& DRAGONS

Capconia was a peaceful ]kiimgdl(onnnu Thanks to the power of the
“Seed Of Wisdom?”, the citizens were able to lead their lives in
quilett ]hl@l]P)]P)fL]ﬂl@SS

The Wisdom Seed: In the hands of the just man it could be used
to insure peace. However, a man witth evil un his heart could wuse its
power to 1b>]f[i1n1g down a curtain of darkmness on the world.

One day the evil warlock “Gordian” invaded Capconia with a host
of his foulest monsters and seized the Wisdom Seed. After using
the seed to endow his monsters with evil wisdom, the warlock
Gordian launched his assault on the (g@@(dl people of the land. The
monsters forced the citizens to answer very difficult question
Those who could not answer correctly were promptly eaten.

The sage ki ng; Hatena VI, selected the four wisest and bravest un
the land and ordered them to recover the Wisdom Seed.

You, the brave... the chosen...

You must use your wisdom and strength to save ouwr world!




YOU AUST U‘)F YOUR
WISDOM AND STRENGTH
TO SAVE OUR WORLD.

QUIZ & DRAGONS RPG

Quiz & Dragons RPG is a roleplaying game based on the Capcom trivia arcade game of the same
name. In order to P ay Quiz & Dragons RIPG, you will need one to four P\ ayers, one six-sided die for
each player, and any trivia game that has cards with trivia questions and categories print ted on themn
(the game Trivial Pursuit will be used as a generic standard for these rules). A timer such as a
stopwatch or ]hnomuurQ rlass is also needed to play. Quarters and pennies may be used as tokens in the
RPG, or a pemn andl paper can be used to ]k«ee]px track of the various game COmpOonents.
PLAYERS

The game varies by the number of players that play each session.

If there is one player p [axy\unlq the gammne, | that player will have all four characters. The player may
opt to have less than all fouwr characters, though they must have at least one character.

If there are two players pl lary tngr the ¢ game, one player decides on two characters to have, with the
other player getting | the other two characters available. If there is any dispute over who can have
which character, settle it by coin toss. The players may opt to have only one character each if they so
choose, or one player may have one character and the other player may have two characters.

If there are three plaxy@]rb P [atyfunlg the game, each ]Prll ayer decides on one character to have, then
one of the players gets to have a second character, which will be the character that was not chosen

by the players. If there is any dispute over who can have which character or which player gets to

have two characters, settle it by coun toss. The lpvll.alyxe‘1r§ may opt to have only one character each if
they so choose.

If there are four players playing the game, each player decides on one character to have. If there
is any dispute over who can have which character, settle it by coin toss.
DIFFICUILTY LEVEL

Once the number of players has been determined, the players decide on the Difficulty Level of
the session, fC]heruO@iUnlg from Hard, Normal, or Easy. If the Difficulty Level is Hard, each lpvll.alyreqr gets
four quarters per character. If the Difficulty Level is Normal, each player gets 8 quarters per
character. If the Difficulty Level is Easy, each player gets 12 quarters per character. Players may opt
to play at ind lividual Difficuley Levels for each IP’] ayer, in which case each player gets a number of
quarters dbeqpne]nud[{hmg on which Difficulty Level they have chosen.

If actual quarters are not available, any substitute tokens will do, or the players can write their
number of quarters down on a piece of paper.




CHARACTERS

There are four characters to choose from: Fighter, Wizard, Amazon, and Ninja. Once a character is
taken by a pllay@]r in a session, no other P layer can have that same type of character that session.
Likewise, no p layer can have more than one of a certain type of character per session.

Each character has their own unique ability to effect gameplay.

The ]Fug]hut«elr recovers Vitality Points q[lunucke]r than other characters.

The Wizard can often chan e the cate gory of which trivia queestion he is asked.

The Amazon can sometines give an extra answer to a trivia question s she is asked.

The Ninja may cause double damage if he answers a trivia question correctly.

VITALITY

Each character starts with five Vitality Points. A character can never have more than five Vitalitcy
Points, or less than zero Vitality Points.

