - HP 7, AC 9

Turtle 
Ability: Owner has +1 Constitution - HP 5, AC 10

Snake 
Ability: Instills fear in foes, giving them -2 on Initiative 
rolls - HP 4, AC 6

Magpie 
Ability: Can heal 1D4 HP by landing on injured 
creature’s shoulder, once per day - HP 4, AC 7

Rat 
Ability: Distracts foes, giving them -1 on attack rolls - 
Hp 3, AC 7

Fish 
Ability: Owner has +1 Dexterity - HP 2, AC 2 (cannot 
survive out of water - lives in a transportable fish jug)

Rabbit 
Ability: Allows owner to re-roll any die, once per 
battle - HP 5, AC 8

Spider 
Ability: Will bite and poison a foe, 1D4 damage and -1 
to foes armour class, once per battle - HP 3, AC 3

Armour 
Leather Armour - $25 
Chain Mail - $75 
Plate Mail - $300 
Shield - $7 

Weapons 
Spear - $25 - 1D6 damage (thrown or melee) 
Club - $15 - 1D4 damage 
Shortsword - $40 - 1D6 damage 
Dagger - $15 - 1D4 damage 
Shortbow - $175 
Shortbow arrow - $1 - 1D6 damage 
Sling - $10 
Stones for Sling - 5 for $1 - 1D3 damage (1D6 divided 
by two, rounded up)

Wands 
Simple - $25 
Normal - $50 
Fancy - $100 
Superior - $300 

General Equipment 
Candle - $2 
Set of Clothing - $5 
Bedroll - $10 
Glass Bottle - $3 
Grappling Hook - $5 
Iron Spike - $1 
Rope Ladder, 5 metres - $15 
Lantern - $20 
Rope, 25 metres - $5 
Sack, Small - $2 
Sack, Large - $4 
Tinderbox - $6 
Torch - $2
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Gameplay 
Once your Character Sheets have been finished and everyone is ready to begin, the Game Master (GM) will set 
the scene. From there, you and the other players will discuss and describe what your characters are doing. The 
action takes place in your collective imagination. The GM will describe the settings and play the parts of the 
characters you meet and interact with. They will also make decisions about outcomes based on the 
character’s actions. You and your team will state how you interact with the environment and how you react 
to the situations you are faced with.  

It’s a good idea for everyone to have blank paper to take notes.  

Turns 
Depending on the size and personality of your group, turns can happen in various ways. Your GM will decide 
this. If you have a large rowdy group, you might take turns in order. You might timekeep each turn so 
everyone gets a fair amount of time.  If you have a smaller hospitable group, all actions can be discussed aloud 
in any order.  

Each turn should describe something that lasts about 10 minutes in game. For example, you could “climb a 
tree to see if I can find the river” or “give my Dog a bath” or “pick the lock on the treasure chest”. If you want to 
do something that lasts longer, you should discuss it with the group. For example, if you want to “sleep for the 
night”or “read a 400 page ancient text”, ask your team if they would like to join you, or what they want to do 
while you perform this action. 

Once you describe your turn, the GM will tell you what the result of your action (or inaction is), if any. The GM 
might get you to roll a die to help decide the result. For example, if you decide to “convince this Ghost to tell 
me the secret password”, you may be asked to roll a Charisma check with a DC15 (Difficulty Class of 15). For 
these ability checks, you always roll a D20. Let’s say you roll a 6, and you have a Charisma modifier of +2. That 
means that your score is 8, and you failed to convince the Ghost. Another example, you try to kick down a 
door, and you are asked to roll a Strength check. You roll a 17, and you have a Strength modifier of -1. That 
means your score is 16. The GM knew that it was a DC13, and they tell you the door has been kicked in. The GM 
won’t necessarily tell you the DC of the check if it’s not information your character would have. You won’t 
always need to roll DC checks, especially for things like “eat this apple” or “walk down the hallway”, but you 
never know! Your GM will guide you. 

When you search a room or your immediate area, you may be asked to roll a Perception check with a D20. 
Depending on your roll, your GM might give you more information about your surroundings. But it’s possible 
that something is completely hidden, or you need to pass a higher DC check to notice it. It’s a good idea to do 
Perception checks often. 

It is usually a good idea to stick together with your group, since battles are hard to survive individually. Your 
GM will guide you if you do split up.  

Day to Day Survival  
Characters must consume one day's worth of rations (or equivalent food) and a minimum of one quart of 
water per day. Failure to consume enough food does not significantly affect a character for the first two days, 
but after that they lose 1 hit point (HP) per day. Characters require 6 hours sleep out of every 24. Characters 
who get less than the required amount of sleep suffer a -1 penalty on all attack rolls. For each additional night 
where sufficient sleep is not received, the penalty becomes one point worse.  

