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THE NINETEEN KINGDOMS OF TROPO 
 

1. Tropo  Occupied by Creel   
2. Aladaskar Occupied by Aladaskins, Humans, Rhesha Elves 
3. Gildan  Occupied by Humans, Aladaskins, Ellender Elves, Fairies, Vampires  
4. Caroundael Occupied by Humans 
5. Ellender Occupied by Ellender Elves, Humans, Fairies 
6. Lambra Occupied by Humans 
7. Authodor  Occupied by Humans, Ellender Elves, Aladaskins 
8. Breken Occupied by Humans 
9. Ceris  Occupied by Humans, Ellender Elves 
10. Gin Gin Not Occupied 
11. Iskander Occupied by Creel 
12. Rhesha Occupied by Rhesha Elves, Fairies 
13. Rhosho Occupied by Humans, Rhesha Elves, Fairies 
14. Keele Occupied by Keele Trolls, Creel 
15. Fae  Occupied by Fairies 
16. Faecia Occupied by Fairies, Humans 
17. Ebemor Occupied by Aladaskins, Humans 
18. Eicin  Occupied by Creel 
19. Icin  Occupied by Creel 
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To the left is a map 

of the Kingdom of Gildan, 
which is the main country 
that the game is played 
in.  The capital city of 
the kingdom is Gildan, 
and it is ruled by King 
Kiltin Boah. The kingdom 
is the richest, and most 
powerful of all the 
countries, which sparks a 
jealousy and hatred 
among certain other 
countries. The kingdom 
is rich in farming, 
Avindewla plants 
(ingredient for healing 
potions) and imbuing 
Borris Stones with 
magic. Borris Stones are 
unique stones which can 
be charged with magic 
spells, making it possible 
to mass produce magic, 
and sell it relatively 
inexpensively.  

As you study the 
map, you will notice that 
there are cities in the 
countries of Caroundael, 
which I have not named. 
I did not name them 
because if and when the 
game gets fans and 
players, I will let certain 
qualified players name 
the cities. Basically I am 
going by the philosophy 
of why should I do it 
today, when you can do it 
for me tomorrow.  

The map is not to 
scale. The kingdom of Gildan is approximately the size of Nevada, and there are hundreds of small 
towns and villages which are not shown on the map. The largest city is Ilscent. Gildan is the third largest 
city, and the capital city, and it was originally founded as a military base to protect against an invasion 
of Creel from Tropo. 
 

The city of Jun Ancel is the only city in all of the lands created to house vampires.  
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CHARACTERS 
(Good guys) 

 
Over the years I have created a detailed history of the world of Gildan, and I have waffled over 

whether I should include that history into these rules and guidelines. In the end I decided that I will not 
include the detailed history of the creatures and lands in this book, instead I will include them in a 
different book. I will include a general background of the character races, starting with the good (ish) 
guys.  
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HUMANS 
 

Humans did not originate from Gaea, 
instead they were transplanted from Earth 
a thousand years before the First War. For 
thousands of years humans were the most 
prolific in colonizing the continents, 
however that changed midway through the 
First War with the introduction of the 
Aeshinetti and Sucreel races. Aladaskins 
would soon follow and no one race would 
dominate the world. 

In the first War, more than seven 
thousand years ago, humans were found 
on both sides of the conflict, and they were 
in all armies. It was the brutality of humans 
that sparked the atrocities of that time, and 
it was the nobility of humans that inspired 
the races. Capable of harnessing both the 
magic of the natural world and magic of 
the spirit, humans have become 
formidable opponents, however magic of 
the spirit drains the life out of their mortal 
body. Humans were born with a soul 
inside of a mortal body, and when they die 
their soul is released from their body, 
however their soul is damaged and 
possibly destroyed when a human uses 
magic of the spirit. Humans are both 
powerful and weak at the same time. 
Capable of intense compassion and bitter 
hatred, they were once called the Rainbow 

people by the elf King Ellender, because their loyalties and emotions went from one end of the rainbow 
to the other. Humans in general tend to have a total disregard for the consequences of their actions 
regarding the use of magic of the natural world, which often damages the surrounding landscape. 

Humans are one of the few races that can adapt to most climates and conditions, and can eat a 
wide variety of foods. They tend to be creative and artistic, and they have been the driving force behind 
the creation of new magic and weapons, especially with the discovery of Borris Stones. 

Humans males average five-foot-eleven inches tall, human females average five-foot-six inches 
tall, and they are moderately strong and agile. Humans can wield single and two handed weapons, and 
they can wear chain mail, as well as any other armor. Unlike Aladaskins, humans have very little 
immunity to magic. Humans are generally liked by Ellender elves and fairies, but Rhesha elves have a 
mistrust of humans, so they tolerate them.  

Humans are the only race that can become vampires, which are living bodies with dead souls in 
them. The first vampires were created with some very powerful magic during the first War, and now 
vampires can only be made by a bite form another vampire. After the Vampire Wars the city of Jun 
Ancel was created to give the vampires a permanent place to reside. Jun Ancel is in Gildan and Gildan 
is the only country to recognize vampires as a race.
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ELLENDER ELVES 
 

 Ellender elves have often been 
considered the second generation elves 
because their race was created after the 
Rhesha elves. All elves are immortals, or 
living spirits with their soul’s part of their 
living body, which cannot be separated 
from each other. When an elf is born they 
slowly grow from a child’s to an adult in a 
time span of approximately one-hundred 
years. Once they reach adulthood, it can 
take tens of thousands of years for an elf 
to appear old and frail. When humans 
die, the human soul is separated from 
the lifeless body at the time of death, 
however when an elf dies, the souls dies 
with the body.  

Ellender elves do not believe in 
borders or countries, and in their entire 
existence they have only had one King, 
until he died during the Second War five 
hundred years ago. The country of 
Ellender was created not by the elves, 
but by humans because humans 
demand borders for countries. There 
have been a few attempts over the years 
of Rhesha elves trying to claim the 
Ellender Throne, because they feel that 
since they were the first elves on Gaea, 
they should rule all elves, but the 
Ellender elves rejected all claims made 
by the Rhesha elves.  

Ellender elves have a deep fascination with humans, and they often try and emulate them by 
dressing like them, and grooming themselves similarly. Because they are creatures of spirit, they can 
wield both magic of the spirit and magic of the natural world, however magic of the spirit does not harm 
them as it does mortals. Ellender elves believe Gaea is a living being and they are opposed to doing 
any harm to the planet. Over the years they have strayed from using magic of the natural world, until 
recently with the discovery of Borris Stones. Even with the Borris Stones they remain skeptical about 
the claims that the magic does not do harm to the planet. 

Ellender males average approximately four-foot-eight inches tall and female’s average four-foot-
five inches tall. Ellender elves are lighter skinned and fair haired compared to Rhesha elves, so Ellender 
elves are often mistaken as human children when in large groups of humans. They are generally liked 
and accepted by humans, and Aladaskins, and they are looked down upon by Rhesha elves. It is 
common for Ellender elves to have fairies as companions and friends. They cannot wear heavy armor, 
or wield swords or heavy handed weapons, however they do excel with a bow. Ellender elves choose 
a mate for life, however they do not marry, instead they are just simply together. 
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ALADASKINS 

 
Aladaskins are mortals with a soul inside 

of them, and they can live as long as one-
hundred years. Originally they were humans, 
living in the northern part of the Tropo 
continent. During the First War the Aladaskins 
were enslaved by the rebel army, and through 
numerous genetic experiments, the 
Aladaskins quickly evolved into their own 
race. Aladaskins were created to have a very 
high resistance to magic, and a thick skin for 
protection of the elements. Unfortunately 
because they have such a high tolerance to 
magic, they have difficulty wielding it, so they 
rarely use magic. By the time of the second 
War, Aladaskins had become a race, and 
through a series of bloody battles with the 
Creel, they reclaimed their country of 
Aladaskar, where they now reside. Their thick 
skin is perfect for the cold climates of 
Aladaskar, and they acclimate to warmer 
climates.  

Aladaskins do not have a collective 
opinion about humans, other than they revere 
human women. Aladaskin men believe that 
marrying a human woman raises their status 
and elevates them in their society. They are 
as driven by greed and material possessions 

as humans are, and they have a history of going to War for earthly possessions. Aladaskin women 
understandably have a hatred for human women, but they will raise the offspring of an Aladaskin male 
and a human female if the situation requires it. Aladaskins and humans can have children, and in every 
case the children turn out to be human, or at least have all the characteristics of humans. When an 
Aladaskin male weds, he swears an oath of loyalty to his bride’s family and not to God, and he stays 
monogamous. 

Aladaskin men consider strength and fitness a sign of virility, so physical appearance is a part of 
their culture. They tend to be craftsmen and smiths, creating everything from furniture to weapons. The 
weapons they produce are their largest economic export with the country of Caroundael as their largest 
purchaser of their weapons. It is illegal to enchant weapons in Aladaskar and Gildan, however it is 
common to find enchanted Aladaskin weapons for sale on the black market. Aladaskins will sell their 
goods to Aeshinetti and the Creel. 

