Dungeons & Dragons proved too nuanced for my young boys to find interesting.
This version of the game attempts to strip away the detail — leaving that part
to the Master’s interpretation — and focus on the core game mechanics.

Kevin Makice (@kmakice)
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The players control the direction of the narrative. They make decisions The dungeon master describes the narrative as it unfolds, like a
about what to do and where to go. Each human participant can role play Storyteller, managing the fate and fortune of the party in the adventure.
one or more fantasy characters. One person role plays all the other fantasy characters (e.g., Monsters).
Actions: Actions:
Tour — explore for the sake of gaining information React — respond to player interactions with the story
Task — attempt to do something specific (e.g., swing an axe) Resist — create appropriate obstacles to goals of the characters
Tally — take an inventory of resources Reward — provide material and magical incentives to succeed
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ADVENTURE: The arc of the story guides the party toward shared goals. Allows time to pass rapidly until the next

TIME SCALE chance for an encounter.

DAY: Each day brings rest and a chance to regroup, but there is always a chance for an encounter.




The dungeon master describes the narrative as it unfolds, like a Storyteller,
managing the fate and fortune of the party in the adventure. One person
role plays all the other fantasy characters (e.g., Monsters).

React — respond to player interactions with the story
Resist — create appropriate obstacles to goals of the characters
Reward — provide material and magical incentives to succeed

Assign bonuses and penalties to player abilities based on Incapacitated (< 1 Health)
the current situation.

Dying (< 0 Health)
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The Player Worksheet helps each player keep track of the current vitals of her
fantasy character. Race, gender, vocation and size are descriptive only. Player
imagination and interpretation of the Master will determine what it means.

Charactr

Player

The players control the direction of the narrative. They make decisions
about what to do and where to go. Each human participant can role play
one or more fantasy characters.

Tour — explore for the sake of gaining information
Task — attempt to do something specific (e.g., swing an axe)
Tally — take an inventory of resources

Abilities

Dexterity Intelligence  Strength
Abiltiy
Base: Bonus
Level:
Character Name Age Equipment:
Magic:
Race (c.g, Dwarf) Gender
Skill:  Quickness Wisdom Stability
Power: Control Strategy Force
Vocation (c.o, Cleric) Height Weight Stuff:  Carrying Placement Capacity
Health: Movement Efficiency Stamina
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Players are strongly encouraged to journal to record
their epic adventures through notes and sketches.

Combat

Battles make up the most common tasks players will attempt.

If able, a character can
react to outcomes that
affected them.

ing and/or using enchanted items.

Temporary (e.g., potions)
Permanent (e.g., +2 sword)

Spacial (e.g., -2 dexterity Lotus Field)

(high scores = big effect)
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