If a character loses all their Vitalicy Points (i.e. their Vitality Points equal zero), it is game over for
that character unless the player uses one of their quarters to continue the character in the game. It
the character continues, that character starts over at the same point in the session with five Vitality
Points once again. If it is game over ] for the character, that character is out of the game for the rest
of the session.

If pennies are available, use them to denote Vitality Points. If pennies are not available, any
substitute tokens will do, or the pllaly«elr§ can write thetr characters' Vitality Pounts down on a piece
of paper.

SESSION PLAY

In order to start lt]hue; <e§§[1ro»1nl each p\lalyelr must use one quarter for each character they will have tn
the game | this session. If a P ayer ever rums out of quarters in a session, that P aly‘elr and any
characters they have are out of the game for the rest of the session. Should all players be out of
quarters and out of the game, the session ends. The session will also end if the Victory Conditiomn is
met.

At the start of a session, the players need to decide the Party Order of their characters. The Party

Order is the order in which the characters will take turns answering trivia questions when

combatting monsters.

You, the brave... the chosen...
You must use your wisdom and strenyth
to save our world




CAIPCONIA

The characters will battle their way lt]hurronu[q]hl a series of St: ages representing the land of Capconia
as they quest to retrieve the Wisdom Seed from the evil Gordian.

The session will begin at Stage One. If that Stage is completed successfully, the characters will
move on to the next ]hut rhest Stagre, and will continue to do so until reaching Stage Nine.

STAGES

There are nine Stages: Stage One, Stage Two, Stage Three, Stage Four, Stage Five, Stage Six, Stage
Seven, Stage Eight, and Stage Nine.

Each Sta ge is defined by it's number. The mumber of the Stagre will determine how | ong the Stagre
will be, how s strong the monsters in the Stage will be, and how s strong the boss monster of the Stagre
will be.

In order to reach the end of a St: ag the players must make a nunmber of Movement Rolls equal to
the number of the Stagre. E Each Movement Roll is made one at a time, and is done by ro U[u]nlgr a die.
The players will take turns rolling the Movement Roll die in sequence of Party Order.

If the result of a Movenment ]R\ro»\Ul is a1, 2, 3, or 4, the characters encounter a monster with a
number of Vitality Points equal to the number of the St age plus the number of Movement Rolls that
have been made so far in the Stage (including the M@\we]nnwe]nut Roll just made).

If the result of a Movement Roll is a 5, the characters encounter a monster with a number of
Vitality Points equal to one plus the number of the Sta e plus the number of Movement Rolls that
have been made so far in the Stage (including the Movement Roll just made).

If the result of a Movement Roll is a 6, the characters encounter a special space. The same player
that made the Movement Roll rolls a die. If the die roll is a 1, 2, 3, or 4, the characters encounter an
tnun. If the die roll is a 5 or 6, the characters encounter an elf.

After a Movement Roll has been made, a monster, inn, or elf nmust be encountered before the nexit
Movement Roll in the St tagre camn be made.

Once all the Movement Rolls in the S Stagre have been made, the characters encounter a boss

monster with a nuwmber of Vitality Points «eq[u(all to two plus twice the nmumber of the Stage.
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MONSTERS

When the characters encounter a monster; the characters will battle the monster via a series of
trivia questions. Any trivia gane that has a mumber of cate: gories and q [uestiomns i ]hlaut camn randomly
be determined by a die roll will do (in some cases, a die other than a six-sided may be needed). Any
game us sed should also be a trivia game in which the ]p»llalyte]rb caun 1ﬁe(a|zd| 1t]hue question wil lthowt seein T
the answer. For general purposes of demonstration, any edition of Trivial Pursuit will do, as it will
have six cate: g(o»lﬂue as well as cards with questions on one s side and answers on the other.