Aladaskins are friendly toward all races except for Keele Trolls, however they are uncomfortable 
around magic wielding races such as elves and fairies. They have an odd connection with Creel and 
Aeshinetti because they are all races that were created at least during the first War. The Aladaskins 
were neutral during the second war, although they did fight Creel for different political reasons.  Male 
Aladaskins average about four-foot-ten inches tall, and females average four-foot-six inches tall.  
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RHESHA ELVES 

 
 Rhesha elves were the first sentient creatures to 
populate Gaea, nearly seven thousand years ago. Elves 
are immortals which means that their soul is a part of their 
body, and they live until their bodies die. Once their body 
dies their soul dies with the body. There are no more 
elves left from the beginning, but there are many that are 
thousands of years old. When an elf is born, it takes 
approximately one hundred years for it to grow into a 
young adult’s body. Once it reaches a certain maturity, 
the growth of their body nearly stops, and it can take tens 
of thousands of year before their body starts to show 
signs of aging. By nature elves are not violent, however 
they have grown to learn that sometimes violence is 
necessary to protect themselves from the evils of the 
world.  

Rhesha elves have a deep animosity for Ellender 
Elves, because the Ellender Elves were brought to Gaea 
hundreds of years after the Rhesha elves. Rhesha elves 
do not understand the purpose for the existence of the 
Ellender elves, and they feel that the Ellender elves are 
subordinate. Only once in the history of Gaea did a 
Rhesha elf and an Ellender elf mate, producing twins, but 
that became forbidden, and now it is considered an 
abomination by both races of elves. There have been a number of attempts from the Rhesha elves to 
rule the Ellender elves, but all attempts have failed. They are deeply spiritual and consider Gaea a 
living being, therefore just like Ellender elves, they have a reluctance toward magic of the natural world. 
Rhesha elves in general do not trust humans, however it is common for Rhesha elves to travel to human 
cities for trade, and excitement. The one negative thing about living tens of thousands of years is that 
life can become tedious, and although they do not trust humans, humans do create excitement.  

The skin tone of Rhesha elves can vary from green to blue to red, Female Rhesha elves enjoy 
changing their hair color and style, and ordaining themselves with tattoos and body art. Rhesha elves 
do not eat meat, finding it repulsive, although they will eat fish. Skilled with a bow, they use the weapon 
mostly for protection and not for hunting. They are adept trackers, and are sought after by humans 
when on an adventure. In general they acclimate well to deserts, forests, mountains, and warmer 
climates, however they have a difficult time acclimating to cold weather, because animal skins offer the 
best protection, and they consider it a sin to wear them. 

For thousands of years Rhesha elves were never interested in politics, or wealth, or trade until the 
end of the second War. Now Rhesha elves meddle in the politics of humans and occasionally Ellender 
elves. They consider Aladaskins, Creel and Aeshinetti abominations, because their races were created 
by immortals through genetics and magic, and they are not pure like elves and humans. 

Male Rhesha elves average approximately five-foot-two inches tall, and females average four-foot-
eight inches tall. 
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FAIRIES 
 

Fairies are always females, and 
they are difficult to kill, but they pretty 
much cannot do any harm either. 
Fairies are immortals, therefore their 
souls are part of their physical body, 
and death to an immortal is non-
existence in body and soul. Fairies 
greatest strengths are that they have 
powerful healing and defensive magic, 
plus they move very quickly, so they 
are very difficult to hit. On the flip side 
fairies do not wield weapons, and all of 
their magic is magic of the spirit and 
not magic of the natural world. Fairies 
are not interested in treasure, or 
wealth, instead they strive to help their 
friends, and form relationships.  

When a player’s character is a 
fairy, he or she must choose another 
player’s character to partner with. The 
character can be human, elf or 
Aladaskin, and once that character is 
chosen the fairy bonds with the 
character. What that means is that the 
fairy protects that character above all 
others in battle. So if a fairy must 
choose to use her magic to heal a 
character, the character she has 
bonded with comes first unless that 
character declines. If the bonded 

character declines, then the fairy will heal the character with the greatest injuries.    
Fairies mate with Pixies, which are the male versions of fairies, but fairies do not socialize with 

pixies, outside of mating. The child of the bonding determines its race. If it is a female, it is a fairy, if it 
is a male it is a pixie. Their mortal enemies are Sprigs, which are spiritually tainted cousins of fairies. 
Fairy offspring grow from an infant to adulthood in approximately a week, so it is extremely rare to see 
a child fairy, yet they live tens of thousands of years old. They eat leaves and flower pedals for 
nourishment, and they require very little water, so fairies do not count toward the food and water on 
quests. Fairies always get initiative in combat with initial contact (see combat) because they are so 
small, they are hard to spot. That quality makes them idea for point (see point) on a quest. 

Fairies are generally friends will humans, elves and Aladaskins, and they do not like Creel, Keele 
Trolls or Aeshinetti. The race of fairies were created only a few thousand years after Rhesha elves, but 
they have never been perceived as a threat to the Rhesha elves, so they are well accepted. On average 
fairies are six inches tall, and can have multi colored wings. 
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VAMPIRES 
 

 
 Vampires were created during the 
second War by some powerful 
immortals from the rebel army. The 
immortals discovered a way through 
very powerful magic to separate the 
human soul from its body. The soul was 
destroyed, however the body continued 
to live without a soul. The consequences 
of the body going on without a soul 
created some unforeseen side effects. 
Vampires lust for the blood of humans, 
because elements of a human soul can 
be tasted through the human’s blood, 
and a soulless body requires the 
essence of a soul. Another side effect 
from the loss of the human soul is that 
Vampires can harness magic of the 
natural world without any damage to 
their body. The effect is that vampires 
wield powerful magic that not even the 
elves or fairies could wield. Vampires 
can only wield magic of the natural world 
and because they have no soul, so they 
cannot wield magic of the spirit. 
 As a race, vampires are neither good 
nor bad, just like humans, however their 
drive for human blood has labeled them 
as monsters by humans. During the 
second war vampires were used against 
the humans in the kingdom of Gildan, 

however the humans defeated the vampire army. Reluctantly King Randal Boah of Gildan created the 
city of Jun Ancel to house the remaining vampires, and a fragile truce was born between humans and 
vampires. There are now less than twenty-thousand vampires residing in Jun Ancel, since none were 
created since the second war. Humans from the kingdom of Gildan donate blood which is used for 
medical purposes and for feeding the vampires, and so the vampires stay to themselves. A vampire 
can be generally good, or generally bad, just like humans can be. Contrary to modern popular beliefs 
vampires do have a reflection in a mirror, however they cannot be in sunlight because the ultraviolet 
rays quickly destroys their body. A vampire can be difficult to kill because they wired powerful magic, 
however they can be killed from a mortal wound to the body just like humans can get.  
 Vampires have an attraction to wealth and power, and they constantly spar with each other to rise 
in their ranks. Vampires can create other vampires by biting into a human’s artery, through a 
combination of a chemical in their saliva that kills the human soul and magic keeps that the victim’s 
body alive. It is illegal for a vampire to create another vampire in the kingdom of Gildan and the 
punishment is death if they are caught. Vampires can befriend humans, creel or aladaskins, but they 
do not care for elves or Aeshinetti.  
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CHARACTERS 

(Bad guys) 
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AESHINETTI 

 
During the first War seven-thousand years 

ago, some very powerful immortals experimented 
with the breeding of the races. One of the early 
experiments was to breed human males with 
Ellender female elves, and through this breeding 
the Aeshinetti race was created. Through slavery 
and forced breeding, the “Shin” race quickly grew 
from a few to thousands, and now they are in the 
millions. Their compassion and love has been 
bred out to be replaced with hatred and contempt 
for the human race. For fear of creating a Shin, 
Ellender female elves do not mate with human 
males, although human males have no problem 
with the mating. There were many attempts to 
breed Ellender male elves with human females, 
but in all instances the infants were stillborn.  The 
Shin were bred to be a warrior race to be used in 
the first War, but the War ended before the race 
could be fully utilized, however they were a force 
in the second War. 

Shin are light skinned, with soft angular 
features and they are almost as tall as humans. 
They are immortals with their soul part of their 
body, unlike humans where their soul is inside of 
the body. It is unknown how long Shin live, 
because they have only been in existence for 

roughly seven thousand years, and there are still some Shin alive from their earliest days of creation. 
Shin have a childhood of approximately fifty years, then they grow into a young adult, and slowly age 
into an adult. It is unknown how long a Shin lives before their body ages to the point where they appear 
old and frail, since the race has not been around long enough. They are capable of wielding magic of 
the spirit without it permanently harming them, but the strength of their spirit varies per person. 
(Explained later) They are quick and agile having the best and worst of elves and humans, and they 
consider death in battle to be an honor. It is common for Shin males to mate with human females, 
however any children from that mating creates a stillborn. Human males can mate with Shin females, 
and in all cases of childbirth, the child is human and have no elf attributes. 

Aeshinetti are militaristic in their culture, and both men and women fight in battle. Shin women are 
considered equal to Shin men in status and in battle, although they tend to use more magic than the 
males. There are no Shin colonies on the continent of Tropo, however it is common for ships of Shin 
warriors to cross the oceans to the continent of Tropo. They have a deep hatred of humans, so they 
generally do not populate places where there are large populations of humans. They have a certain 
kinship with Creel and to a lesser degree Aladaskins, because they were also races created during the 
first war.  

Aeshinetti males average five-foot-ten inches tall, and Aladaskin women average five-foot-six 
inches tall.
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SUCREEL (Creel) 
 

Creel are mortals, and are very similar to 
humans. They were engineered during the 
first War by the same immortals that created 
the Aeshinetti. The race was created by 
mating human males and Rhesha elf 
females. They are as intelligent and physical 
as humans, and very similar in many ways, 
and they can wield magic of the spirit, 
however the magic will do harm to them just 
as it does humans. There have been 
attempts for human females to mate with 
Rhesha elf females, but no mating has ever 
been successful. Creel consider all humans 
to be repulsive so they never mate with them. 