Combat 
When the party encounters potential enemies, the time scale shifts from 10-minute-long turns to 10-second-
long combat rounds.  The GM will let you know when you are in combat so you can begin the combat cycle:  
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1. Roll a D12 for Initiative and add any bonuses or penalties. You might get a penalty if your foe sneaks up on 
you and surprises you, which your GM will let you know. (Conversely, if you sneak up on a foe, they might 
get an Initiative penalty.) Tell the GM your roll number. The GM will roll for the enemy combatants as 
well, and put you all into numeric order.  

2. Act in Initiative order. Characters who have the same Initiative number act simultaneously. A character 
can delay their action until another character acts, acting simultaneously.  

3. On their turn, characters may move and then attack (in that order), just move, or just attack. An attack 
ends the player's turn.  

4. To attack, players indicate who they are attacking and what weapon they are using. Then they roll a D20, 
adding their attack bonus. For example, you could “attack the Troll with my dagger”. If you roll a 13 with a 
+1 Attack bonus, that is a 14 total. The Troll has an Armour Class (AC) of 14, so the attack is successful. The  
damage die for a dagger is 1D4, and you roll a 3. The Troll loses 3 from its hit points! When their hit points 
are reduced to zero (or lower), they are dead. Another example, you are attacked by a biting Wolf. They roll 
a 3, and your AC is 17, so their attack is unsuccessful and it moves to the next player’s turn. Another 
example, your teammate is attacked by a Skeleton Warrior, who rolls an 18. Your teammates AC is 13, so the 
attack is successful. The Skeleton Warrior rolls a D8 for damage and gets a 7, so your teammate must lose 7 
HP. Unfortunately, your teammate only has 6 HP, so they are dead. See below for what to do in this case.  

5. Continue this cycle until the combat is resolved, by killing all enemy combatants, dying/getting knocked 
out, or running away. Sometimes you’ll need to pass an ability check to run away. 

If a character attempts a particularly complicated attack, they may need to pass other skill checks before their 
attack roll. For example, if you want to “flip in the air three times before bringing my hand axe down on the 
Zombie’s head”, you’ll need to roll a Dexterity check first to see if your flips are successful and then roll for 
attack. Your GM will let you know when this is necessary. 

A natural roll is the number on the die without any added modifiers, just the number you see on the die. If 
someone rolls a natural 1 during combat, their attack backfires and they must roll their own attack die and 
take damage on themselves. For example, if you roll a natural 1 while attacking with a club, you must roll 1D4 
and take the damage to your own HP.  If someone rolls a natural 20, their attack is automatically successful 
and they can double the attack rolls. For example, if you roll a natural 20 when attacking with a shortsword, 
you can roll 1D6 twice instead of once. 

When a character attacks without a weapon, striking with a fist or foot, it is called brawling. Normal 
characters do 1D3 (roll a D6, divide by 2 rounded up) points of damage with a punch, 1D4 with a kick; punches 
and kicks are rolled at a -2 attack penalty. A character in no armour or leather armour cannot successfully 
punch or kick a character in metal armour, and in fact, if this is attempted the damage is applied to the 
attacker instead of the defender.  

Wounds & Healing, Death & Dying  
Wounded characters recover 1 hit point (HP) of damage every day, provided that normal sleep is possible. 
Characters who rest during the day as well regain an additional HP each evening.  

If a character has exactly 0 (zero) HP, they are knocked out. They can rest to gain consciousness, or be healed. 
Anyone reduced below zero HP is (probably) dead. At the GM's discretion, it might be possible that there are 
people or abilities that could raise the character from the dead, if the character's friends are willing to do what 
it takes. Often a hefty fee or some form of service will be required. If the character isn’t revived and is truly 
dead, the player can probably rejoin the adventure with a new Character Sheet and character, at the GM’s 
discretion. The GM will need to introduce this new character into the narrative. 

Levelling Up 
When a player completes an adventure, they level up, congratulations! Follow the steps below before playing 
the next adventure, making the changes on the Character Sheet. (If a player only completed part of an 
adventure, ask the GM for guidance with how to proceed.) 
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• Add +1 to your level. 
• Roll the hit die for your species and add the total to your hit points. For example, if you’re a Human with 4 

HP, roll a D6 again. If you roll a 2, add it to your original 4 for a new HP of 6. 
• Add +1 to your attack bonus. 
• At your discretion, add +1 to your Strength, Intelligence, Wisdom, Dexterity, Constitution, Charisma, 

Perception or Initiative. 
• Characters can cast their spells once per day per level, so the amount of spells that can be cast is increased. 
• Ask your GM what new spell or ability you’ve gained based on your magical status, listed in the GM 

adventure guide. 

Good luck! 
When in doubt, ask your GM! 

http://biseenscene.com/
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