Characters will be queest stioned by the monster un s sequence of Party Order. When the character is
to be asked a question, draw a trivia card. Then, the character rolls a die. The category and question
to be used is determined by Jnnlaut‘c]hnumg the 1n11uunn1]bnelr rolled to the mumber of the ‘cantnegro»lry/ q[luue stion
on the card. Trivial Pursuit cards have six cate gro»lrlue§/ questions, | therefore a die roll of 1 ‘enq[ua s the
first question/category, a die roll of 2 equals the second question/category, and so on. After the
category is determined but before the question is read/asked, the Wizard character may choose to
roll a die if the Wizard is bueulnu r asked the question. I If the Wizard rolls a 6, the Wizard may choose a
different category, and will be asked the question from that category instead.

When the question is asked, the character will have thirty seconds to answer it. Before the thirty

seconds be: gins, | the Amazon character may choose to roll a die if the Amazon is bein g asked the
question. If the Amazon rolls a 6, the Amazon may give two answers to the question. If both answers
are wrong; it only counts as one wrong answer. If one answer is right, the other answer that was
wrong does not count at all. After the Amazon rolls a die to use her ability, her thirty seconds to
answer the question be: gum X

If the time to answer runs out or the character answers the trivia question incorrectly, the
character will lose one Vitality Pount. The next character in the Party Order may a ittemnpt to answer
the question i if that character does mot bnelhonnw r Lo a p ayer with a character that has already failed to
answer the question; If the next character in i the Pay rty Order doesn't want to or cannot answer that
question, a new question will be asked by the monster. If a question 1 fails to be answered twice in a
row, mo further attempts may be made by the characters to answer the queestion, and the next
character in the Party Order will be asked a new question by the monster.

If the character answers the trivia question correctly in the time allotted, the monster will lose
one Vitality Pount. If the Ninja character answers the trivia queestion correctly, the Ninja rolls a die.
If the Ninja rolls a 6, the monster will lose two Vitality Points instead of one. If the monster is
reduced to zero or less Vitality Points, the battle ends and the characters continue on in the Stage
either to the next Movement Roll or to the boss monster if all Movement Rolls have been made. If
the monster still has one or more Vitality Points, the monster will ask a new question of the mext
character in the Party Order

If a character other than the Fighter answers trivia questions from a monster (or consecutive
monsters) correctly three times in a row, the character will gain one Vitalicy Pount unless the

character has five Vitality Points. If the Fighter character answers trivia questions from a monster

(or consecutive monsters) correctly two times in a row, the Fighter will gain one Vitality Point
unless the Fi g]hnte]r has five Vitality Pounts.

When answering a trivia question, other players can help answer the question, except for WP layers
witth a character that has tried to answer the question and failed. Only the answer from the IP' ayer of
the character the queestion was ]pwo's'ezdl to will count as the character's final answer to the queestion.
When a character gives their final answer (or does not answer in the allotted time), the answer to the
question is read silently by the player of the character to verify if the character's answer is correct.




OU anSWer my guestioh,
let you take a rest here
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INNS

When the characters encounter an inn, the character that made the Movement Roll is asked one
trivia question as t]huonu[q]ht battli ing a monster w ith one Vitality Point. However, no character may use
their un ique ability, no other character may attempt to answer | the queestion, and answeri ng the

question correctly does not count as answering a monster's question correctly. If the character fails

to answer the trivia question, no Vitality Pounts are lost. If the character answers the trivia question
correctly, each character gains two Vita lity Pounts, i t]huonup\ rh no character's Vitality Points can go
above five.

After the trivia question is answered, the characters continue on in the Stage eilther to the next
Movement Roll or to the boss monster if all Movement Rolls have been made.
EILVES

When the characters encounter an elf, the character that made the Movement Roll is asked two
trivia questions (one at a time) as t]huonun rh battlin g a monster with two Vitality Pounts. However, no
character may wuse their unique a bvltllluty no other character may attempt to answer the questions, and
answering | the questions correctly does not count as answering a monster's questions correctly. If
the character fails to answer both trivia questions, no Vitality Pounts are lost. If the character
answers both trivia questions correctly, the character rolls a die. If the die roll is a 1, 2, or 3, the
character receives a potion that will restore one character's \V[thalhhty Points to five; The potion must
be used tmimediately and is used on any one character chosen by the character that has the potion.
If the die roll is a 4 or 5, the character receives a lagric item determined at randomn. If the die roll is
a 6, the characters go directly to the boss monster of the Stage and do not make any further
Movement Rolls in the Stagre.