Creel have a deep hatred for humans, 
and they tolerate Aeshinetti and Aladaskins. 
For some reason they have a connection 
with Keele Trolls, and often befriend them. 
Creel find elves to be a curiosity, especially 
Rhesha elves, however their lust for war and 
violence has turned the elves away from 
them. Their culture is based on warfare and 
conquering, and they are ever trying to 
expand their borders. Even though they are 
militaristic it does not mean they have a 
barbaric culture. In fact their military is 
usually very organized and they respect their 
leadership. There are a number of countries 
controlled by Creel, however they do not 
have a central leader. Not because they 
cannot agree on one, but because they do 
not feel they need one. Since their creation 
they have discovered that it is in their best 
interest to cooperate with other Creel tribes rather than fight amongst them. Their fragile alliance with 
the Aeshinetti is more out of necessity than trust, because they are still outnumbered by humans and 
elves. They have a hard time following Shin leadership, but have a respect for military authority which 
keeps them in line.  

Creel women are considered second class citizens and they are believed to be only good for mating 
and raising their children. Creel males have a deep bond with their children, male or female, but once 
the children turn adults, the females are treated as property, and the males are generally trained as 
soldiers. They tend to live in large clans and tribes rather than cities, and they have become excellent 
craftsmen. Their weapons have been considered equal in quality to those that come out of Aladaskar. 
Although they create armor, a lot of Creel consider the extra protection in battle to be cowardly. In fact 
it is common to see Creel go into battle completely naked.  

Creel males average about five-foot-eight inches tall, and Creel females average about five-foot-
five inches tall. They live on average between fifty to one-hundred years just like humans. They can use 
magic of the spirit, however it does damage to them just like humans. (See magic of the spirit) 
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KEELE TROLLS 
 

 
Keele Trolls are immortals that once 

populated all of the continent of Tropo, but 
humans slaughtered them for their lands, and 
now Keele Trolls only populate the Keele. It 
has been estimated by some people that there 
are less than twenty-thousand Keele Trolls 
left, but nobody knows for sure. Since they are 
immortals, their souls are part of their body, 
and they can wield magic of the spirit without 
it doing them harm. They also wield magic of 
the natural world, when it is convenient to do 
so.  They are quick and agile, but they do not 
use metal weapons, or any crafted weapons. 
They either use magic, or crude clubs and 
spears during battle. Keele Trolls are solitary 
creatures, and generally do not live in cities or 
villages.  

Little is known about Keele Trolls, 
because they are hard to find, and dangerous 
when found. It is unknown how Keele Trolls 
reproduce since no Keele Troll children, or 
females have ever been found, however there 
have been many theories. One theory is that 
they don’t reproduce, that they started as a 
race of millions and have just died off one by 
one. Another theory is that they are asexual, 
and self-reproduce, but the only flaw in that 

theory is that nobody has ever seen a Keele Troll child. 
Keele Trolls communicate through a unique language that is not recognizable to any other race. 

They can learn the Creel language, but they offer little information about their race or themselves. Keele 
Trolls do not like or trust the other races, especially humans, with the exception of Creel, for some reason 
they have taken a liking to them. Keele Trolls have been known to turn against Creel if Creel disrespect 
them, or treat them harshly. Aeshinetti are only tolerated by the Keele Trolls, but only when Creel are 
around. Elves are mortal enemies of Keele Trolls, and Keele Trolls will attack elves on sight if they come 
across them. 

Treasure and money do not interest Keele Trolls, neither does political power, or possessions. Their 
biggest motivation is nature and surviving day to day. They avoid large cities, especially ones inhabited 
by humans, however it is common for them to venture into Creel villages or tribes. 

Keele Trolls mostly inhabit the Keele, and usually live in small huts crafted out of bamboo and palm 
trees, and they live in caves. They are very spiritual and believe in many gods, and they are very 
superstitious. It is common for Keele Trolls to sacrifice animals and humans to their gods, and then feast 
on the sacrifice after the ceremony. They average about eight feet tall, and wear minimum clothing, or 
none at all. They do not have male or female genitals, and their green skin makes them difficult to spot 
when in the jungles.  
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THE LAWS OF MAGIC AND PHYSICS 

 
When Gaea was created 

there were two different types of 
natural laws that ruled the 
planet, and both ruled until 
approximately five hundred 
years ago, with the end of the 
second War.  

The first of the natural laws 
was the Laws of Physics, and 
this law allowed for the creation 
of technology. This law was in 
place on Gaea and Gaea’s sister 
planet Earth until the end of the 
second War. Earth’s natural law 
became the Laws of Physics and 
magic no longer existed on the 
planet.  On Gaea inventions 
and technology no longer 
advanced, and magic (the 
second law) became the 
predominate law on Gaea. 
During those dark years magic 
became so commonly used that 
the races were creating magic to 
fight magic, and they virtually 
stopped the advancement of 
weaponry, metal crafting and the 
creation of technology. Since 
there were no advancements in 
technology, the Laws of Physics 
diminished until it was virtually 
gone. Now people on Gaea do 
not and cannot advance 
technology because the natural 
law is not in place. On Earth the 

opposite happened. Approximately five-hundred years ago the Church forbid magic to be used, and 
magic was abandoned. The Laws of Physics became the dominate natural law, virtually eliminating the 
laws of magic. Now the people of earth create all things electronic and technical and cannot use magic, 
and people on Gaea can use magic, but cannot use technology beyond the technology five hundred 
years ago. The irony is both Laws are still in place on both planets, it is just that one is dominating the 
other. With time and effort the current natural Laws could be replaced. 

The Law of Magic allows for the energy stored in all things to be harnessed, and drained to power 
the magic. There are two different kinds of magic, which are explained next.   
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MAGIC OF THE NATURAL WORLD 
 

All things in the known universe have an energy stored within them, and only the talented and 
dedicated can harness that energy. Magic of the natural world draws upon the energy of all things, and 
if the energy is taken from an organic or living object that object loses its life energy until it dies. If the 
energy is taken from an inorganic object like a stone or standing water, that object turns to dust.  

For thousands of year’s humans, creel and other creatures of Tropo that wielded magic of the 
natural world, did so with inconsistent results. That was because everything living and non-living had a 
different level of energy stored within. Since the magic drew its energy from the objects surrounding the 
wielder, the energy was different, therefore the consistency of the magic was always different. Mortals, 
such as humans and creel benefitted the most from the use of magic of the natural world because it 
drew its energy from their surroundings, rather than from their own spirit. Unfortunately the more 
powerful the spell cast, the more of the surroundings around the caster would crumble and die. During 
the first War the country that is now Gin Gin was a vast tropical forest, but the excessive use of magic 
turned the landscape into a wasteland. It is only now that pockets of vegetation and life are appearing 
in the wasteland. The country of Tropo was nearly destroyed by the overuse of magic during the first 
War, however the efforts of the creel to save the land is slowly bringing back the land. 
 

Less than one-hundred years ago a special stone was found in the mountains west of Gildan. The 
stones, later called Borris Stones after the human that discovered them, have a unique property that 
allows the stones to be charged with pre-mixed magic, therefore consistently storing certain magic spells 
within the stones. These spells allow the spell that is charged within the stone to be cast without drawing 
energy from the surrounding area, allowing for magic to be mass produced with consistent results. Borris 
Stones have become the most common way of casting magic, and casting magic without a Borris Stone 
is now against the law.  The country of Gildan has become the main supplier of Borris Stones, which 
has made them the richest country, and the envy of other nations. Borris Stones are also mined in Tropo, 
Ellender and Aladaskar. 
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MAGIC OF THE SPIRIT 
 

All sentient creatures possess the ability to draw very powerful magic from their spirit. Mortals will 
always have damage to their life when they harness magic of the spirit. If they harness the magic enough 
it will kill them. Immortals or sentient creatures that are spirits like elves or fairies are capable of wielding 
magic of the spirit without permanent damage to their life force. The life force is a combination of a 
creature’s physical strength, and the strength of their spirit. People that are followers and not leaders 
have a weaker spirit, and therefore have more damage done to them if they use magic of the spirit. 

Most magic of the spirit is defensive or healing in nature, and it is commonly used in creatures such 
as unicorns or dragons.  Elves almost always use magic of the spirit because they do not like the 
damage that magic of the natural world causes to the environment. 

Magic of the spirit is the only kind of magic that can enchant items such as weapons or jewelry, and 
once the item is enchanted it can be harnessed by the wielder of the item, including mortals without 
doing damage to their life force. Humans cannot enchant items, because the magic is too powerful and 
the attempt will kill them, so only immortals can enchant an item. It is more common for elves and fairies 
to enchant items, and different enchantments will require different levels of spirit power to create the 
enchantment. The strength of the enchantment is always random, and sometimes the magic of the 
natural world within the item clashes with the magic of the spirit the item is enchanted with, and the 
enchantment doesn’t come out quite like the enchanter expected. Borris Stones and organic living things 
cannot be enchanted with magic of the spirit, only inorganic items can such as metals, stone, still water 
and so on can be enchanted. 
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CHOOSING YOUR CHARACTER 
 

Now that we’ve given a general background 
let’s explain the characters in detail as they apply to 
the game. The first step in creating your character is 
deciding what kind of character you want to be. 
 
To begin, I have to explain the stats so you can 
decide which race to be. The CHARACTER CARD 
on the right shows a picture of an Aladaskin male. 
On the bottom of the picture is the name of the 
country the character is from, and in this case he’s 
from Aladaskar. The only exception is fairies, they 
have no real home other than Fae. On the right of 
the picture are the stats, and the first line tells you 
that he is Aladaskin.  
 
CHARACTER – This means that this card can be 
the avatar of a player. 
 
GENDER – Describes whether the character is male 
or female.  
 
LIFE BASE - This is the total amount of life that this 
character has. He can lose life points until he is 
dead, and he can be healed by magic or by other 
means, but he cannot go beyond the LIFE BASE. 
An example is he is fighting against a creel soldier 
and loses 5 life. His life is now 10 instead of 15. A 
fairy heals him with 6 life, but the most he can have 
is 15, so his life is brought back to 15. It is important to note that Base Life can be made higher by 
Extenders, which will be explained later. 
 
LOAD - Everything in this game that can be carried by a player has a load number. The load number 
on the character card is the maximum total load that character can carry. An example is a character has 
armor that has a 40 load number, a sword that has a 15 load number, and various equipment that have 
a total load number of 20. That is a total of 75 load that the character is carrying, yet the character can 
carry up to 100 load. That means if he finds treasure, he can carry up to 25 more load of treasure. If he 
goes over the maximum load number the character can carry, he or she must discard an item to bring 
the character below the maximum load. The AdMan gets all discarded cards. (See Adventure Manager) 
 
CARDS - Although there are cards for armor, weapons, equipment and such, this description solely 
applies to spell cards. (See Spell Cards) Every player that uses magic can have as many spell cards as 
he or she chooses, as long as the number of cards does not exceed the number of CARDS the character 
is allowed to carry. Remember some CARDS can effect LOAD. (See above) An example in the case of 
the human male character - the player picked twelve spell cards called a deck, (see Deck) to be used 
with the character Human male, however the most a human male character can have is 5 cards in his 
hand. If the player plays or discards a card, the player will be able to choose another card out of their 
deck. (Explained more in detail later) 



 

 
−20− 

 
 

MAGIC DEFENSE - Magic spells can cause damage to a 
character or creature, and the magic defense number is the 
amount of magic damage the character is protected from. In 
the case of the Aladaskin male character, he has 30 magic 
defense, so if any damage causing magic is used against him 
he has a strong defense against the magic. (See Magic 
Attack/Defense) 
 
POWER - Power is the amount of damage a character does 
by his or her physical strength, and that number is added to 
the damage caused by a weapon or a spell. (Magic of the 
Natural World Only) An example if a sword does 10 damage, 
and a character has a power of 10, then the combined 
damage is 20 to an enemy. The same applies to magic. If a 
spell does 10 magic damage and the character has a power 
of 10, then a total of 20 magic damage is done. If a weapon 
does 10 damage and 10 magic damage, then the power is 
divided equally between the two, so if the character has a 
power of 10, then 5 will be added to the weapon damage and 
5 to the magic damage. If it is an odd number divided between 
the weapons damage and the magic damage, the weapons 
damage always gets the extra power. The power on a 

character card will have two numbers, in the case of the human male they are 10/20. The ten is the 
minimum power that the character starts with. The 20 is the highest number of power that character can 
have through training and modifiers. (Explained later) 
 
SPIRIT SPELL LOSS - This is the amount of life points a character loses after casting magic of the 
spirit. In the case of the human male, he loses 5 life points permanently every time he casts magic of 
the spirit. He starts with 15 life points, and he casts magic of the spirit which takes away 5 life points. 
Now he has 10 life points, and he cannot go beyond 10, so he can never regain the 5 life points he lost. 
An immortal loses 3 life points after magic of the spirit is cast, however he/she recycles those points 
after 3 turns. (See turns) If an immortal loses all of their life Points from spell casting, he or she does not 
die, instead he/she falls unconscious for 3 turns.  
 
SPIRIT SPELL POWER - Magic of the spirit does not have any power, unlike magic of the natural world, 
so all of its power comes from the wielder. In the case of the human male he has a spell power of 15, 
whereas the female elf has a power of 25. The effects of the power depend on what the spirit spell does. 
Some magic of the spirit requires a minimum spirit spell power to cast. 
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ARMOR/CLOTHING 
 

 The first thing you will learn about your character 
is that he or she comes naked. You will need to buy 
clothing or armor for your character if you want to 
survive. If you look at the picture on the left, you will 
see that this armor gives a low protection against 
stabbing and slashing weapons, however the load is 
light which gives you the opportunity to carry more 
treasure.  
 
The first line says GILDAN and that is where the 
armor was made. 
 The second line says ARMOR that is the 
classification. 
 The third line says FEMALE because that is the 
gender that this armor will fit. Some armor can fit 
female and male.  
 The third line says which race can wear this 
armor. Humans, Creel and Aeshinetti, 
 The fourth line is the STABBING DEFENSE. 
(See Weapons) 
 The fifth line is the SLASHING DEFENSE 
 The sixth line is the MAGIC DEFENSE 
 The seventh line is the LOAD amount that this 
armor weighs. 
 

AGP - This is short for Average Gildan Price. The price is the average amount you would expect to 
purchase this armor for in a typical Gildan shop.  Be aware that just because this is the average price, 
it is meant more as a guideline rather than an actual price. Some shops may sell it to you for more, 
others for less, it depends on the circumstances. When selling equipment to shops, expect to get 
approximately half of what the AGP is. Don’t forget the shop needs to make money. Don’t fret, you can 
sell your stuff to other characters and overcharge them. 
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WEAPONS 
Battle is no fun without a weapon to whack somebody 

with. There are many types of weapons, and some can be 
wielded by any characters (except fairies) and others can only 
be wielded by one race. Some weapons are small enough for 
characters to wield two weapons, while others are too big, 
and the character can only wield the one.  

The first line on the card on the right says Gildan. That is 
where or by whom the weapon was made.  

The second line is the classification and says it is a 
Sword which is a weapon. 

The third line says which races can wield the weapon 
(HU) human, (EE) Ellender Elf, (RE) Rhesha Elf, (AL) 
Aladaskin, (CR) Creel, and (AE) Aeshenetti. (Vampires can 
wield any weapon or armor that a human can wield.)  

The fourth line is Stabbing Damage is 10 if used to stab. 
Stabbing damage is always an even on the dice roll. (See 
Battle) The second number is 2. That is the amount of 
damage that is reduced from the armor the weapon hits. (See 
Battle) 

The fifth line is Slashing Damage and on the weapon on 
the right it is 10. Slashing damage is always an odd number 
on the dice roll. (See Battle)  

The sixth line is the Load amount. In the case of the sword on the right the load is 10 and that 
represents the weight of the sword. (See Load)  

The seventh line is the AGP (Average Gildan Price) which is the cost to purchase this weapon at a 
store in Gildan. In the case of the sword on the right to purchase the weapon would cost 1 gold piece.  
Usually if you sell a weapon, you will receive approximately half of the AGP price. In the case of the 
sword you would receive 5 silver which is half of 1 gold. Remember the shop you sell it to needs to make 
a profit. Don’t forget, everything is negotiable.    

The eighth line is how many hands it takes to wield this weapon. Wield 1 means that you only need 
one hand to wield this weapon. Wield 2 means that you need two 
hands to wield the weapon. If you have a weapon that says Wield 1, 
you can choose to wield a second weapon, shield or equipment that 
says wield 1. 

 
 

 
EQUIPMENT 

 
In this game equipment is as important as weapons, armor and 

magic. Without the right equipment, the quest cannot be completed. 
The trick is getting the right equipment for the job. Usually the AdMan 
will inform the leader about any specific equipment needed for the 
quest. (See AdMan and Leader) Once an equipment card is used up 
it is discarded and given to the AdMan. 

This is a Lantern, and its classification is equipment. The load is 
2 and the AGP (Average Gildan Price) is 3 copper.  
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FOOD AND WATER 

(For distance play only) 
 

Just like in life food and water is necessary to survive the 
game. The card to the right is an example of one of a few 
different types of cards known as a FOOD CARD.  This 
particular bag of food lasts 50 turns, not to be confused with 
50 flips of the Adventure Deck cards. (See Adventure Deck) 
The food cards can be carried individually, and consumed 
individually or food can be bought in bulk and shared among 
the adventurers. If the food is shared a player’s character is 
given the task of documenting the food consumption, and the 
character’s name is the Grubber. (See grubber) The AdMan 
(see Adventure Manager) will also document food and water 
consumption, however he or she is not required to warn the 
players if they have run out of food or water. If a player, or 
the adventurers run out of food, they have until the flipping of 
10 adventure deck cards before they starve to death. They 
must find food by hunting, which is rolling a 1d6 to determine 
the number of turns that are lost while finding food. Any food 
hunted lasts for only one flipping of the adventure card, then 
the adventurers must find food within 10 cards flipped or go 
hunting and lose turns. (Explained later) Food can be 
purchased from a Shop, a Tavern or a wandering carriage.  
 

 
 

Water is more essential that food because less of it can 
be carried, and more of it is consumed. If a player or the 
adventure group runs out of water, they have only 3 cards 
flipped of the adventure deck before they die of thirst.  They 
can search for water by rolling a 1d6 and whatever the 
outcome of the roll of the dice, that is how many turns they 
lose. Once they find water, that will last for 3 cards being 
flipped over and then they are out of water again, unless they 
can purchase more from a shop, tavern or wandering carriage. 
If a character has a horse, the horse consumes equal to a 
character, and must have water equal to a character.  
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ADVENTURE MANAGER 
 

 
The game starts and stops with the Adventure Manager, or the AdMan for short. The AdMan is the 

person that puts the game together, and controls the game from the beginning to the end. He or she 
can be a player in the game, just not the Leader, the Grubber, or the Point Man. The AdMan is the one 
that assembles the game and plays the adventure against the players. In this game the AdMan is the 
final word in everything, and I have created these rules to be somewhat flexible, to give room for the 
AdMan to modify the game as need be to keep the game moving forward. It is the responsibility of the 
AdMan to gather all of the resources to play the game, including the cards, dice, counters and any other 
material that the AdMan sees fit to play the game with. Not to mention the players. Don’t fret, in the next 
version of the game there will be big perks for the AdMan playing. 