After the trivia questi tions are answered, the characters continue on in the Sta e either to the next
Movement Roll or to the boss monster if all Movement Rolls have been made (or if a 6 was rolled
after correctly answering the Elf's questions).

ﬂnswer my questinh and I'11 give
you a present.
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MIAGIC ITEMS
When a character receives a nn: agic item at random, the character rolls a die.

If the die roll is a 1, the character receives a Rare Coin. The P\ ayer gets a ﬂpne‘«cihaxll quarter that can
only be used to continue the game of the character and must be userdl the next time the character is
reduced to zero Vit: znllult‘v Points.

If the die roll is a 2, the character receives an Elven Vial. The next time the character is asked a
trivia question, the character's Vitality Points are restored to five before the q[lU[@‘§\tﬂ<Oﬂﬂl is asked.

If the die roll is a 3, the character receives a Magic Scroll. The next time the character is asked a

trivia tq[luue‘mt\‘bo»lm the character may choose the cates ﬂowry furst, j]lus\t like a Wizard can.

If the die roll is a 4, the character receives a Magic Staff. The next time the character is asked a
trivia question, the character may give two answers, just t like am Aimazon can.

If the die roll is a 5, the character receives a Ring Of Speed. The next time the character is asked a

via question, the character will have a munute instead of thirty seconds to answer the question.

If the die roll is a 6, the character receives a Ring Of Wisdom. The character will automatically
answer correctly the next trivia question the character is asked, as the \P»Hayelr of the character is
allowed to read the answer to the queestion before the character gives their final answer.

A mag ric ttem has only one ch arge. Once used, the 1nn|(a|qut(, item is discarded.

RUINI—GlRAd
YOU FOUND A TREASURE BOX AND YOU GOT
f RING OF SPEED.

GREDITS:. O




So. vou’ve made it this far. But
if you can’t answer my questions,
["11 char you to the bone.
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BOSS MONSTERS

When the characters encounter a boss monster, the characters will battle the boss monster
exactly the same way as a monster is battled, with the followun: g exceptions:

If a boss monster of any S tage other than St tage Nine is s reduced to zero or less Vitality Points, the
characters will move on to the next highest Stage. Before the characters move on to the next Stage,

the last character to answer the boss monster correctly rolls a die. If the die roll is enq[lumﬂ to or less
than the number of the Stage, the character receives a 1nﬂ|awu«<, item determined at randomnm.
Gordian is the boss monster of Stage Nine. I f he is reduced to zero or less Vi tality Points, there is
no Stage to move on to, and the magic item the characters find is the Seed Of Wisdom.
VICTORY CONDITION
If Stage Nine is completed successfully, Gordian is defeated, the Wisdom Seed is retrieved, and
the Vluctrour\v Condition for lt]hue granne is met. <Clol1n1q1r atulations on a victorious Quiz & Dir: agonmns RIPG
session!

YOU DEFEATED GORDIAN!

PERGENT G
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Quiz & Dragons RPG was inspired by the 1992 Capcom arcade game Quiz & Dragons, and was

g

created by ]Elmr in Famiglia in a 24 hour period in response to ikmikt.com's challenge to make a

rol ‘e]P (al‘vulnuq game out of a video game. All Lnna ges are from the lOr]l’IUO' imal Capcom arcade Qannnue
Trivial Pursuit is a trivia boardgame made by Horn Abbot ]Llunnnutledl It is not necessary to play

Quiiz & Dragons RPG with Trivial Pursuit cards, and the lpvavPM[ll.allr trivia game is merely mentioned un

the rules as a Qe]nue]rall ex annnqpx\«e of how to make any trivia game i tnto a Quiz & Drra gons RPG se ssiiont. If

the players have a different trivia game they'd like to adapt to the Q&D RPG, by all means do so.