In this game there are no levels, no experience points, and no classes, at least not in the traditional 
sense. Every player starts with a Character Card and what he or she does with the character will define 
what the character becomes. It is the choices of the player that gives the experience to the character, 
and the best way for a character to grow is for a player to play. This game can be played multiple ways 
and it is up to the AdMan to determine the game. One of the examples in this manual is how to play a 
traveling game, which means the characters must travel from point A to point B to complete the game. 
The adventure is what happens between points A and B. This is accomplished by placing a decks of 
cards face down in the center of the players, and the players must flip the cards over one at a time and 
react to what the card says.  

For the AdMan the first step is determining what kind of adventure he or she wishes to create. It 
could be as simple as the characters need to travel from one city to another and deliver a loaf of bread. 
Sound lame? Well the adventure is what happens while the characters are traveling from one city to 
another, and it is up to the AdMan to make sure that there is enough adventure in the game to make the 
game exciting. It is a lot of hard work and creative work for the AdMan, but it is a lot of fun, and rewarding 
to make a challenging game.  

The second step in creating a fun and exciting adventure is creating the ADVENTURE DECK. The 
adventure deck is the deck of cards that the adventurers flip as they play the game. An adventure deck 
is comprised of multiple types of cards (explained next page) and it is placed face down in front of all of 
the players. Each turn a player flips a card and the group reacts to the card. Only the AdMan knows 
what it is the adventure deck because he or she created it. Adventure decks can also incorporate a 
dungeon adventure which will be detailed later. 

To play the game an AdMan will need at least four six-sided dice, an AdMan sheet, some scrap 
paper, cards (purchased or downloaded from a designated website),  card sleeves, counters (pennies, 
beads etc.), a calculator, and a pen or pencil. A well-organized AdMan will make the game flow quicker, 
and be more fun for everybody playing, so be prepared for the game well before you play. 
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CREATING THE ADVENTURE DECK 

 
Ok let’s jump in. I have included an example adventure which you can modify to play if you choose, 

and in this adventure you will need three to five players, plus the AdMan. As we create the adventure 
you will get an understanding of how the game is played. 
 
The adventure: You were told by a trusted friend that a man named Crick from the town of Pic (in the country of Gildan) 
needs a small band of adventurers to travel from Pic to the eastern shore of the Pic River in the country of Ellender. There 
you will find a soldier of fortune named Borman, where he is carrying ten unregistered Borris Stones. It is not known what 
magical charges are on the Borris Stones. (AdMan’s choice) but they need to be picked up and delivered to a barkeep at the 
Blue Ridge tavern in the town of Corris. This task is completely covert, and must be done with haste. You cannot stay in 
Ellender therefore you must travel back to Pic and head south to Corris. Unregistered Borris Stones are illegal to own and 
transport in Gildan, and the penalty if found is dependent on the magic charges within the stone. 
 
This adventure requires that the stones be 
picked up within a certain number of turns, 
otherwise Bowman skedaddles and he 
cannot be found. There is also tournament 
game rules (explained later) which you could 
apply. In the case of this adventure I will say 
that Borman must be met within 10 turns. 
Once the stones are picked up within the 
allotted amount of turns, it will require another 
amount of turns to take the stones back 
across the Pic River and head south to 
Corris. For this I have added 20 turns. ALSO 
the players will have FOUR HOURS to 
complete the game with one hour prep time. 
In future versions of the game there will be a 
grid that will consistently determine each turn. 
One note, the AdMan can add or subtract 
Adventure cards to make the game longer or 
shorter. The pay to the characters will be in Gildan coins, and the price will be negotiated by the AdMan 
and the leader at the beginning of the adventure. 
 
[The above quest is an example of the type of game that can be created. Since I have given little information about the man 
Crick, and the stones, this leaves room for plenty for intrigue. Is this a secret kingdom operation? Is one of the adventurers 
a secret Gildan Blackhawk agent? Are the stones charged with powerful magic that could be a threat to the kingdom? Is this 
simply a case of low quality Borris Stones bought and sold on the black market? As you see there is lots of room for intrigue 
to the game, and you can even keep the players guessing if any of the other players are secret spies for the kingdom of 
Gildan, or any other country] 
 
Now that you have the basic idea of what an adventure is, let’s set it up. To get the game rolling we 
must first create the Adventure Deck. This is a deck of cards placed face down in the center of the game 
table, and the bulk of the deck is made up from LAND CARDS, which are the cards that represent 
traveling in the game.  
 
 
The first step is to determine how many land cards you will need to play with, and how many turns it will 
take to play them. It goes without saying that the more cards you have, the more turns it will take to 
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finish the game, so the AdMan needs to get 
a sense of how long a game plays out and 
then adjust the card deck accordingly.  
 
The land card on the right: It is a forest in the 
kingdom of Gildan. The 2N means it takes 2 turns 
to walk through this forest, 3N means it takes 3 turns 
to ride through this forest on a horse, 4N means it 
takes 4 turns to travel though this forest at night. At 
the bottom of the card it says it costs 2 food and 2 
water to travel through this land. 
 

Currently my simple equation to 
determine turns is - the number of land 
cards multiplied by 2.5 equals the amount 
of turns it will take to finish the game. Each 
land card represents a certain piece of 
land, and a TURN is the amount of time it 
takes for the adventurers to cross that 
piece of land. One card DOES NOT equal 
one turn. In the example above you can 
see that it takes longer to ride a horse 
through that particular land, rather than 
walking. That is because it is a thick forest, 
which is harder for a horse to walk through. 
(More will be discussed on turns later) An 
example of determining turns is if you have 
twenty land cards, it should take you fifty 
turns to finish the game. 20 x 2.5 = 50. In 
my example game I require that the 
adventurers reach the Pic River from the 
town of Pic in 10 turns, so divide 10 by 2.5 
and that equals 4 cards. That means the 
first part of the adventure requires 4 land 
cards to get the country of Ellender and find Borman, then another 4 cards to get back across the Pic 
River to Gildan. The next part of the adventure requires the adventurers to travel south to the town of 
Corris. That is estimated at 20 turns, so divide 20 by 2.5 and that equals 8 land cards. Always round up 
if the number is a fraction. 
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Now that you know how many land cards are 
required, it is now time to figure out what kind of 
terrain cards are needed. If you look at the map 
on the left you can see that a road goes from the 
town of Pic to Corris. As the AdMan you can 
choose the path which you want the adventurers 
to go, or you can choose multiple paths by placing 
two or more Adventure Decks on the table, and 
letting the Leader (see Leader) choose which path 
to take. In this case, since the quest is covert, I 
want the adventurers to take the road out of Pic, 
then head directly east to the Pic River. There will 
be 4 ROAD CARDS which are considered land 
cards. Once the adventurers are off the road I will 
use 6 various forest and open plain land cards. At 

the end of the first half of the adventure I will have an EVENT 
CARD. (See picture to the right) An event card is a card that the 
AdMan puts into the deck to create an obstacle, or an event to add 
to the excitement of the game. Event cards are control cards which 
are created by the AdMan, and placed strategically into the 
Adventure Deck, guaranteeing that the adventurers will come 
across it. It can be anything from a snake bite, to a bridge is out and 
the adventurers must find a way across, or rain which wastes turns, 
or monsters. It is up to the AdMan to decide what kind, if any 
adventure cards are placed in the deck, or where to place them.  In 
the case of my example adventure, I am specifically placing the 
event card above at the end of the first part of the game. It is the 
point where the adventurers reach the Pic River and must cross. 
When an event card is drawn, the Leader decides the course of 
action, unless the card specifies differently. There can be as many 
or as few event cards as the AdMan wants to place in the deck. The 
AdMan does not have to write the details of the card on the actual card. He or she can write the details 
of the card on a separate piece of paper and read the details to the adventurers, that way it allows for a 
more detailed explanation.  
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RANDOM EVENT CARDS or RECs are cards placed in a deck 
separate from the Adventure Deck, and they contain random 
cards that the AdMan has no control over. The amount of RECs 
should be at least half the amount of adventure cards, and then 
shuffled so the AdMan has no idea which will be played. The REC 
deck should be made up from random cards - examples are 
creatures that the adventurers come across and fight, or bad 
weather which slows traveling, or they find a horse, or treasure 
etc. At the beginning of a turn, after a land card has been flipped, 
and it is not a city or town card, or an event card, the AdMan flips 
over a Random Event Card and the players play it out.  
 

 
 
 
 
 

 
 

CARD PLACEMENT 
 

As the AdMan you will have full control over the 
pace of the game, starting with the Adventure Deck.  
We have already determined that we will need 16 land 
cards to complete the quest. We will also have two 
cards called a TOWN CARD. The card on the right is 
an example of the TOWN CARD for the city of Ilscent. 
In the deck being built for this game the towns of Pic 
and Corris would be in the deck. Let’s not forget the 
Event Card which will be put into the deck where the 
adventurers reach the Pic River, so let’s start 
assembling the deck. You can have as many Event 
Cards you want, or none if you choose. Remember that 
there will be a separate deck for the Random Event 
cards. 
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To set up the deck you need to know that the cards will be set 
up in the order that the adventurers flip them. The adventure starts 
in Pic, so that is the first town to be played. Put the Pic town card 
FACE UP on the table in front of you where you are building your 
deck. Make sure you can read the card to make sure you have it 
facing the right direction. You see on the picture on the right that 
there is a spot on the card that says 3 Cards. In the game there 
are seven cards known as a SERVICE CARD that are available 
for each city or town, and they are INN, TAVERN, BARN, 
BLACKSMITH, GATEHOUSE, MEDICAL CENTER, and SHOP. 
Each town has a limited number of service cards available at any 
given time. A city will have all 7 cards available. In the case of Pic 
(Picture on the right) there are 3 service cards available, and when 

that card is played the 
Leader (explained later) 
randomly chooses 3 
service cards, and those 
cards are the only ones 
available in that town. The 
card on the left is the Barn 
card. The card gives a description of what items can be 
purchased from a Barn. If you pick a Service Card and it does 
not sell the item you need, you can lose 1 turn and shuffle and 
randomly pick another 3 service cards. The reason is - the 
services are there, but not open. By losing a turn, you wait for 
them to possibly open. You can do this as many times as you 
wish, however you will lose 1 turn every time you do it. A Shop 
card sells and buys everything, and it is the only place in a city 
or town that you can legally purchase magic from, however the 
AdMan can make anything available at any store on the black 
market, at the AdMan’s discretion. Expect to pay more though. 
Only medical services can be used when the MEDICAL 
CENTER shop is drawn. However there may be some back door 
medical help for the right price. (AdMan’s discretion)  

 
 

 
Back to BUILDING the deck. The Pic card is the first card, so lay that FACE UP on the table in front of 
you. I have determined that the adventurers will take the road from Pic eastward, and I will be using 4 
road cards, so I will flip them over, one at a time and place them FACE UP on top of the Pic town card. 
Now that we have the land cards from the town of Pic to the Pic River in place, it is now time to put the 
Event card we have created FACE UP on top of the adventure deck we have been building. By now we 
should have 5 cards in the deck. Next I have 4 land cards and I lay those FACE UP on top of the Event 
card, and that will take care of the first half of the adventure.  
 
[If you notice that the cards are face up, that is because when the deck is complete, it will be flipped over so the first card to 
be drawn by the adventurers is the Pic card.]  
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Now I lay the next 4 road cards and any Event cards I choose to place.  Then finally I place another 
town of Pic card. The adventurers should have traveled from Pic to the country of Ellender and back to 
Pic by now. Now I am going to place my cards going south to 
Corris. The next step is adding any other event cards that you 
want to include. The card on the right is a Rain Card and an 
example of a card that can be used as an Event Card or a 
Random Event Card. If it is used as an event card place it in the 
deck where you want the adventurers to draw it. A good place 
would be in the first half of the deck between the Road Cards. 
That way it breaks the monotony of drawing traveling cards. 
There will be cards like the Rain Card available at the game home 
website to download, or you can create your own. Remember you 
do not have to write the event on the card, you can write it on a 
separate piece of paper, you just need a card available for the 
adventurers to draw the card. 
 
Once you have placed your Event Cards into the deck you now have a 
complete Adventure Deck to play. Simply flip the deck over so you cannot see 
their faces. Now the top card will be the Balas Sprig Town Card, and the bottom 
will be the Corris Town Card.   
 
The game starts with flipping the first card over which we know is 
the Pic card. Since this is a town card the Leader (next page) 
draws 3 Service Cards which is the amount of cards the Pic card 
allows. The adventurers can then purchase items from the service cards that were drawn. Once the 
adventurers are ready to continue, the Leader has the Point draw the next card, and they react to what 
the card says. They continue until all of the cards have been flipped, then the game is over.  
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THE LEADER 
 

Once the AdMan has created the game he or she wants to play, the AdMan needs to get the players, 
and this is where the fun begins.  We know the example adventure that we created requires 3-5 players 
to travel from Pic to Corris, and now we can create the details.  
 
The adventure: You were told by a trusted friend that a man named Crick from the town of Pic (in the 
country of Gildan) needs a small band of adventurers to travel from Pic to the Pic River and cross into 
Ellender. There they will find a soldier of fortune named Borman, where he is carrying ten unregistered 
Borris Stones. It is not known what magical charges are on the Borris Stones. (AdMan’s choice) but they 
need to be picked up and delivered to a barkeep at the Blue Ridge tavern in the town of Corris. This 
task is completely covert, and must be done with haste. Unregistered Borris Stones are illegal to own 
and transport in Gildan, and the penalty if found is dependent on the magic charges within the stone. 
 
The adventure will pay 60 Gildan gold with 20 Gold paid up front and the balance upon delivery of the 
Borris Stones. The Borris Stones are charged with potent magic (Adman’s choice) and the stones must 
be delivered on time. Borman, the man waiting at the Pic River will only wait 7 turns once the first card 
is flipped, so if you are late the quest is over. Since this is a covert mission, most of it will require that 
the adventurers are not in cities, so they must have supplies to last.  
 
Now that you know the basic details of the game the players now need to get involved. The first and 
most important player is the LEADER. This is the player that makes any and all decisions from the 
player’s point of view. He or she is the player that directly negotiates the adventure with the AdMan. In 
this case the AdMan is offering the Leader 20 Gold up front and another 40 gold upon completion. Once 
the Leader agrees to the terms the AdMan gives the 20 Gold to the Leader, and the leader starts to find 
his other players. The first player/character that the leader will need is the POINT. The Point is the 
character that flips the Adventure Cards over, and sees the card before the other players. If the card is 
a creature, the point is the first to go to battle with the creature (if there is a battle). Since the Point takes 
more of a risk than the other players it is possible for the Point to negotiate a higher price with the Leader. 
Another recommended character/player is the GRUBBER. This is the character that holds and 
maintains the food and water. (Explained later) Then of course there are the rest of the players. Some 
quests may require that there be certain translators (elf, Aladaskin etc) and those characters may cost 
more. The bottom line is specialty players can, if they are smart, negotiate with the Leader for more 
money. Of course it is up to the leader to make the decision. It is also up to the leader to decide how 
much he or she wants to tell the other players. He or she may tell them the truth, or he or she may tell 
them that they might get a little more gold at the end of the quest, without divulging how much was 
offered for the quest.  
 
The Leader decides which direction, who is assigned which position, and is privy to the any information 
on the adventure, and he or she decides how much to share with the other players. He or she must also 
decide how treasures are divided. It is possible for a player(s) to over throw the leader, and that is treated 
as regular battle, but be aware that other players may choose to side with the leader. If the leader is 
killed, all players must agree on a new leader, or the AdMan decides. A Fairy cannot be a leader. 
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JACKER CARD 
 

There are two ways to play and win a quest, one is by the team 
completing the quest, and the other is through GAME POINTS. 
When a group completes a quest, the player’s characters get 
recognition for completing the quest, but the leader gets the credit 
for the quest. The leader also gets the blame if the quest fails. In 
phase 2 of the game I will have a website that tracks the characters 
so everyone can see how their characters stack up. The way an 
individual character can win a game is by accumulated points, most 
of which can be gained by playing cards known as a JACKER 
CARD. The reason it is called a Jacker card is because it jacks up 
the game.  
 
At the beginning of the game, before the first Adventure Card is 
flipped over, the AdMan gives every player 5-10 Jacker cards. 
These cards ARE NOT to be shared or shown to the other players. 
There can be many different types of Jacker cards. Some of them 
may say Have a Nice Day and give you 10 points if played, and 
others can be more complicated like the card above. To play a 
Jacker card and get the points, give the card to the AdMan at the 
end of a sequence (explained later) and before the next Adventure Card is flipped. Any player can play 
a Jacker card. Just simply hand the card to the AdMan face down so the other players can’t see what it 
is. The AdMan will take the card and give you the points on the card. If the card has a special event, 
depending on the card, the AdMan may choose to make the results of the card happen at a later time 
so the group does not know which player the card belonged to.  
 
ADMAN: When you are given a Jacker card, make every effort to make sure none of the other players 
can read the card. The beauty of the Jacker card is that there might be a spy, or an assassin, or a mole 
in the group, and the Jacker card adds lots of intrigue because the players don’t know which player is a 
spy. There is an AdMan sheet which allows you to log all of the characters stats, and points. Remember, 
keep the group guessing, and so be sly when revealing the effects of the Jacker cards. If you are creating 
your own Jacker cards, you can be creative by instead of writing the effects on the card, number the 
cards 1 -2 -3 etc. Then write on a separate piece of paper what the Jacker cards do. Jacker card 1 might 
give 25 points just for playing it, card 2 might require a player to steal another player’s card, etc. Give 
the card description paper to the player, and keep one yourself, so if the player hands you the #2 Jacker 
card, you can read the paper and see what its results are. 
 
WINNING THE GAME 
 
There is only one way for individual players to win the game, and that is to survive the game and have 
the most points by the end of the game. Points are gained a couple of different ways. The first is by 
successfully playing Jacker cards, and the second is through your GAME POINTS. These are the points 
on the bottom right hand corner of your weapons, Treasure and armor. At the end of the game have 
each surviving character add the game point numbers for any armor, clothing and weapons, and that 
total is their total game points. Then add up a character’s Jacker card points and add them to the total 
game points. The player with the most combined points wins the game. There are more rules for winning 
under Tournament play.  
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SEQUENCE 
 

Ok here’s a funny story. One night I test played this game at Cal Poly’s Game Theory, just to help 
iron out some bugs. One of my favorite people on the planet, a girl, or should I say a women, since she 
was nearly 21 years old, joined me in playing the game. She had never played a fantasy RPG and I had 
not really given anybody the instructions prior to meeting that night to play, however the six other people 
playing were experienced gamers. She picked her character, which was a male character, and then it 
came time for the characters to purchase the supplies. She of course, not really understanding the 
game, spent all of her money on equipment and magic, unfortunately she did not bother to purchase 
any clothing or armor for her character. I was the AdMan and I was so busy selling stuff to other players, 
I did not pay any attention to what she was doing. Shortly into the game a battle ensued between the 
characters and some creel, and when her character fought, the character died quickly and easily. It was 
only then in the heat of battle that we all discovered that her character was naked without clothes, armor 
or weapons, and of course her character died. We all had a good laugh, including her, but she brought 
up a good point. When you first get a character card, that character is naked. It is up to you to purchase 
your clothes, armor and weapons. 
 

AdMan - if you are starting an adventure with new characters, it might be a good idea to give each character a little 
money to purchase some basic clothes and armor with before the game gets going.  
 

THE SEQUENCE 
 
Below are the 7 steps in every sequence. 
 
1 - Flip 
2 - REC 
3 - Check 
4 - Respond/Battle 
5 - Recover 
6 - Equip 
7 - Jacker 
 

Now that we have gone over the very basics, let’s get into some particulars. After the AdMan has 
created the Adventure Deck, recruited the Leader and the other players, and handed out the Jacker 
cards, it is time to start the game. By this time the Leader should have negotiated with his adventurers, 
and given any upfront money to the characters, if he or she chooses to do so.  The first thing that must 
be done is the Leader must choose the Point, and then the Point starts the game with the sequence. 
The sequence is the series of steps starting with the turning over of the Adventure Card which is known 
as the FLIP. Once the card is flipped over, the players can see what kind of card it is. If it is a City card 
or Event Card, there is no flipping of the REC. If it is any other kind of card, the AdMan flips over a REC, 
and the players respond to the REC, that is if there is a response After the REC has been played the 
players must CHECK what the travel card is. In the case of our example game in this manual, the first 
card is the Balas Sprig card. That card states that there are 5 service cards available, so the Leader 
randomly picks five service cards. Once the cards are revealed, the players can then purchase things 
from the vendors on the cards, such as the Blacksmith, Stable or whatever. Each service card has 
available certain items or services for sale.  If the card is a land card or event card then you must 
RESPOND to the details of the card. If the card is a creature(s) you may BATTLE the creature, (Battle 
explained later) r you may choose to avoid the creature if the creature has not spotted you. Once the 
battle is over with, or you have responded to the card that was flipped, it is time for the players to EQUIP 
their cards. Each player that had just used any of their magic cards in their hand for battle can now 
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choose new cards from their deck to fill their hand. At this time the Leader also decides what the next 
course of action will be, and the Grubber and AdMan subtract one food and one water per player. (See 
food and water later) The final step in a sequence is the JACKER where each player can give the 
AdMan a Jacker card, face down so no other player can see it. Once all of this is done, the Point man 
flips over the next card and the sequence repeats itself.  

 
SPELL CARDS 

 
In this game there are two types of cards that are used as 

magic, the first card is known as a BORRIS STONE CARD. (Pic on 
right) The second spell card is called a SPIRIT MAGIC CARD, and 
only can be used by immortals. The first I’ll talk about is the Borris 
Stone card. All of these spells from the character’s perspective are 
stones that hold a magic spell inside of it. Borris Stones can be 
played by just about any type of character except a fairy. Each 
Borris Stone card has a load number, so a character can carry as 

many Borris Stone cards as he 
or she wishes, as long as the 
character does not go over the 
load number. However, each 
player is limited to the number 
of cards he or she can have in 
his or her hand. The rest of the 
cards are placed in a deck, and 
put in front of him or her so that 
they can replenish their hand at 
the end of a sequence. Once a 
Borris Stone Card has been played, the card must be given to the 
AdMan.  

The second spell card is the Spirit Magic Card, (pic on left) and 
this is played slightly differently than a Borris Stone Card. Only 
immortals can have Spirit Spell Cards, and in the case of a fairy, they 
can only have Spirit Spell Cards, and no Borris Stone Cards.  If you 
notice, there is no load number for spirit spell cards, since this magic 
is within the character, however these cards do go in the player’s 
hand. 
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CHOOSING SPIRIT SPELL CARDS 
Every immortal character has the option of wielding spirit 
spells, because in their point of view, it is innate magic 
that they learn to harness. The only exception is a fairy, 
that automatically gets spirit spells, and only spirit spells. 
To determine the amount spirit spells that an immortal 
character can have, simply look at the Character Card 
and see how many cards the character can hold in his or 
her hand. As an example, a male Rhesha Elf can hold 7 
cards in his hand, so the character can choose to have 
up to 7 spirit spell cards. Unlike Borris Stone Cards, when 
a spirit spell card is played, it is put back into the caster’s 
hand. If the player is an immortal, and he or she plays a 
spirit card, the card is laid face up on the table. He or she 
must put the amount of counters on the table equal to the 
amount of Spirit Loss damage casting the spell does, 
and the life damage is taken from the caster. A life point 
is gained through recycling each turn, by removing a 
counter. If a mortal casts the spirit spell then he or she 
permanently loses the amount of life points the spirit spell 
damage causes. A male Rhesha Elf loses 2 life points 
when he plays a Spirit Spell Card, and when the card is 
laid on the table 3 counters are put on the card. The male 
Rhesha elf has a recycle number of 3, so after 3 turns 
have gone by then the Spirit Spell card is placed back in 
his hand, and he re-gains his life points back. If he dies 

before he re-gains his life points back, he is still dead meat. He cannot go beyond his life points, so if 
the points that come back bring him above his normal life points, too bad, he only gets his normal life 
points. Once you choose your Sprit Spell cards, you cannot change your mind and get rid of them until 
after the game. 
 
 
One note: When choosing Spirit Spell cards, if your character can have only 7 cards in his or her hand, 
and you choose 7 Spirit Spell cards, it is a big waste of time to have Borris Stone cards. The reason is 
once you choose spirit spell cards, you cannot get rid of them, and they always recycle back into your 
hand. 
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BATTLE 
 

In this game most battles start with the Point and the flipping of an adventure card. Once the card 
is flipped, a number of things can happen. If it is a land card, then a REC is played. If a card is drawn 
and it is a creature, then INITIATIVE is rolled for. Basically initiative is to see who gets the first choice 
in what to do. 
 

To roll for initiative the AdMan rolls a 1d6 for the creature(s), the Point rolls a 1d6, and the highest 
number gets initiative. The side that gets initiative has a few choices to make. He or she can attack with 
a weapon, attack with magic, run away, or do nothing. In the cases of run away or do nothing, the 
opponent can then decide what he or she wants to do. If neither side wishes to do anything, then there 
is no encounter, and the game continues as usual. If either side decides to run away, then the opponent 
gets to decide if he or she wants to chase after the runner. That combat is explained below. If the winner 
of the initiative decides to attack by a manufactured weapon or by natural weapons such as claws or a 
tail, then the winner attacks declaring how it is attacking. If the winner of initiative uses magic, then he 
or she plays a magic card face down in front of him or her, and the battle starts. All of the types of battle 
are detailed below.  
 
One note: a fairy automatically gets initiative unless the opponent is a Shin, or if the opponent by nature 
gets first initiative, then both parties roll for initiative.  
 

 
BATTLE: WEAPONS AGAINST WEAPONS 

 
Ok we have a basic idea of how a battle starts, and that’s through initiative. Now starts the BATTLE 

ROUND. A battle round is when one character attacks, and the other responds to the attack. The attack 
can be by magic, weapons, or through natural weapons like claws or horns. One attack and one defend 
is one battle round, and in a fight there can be a dozen or more battle rounds. So let me give you an 
example - Joe human is the Point and he flips the adventure card over, and it is a creel warrior.  The 
first thing the AdMan playing for the creel does is roll a 1d6, and the number is a 6. Now the player 
controlling Joe human rolls a 1D6, and the number is a 5, and since the creel has the higher number he 
has initiative. One more thing to note is that the creel’s number is a 6 which is an EVEN number, and 
that means in this round the creel does STABBING damage with his weapon. If the creel had rolled an 
ODD number and won initiative, the weapon would have done SLASHING damage. If the weapon does 
not do STABBING damage, and an even number is rolled, too bad. That means he missed with his 
attack. With initiative the creel chooses what he or she wants to do. In this example the creel decides to 
attack with a sword. Next the player and the AdMan keep rolling a 1d6 until one of them gets the number 
they rolled for initiative. In this case the creel a 6 and the human a 5. The first one to get their number 
wins the battle round. Now let’s say the creel rolls a 6 before the human rolls a 5, and the creel wins. 
The creel stabs with his sword and his total stabbing damage is 20 and the sword does 2 armor damage. 
(See Weapons Card in the deck). The human’s total stabbing defense is 30, so the armor is stronger 
than the sword, but the sword does do damage. The swords armor damage is 5, so take 5 off of the 
armor stabbing protection leaving the armor with a protection of 25 defense. Once the battle round is 
over, the AdMan and the player roll the dice again to determine their number. Let’s say the AdMan rolls 
a 4 and the player rolls a 1. Both start rolling the dice until the first one rolls their number again. Let’s 
say the Adman rolls a 4 before the player rolls a 1, so the creel struck the human again with his sword. 
It’s another even number so it is stabbing damage again. Another 5 points are taken from the armor 
defense leaving the armor with 20 stabbing defense. Then the Adman and player roll again and the 
AdMan wins AGAIN with stabbing damage. Yikes! Now the player’s stabbing defense is 20 and the 
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damage from the sword is 20, and the sword does 5 points of damage, but instead of taking the 5 points 
off of the armor, the 5 points are taken from the character’s Life Points. The character started with 15 
life points and now the character has 10 life points. If the character gets to zero life points the character 
dies. If the armor has 23 defense, three points of damage would have brought the armor to 20, which is 
the same as the sword power, then the other 3 points would be taken off of the character’s Life Points. 
It is possible that that armor contuse to have slashing protection while losing all stabbing protection or 
the opposite where there’s enough stabbing protection but no slashing. 

 
 

 
BATTLE: MAGIC AGAINST MAGIC 

 
 

In this example let’s say a creel (played by Adman) attacks a human (played by player), and the 
creel wins initiative by rolling a 6 and the human a 5. The creel wants to cast a magic spell, and in a 
battle round of magic, each player has the opportunity to play two cards, but not both at the same time. 
The way it works is the creel will play a magic spell from his hand by placing the card face up on the 
table so everybody can read it, then the AdMan controlling the creel reads the card to the players. Let’s 
say it is magic that creates a ball of water that does 20 magic damage. The human counters by playing 
a card from his hand that prevents a magic spell’s effects, so the ball of magic does no harm. The creel 
can quickly counter by playing the same spell that makes a spell’s effects harmless, so the human’s 
counter spell is useless and the magic ball continues. Now let’s say the human does not have another 
spell that renders spells effects useless, or any spell that can prevent the magic ball from doing its 
damage. The human can then cast whichever spell he has in his hand. Let’s say one that does 30 
stabbing damage by sending invisible spikes of air at the creel. The human cannot prevent the magic 
damage from the creel’s spell, so he takes the damage. The human is wearing armor which gives him 
10 magic defense, so 10 out of the 20 damage is protected, so the human takes 10 damage to his life 
points. The human started with 15 life, now he has 5. The creel cannot counter the human’s second 
spell even though he has a card in his hand that can counter it, because he had already played his two 
cards in this battle round. The creel is wearing armor that gives him 10 protection from stabbing damage, 
but the human’s spell does 30 stabbing damage. The creel has 15 life points, but takes 20 damage 
which means the creel loses 15 life points and dies.  

If neither party dies that battle round, then initiative is rolled again and the winner determines the 
type of attack he or she wants to do. 
 
Note: A player can choose to restock his with magic cards in his hand from his deck while in combat, however he loses all 
initiative, and cannot respond to an opponent’s attack. Otherwise the cards in a player’s hand cannot be replenished until 
after all battle rounds are played, and the player wins the battle. If he loses the battle he’s probably dead so really, it doesn’t 
matter about restocking the cards. 
 
Once a magic card is played, it is discarded and given to the AdMan. Remember the cards are 
representations of Borris Stones, so from the characters point of view, the Borris Stone crumbles after 
the spell has been cast.  
 
In the case of Spirit Spells, the cards are played out the same way, except the Spirit Spell cards are not 
discarded, instead they are put back into the caster’s hand however counters are put on the table in 
front of the caster, to count down the Spirit Spell damage. A Spirit Spell can be played twice in one battle 
round. 
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BATTLE: MAGIC AGAINST WEAPONS 

 
This scenario is played similarly to the other battle scenarios. Let’s say that the creel wins initiative 

and decides to play magic, but the human wants to fight back with a weapon. The creel casts his first of 
two spells, and let’s say it binds the human so he can’t move. The human gets one swing of his sword 
which in this case is slashing, because his initiative number was an odd number. His sword does 15 
slashing damage, and the creel has no protection against slashing, so the blow is fatal, however the 
creel gets to cast his last spell before he dies. Let’s say it is magic spikes doing 15 points of magic 
damage, but the human has no protection against magic damage, and his life points are 15. The creel’s 
magic is enough to kill him, so they both die. Bummer. 
 
A magic caster will always get two magic cards to play per battle round, unless he has no cards in his 
hand, or if he or she is hit by a ranged weapon. (See below) 

 
BATTLE: RANGED WEAPONS 

 
Obviously if you want to use a bow, you have to buy a bow, but also have to buy a quiver of arrows, 

and each arrow will be its own card. Now this is the part that gets tricky. It is up to the AdMan to decide 
the distance an opponent is from your character. If the opponent is right in front of you, you don’t have 
much chance of using your ranged weapons. Once you get a quiver of arrows, place the card quiver 
FACE UP on the table in front of you, and place the arrow cards on top of it to make a stack. Every time 
you use an arrow, take an arrow card off of the quiver card. It is up to the AdMan to determine if you 
can recycle the arrows. Arrows cannot be recycled until after all battle is over. 
 

Let’s say the AdMan says that there is enough distance for your ranged weapon, then you shoot 
your weapon. To determine if you hit your target, roll a 1d6 and if you roll an even number you hit your 
target, if you roll an odd number you missed. 1 through 3 then you missed your target, if you roll a 4 
through 6, then you hit your target. Your arrows only do stabbing damage, and each quiver card will say 
how much stabbing damage your arrow does. In the case of the card below, the arrow does 15 stabbing 
damage, and if your power from your character is 15, then you do a total of 30 stabbing damage. If your 
opponent has armor that protects against 20 stabbing damage, then you subtract 30 - 20 = 10 and you 
do 10 life damage to your opponent. It will then be up to your AdMan to decide if there is enough time 
to shoot another arrow at your opponent.   

In the next version of the game, you can become a more skilled archer by getting training cards 
which will give you better odds of hitting. Obviously the more power you have the stronger you are, 
which means the more damage you can do.  
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EXTENDERS 

 
Only immortals can cast extenders, since they are created with magic of the spirit. Casting the spell 

causes normal spirit spell damage. Extenders are magic that adds certain stats to your weapons, armor 
or character. In the case of the extender on the right, it adds 5 points to armor that defends against 
stabbing or slashing damage. Once cast, place the card on top of the weapon card you wish to use it 
on, and leave it there until the spell is dissolved by a magic spell, or it runs out of power in combat. 
(Explained below) There can only be one extender per item. So if you cast a +5 on your sword, then 
decide you want to cast a +7 extender, the 5 card is taken off the sword and given to the AdMan, then 
the +7 card is placed on the sword. 

Extenders can be used to give strength to just about anything, but extender cards must be pre-
printed, and available to play. They can only be cast if the AdMan has a card available to put on the 
character or object the spell is cast on. Extenders can add up to 10 more life points to a player, and 
extended life points are always subtracted first, however their points can be recycled based on the 
recycle turns. An example is a piece of armor has 10 stabbing damage protection, and has an extender 
spell placed on it with an additional 10 stabbing damage protection, giving the armor a total of 20 
stabbing damage protection. In combat the armor receives 9 stabbing damage, and the extender has a 
recycle of 3 turns. The player places 3 counters in front of the armor card. If the armor does not receive 
any more damage in 3 turns, the extender regains the 9 points of damage lost, and the armor has a full 
20 points protection. If the armor loses one more point of damage within the recycle time that will equal 
10 points of damage, and the extender adds 10 points of protection. Since the extender has lost all of 
its protection before it can recycle, it is destroyed, and the card is given to the AdMan. If two points of 
damage happen before the spell recycles, the extender takes the two points of damage and is destroyed. 
Now the armor only has the 10 defense, and the armor takes all damage until the player is killed, or the 
armor is replaced.  

The AGP on the spell above is the average price one might expect to pay an immortal for the 
enchantment. Of course it is up to the immortal, or AdMan playing a character to decide the actual cost, 
if any, he or she will charge for the extender.  
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TOURNAMENT PLAY 

 
Tournament play is not that much different from normal play except for a few exceptions.  

 
The first is the point system is slightly different. The Leader automatically gets 250 points for playing, 

the Point man gets 80 points, the Grubber gets 70 points and the other players get 50 points. If a 
character dies, he or she loses the points for playing, and at the end of the game the AdMan totals all 
the points of the “dead” characters, and divides those evenly among the living characters. Then all other 
points are total, and the surviving character with the most points that has completed the game, wins the 
game. If nobody survives, nobody gets points. If the quest is not completed because the players run out 
of time, the Leader does not get his or her points, and those points are split between the surviving 
characters. The leader also gets the reputation for not completing a task.  
 

The second rule is the game will be timed. It is the AdMan’s responsibility to determine the amount 
of time he or she thinks the game can be reasonably completed in, and that is a time that the players 
have to finish the game in. An example is that a game is set for four hours from the moment the first 
card of the first sequence is played. If the characters need to purchase items before the adventure starts, 
the time it takes to purchase the items will be included in the tournament play, so the AdMan must decide 
when the game starts. It is the responsibility of the Leader to make sure the game is completed in time, 
so he or she must keep the game moving. 
 

The characters must complete the quest, in the time allotted for all characters to get recognition for 
the quest.  If it is completed, and on time, the Leader gets the credit, and all the characters get the 
recognition. This will be important in later versions of the game when the more recognition a player gets, 
the more he or she can charge for the quest, and the more perks they get. 
 

This is a nutshell of the game and how it has been created. I want to thank you for reading this, and 
trying out the game. In later versions of the game, I will iron out the rough spots, add new character 
races to play, and expand on the world of Gaea. Baby steps though, and this is step number one. 
 
 

 
 
 

 
 

 
 

 
  

 
 
 

 
 
 
 
 


