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flow o Play) This PageQuest Gaue

This PageQuest game is a solitaire, diceless, fantasy adventure. All you need to play this
game is this folio and a pencil.

L. CHARACTER CREATION: On the Character Record, fill in your name, and the
name of your character. Nexl, decide and record the value of your character's two
aftributes:  Stamina (ST) and Magie (MG). The total of these two attributes must not
exceed 10. For each point of Slnmlm taken, eross off one column of Runes in the Tome
of Magic (you decide which columns). Note: your character beging with no Inventory:
any number of items may be carried, but only one ilem may be a weapon.

1L EXPLORATION: Your character begins in the chamber that is already drawn on
the map grid. Each turn, you may enter a new chamber by passing lhmug]l a door
(marked with a small square). Whenever you move through a door into an unmapped
chamber, read the coordinates of the square just beyond the door. Using the Chamber
Index 1o look up these coordinates, copy the map segment of the new chamber 1o the map
grid exactly as it appears (including its orientation and all markings), such that any square
containing coordinates ends up on the Adventure Map at those coordinates. Numbers
written in squares of a chamber indicate encounters (see ENCOUNTERS). Note: you may
not move through walls and you may not move diagonally through doors.

III.  ENCOUNTERS: Any two digit number shown in a chamber refers to an encounter
on the Encounter Table. Encounters occur as soon as you enter the chamber they occupy.
If more than one encounter occurs in a chamber, the encounter closest 1o the door by
which you entered the chamber will resolve first, then the next closest, and so on. If the
encounter indicated is marked COMBAT, your character is attacked and must fight the
enemy to the death (see COMBAT section below). If the encounter is an EVENT, the
event occurs automatically and immediately. COMBAT and EVENT encounters cannot
be avoided by the character. ITEMSs, however, may be picked up by the character
(recorded in the Inventory section of the Character Record), or ignored. When the
encounter is complete, cross out the number on the map grid, but do not cross out the
entry in the Encounter Table since some encounters may recur. After all eéncounters in
the chamber have been resolved, proceed with the next tumn (see EXPLORATION),

Iv. COMBAT: A combat encounter will list the type of foe your character faces, the
foe's Endurance ( and a series of combat actions enclosed in square brackets. Each of
these combat actions represents your enemy's attack or defense during suceessive combat
rounds, with the action on the far left of the series in round 1. Before resolving combat,
copy your enemy's combat actions and EN into a row in the Combat Rounds section,

To resolve the combat, you must choose a combat action for your character {rom the
Combat Table for each combat round, one at a time, until either your enemy is dead,
your character is dead, or there are no more combat actions listed for your enemy. In the
first combat round, you may choose any combat action on the Combat Table, except
Alert or Claw, which are reserved for your enemies (you may never choose these as
combat actions). In each round after the first, you must choose an action that is listed as
a possible next action next to the combat action chosen in the previous round. For each
round, after choosing and recording your character's action, check to see if you have
wounded your enemy, or ift your enemy has wounded you; an attack () is suceessful if it
is listed higher (above) on the Combat Table than the opponent's defense An attack
is also successful if the oppenent used an attack combat action during the round, rather
than using a defense combat action.  All successful attacks score 1 point of damage
against the opponent. which must be immediately subtracted from the ST or EN of the
victim. Note: PR T and FIMTE may be ‘used in any combat, but act like any other
combat action and must be cast like any other spell (see SPELLS).

If at any time, your character's ST falls to zero, your adventure ends. If your enemy’s
EN drnl:s to rero, you have slain your enemy and any remaining enemy combal acltions
should be ignored: also, to indicate that the encounter is resolved, cross off the encounter
number from the map. If your enemy runs out of combat actions before either of these
results, the enemy flees the combat. Your character may not give pursuit, and the enemy
will retun the next time you enter this chamber: to indicate this, de not cross off the
encounter number on the map. When the enemy retums, treat it as if you were
encountering it for the first time, with its full Endurance and all combat actions.

Cambat example: Gwyneth Cranequin (ST=5; MG=5) encounlers an omery Red Cap
(EN=3) [WD D C WKW C C D | stomping about the chamber she has jus! traipsed into,
Sensing that he is not aware of her presence, she sneaks up behind him for a Backstab,
causing 1 point of damage (although the Red Cap's Wait is a defense action, Gwyn's
Backstab is higher on the combat table, so her attack hits), bringing his L rance down
to 2, Since that got his attention, Gwyn jumps back to Wait in round 2 to see what the
Red Cap will do (besides, it's her only possible next action following a Backstab according
to the Combat Table). After Waiting, Gwyn has several choices for round 3. She decides
to try a Thrust, but since it is below the Red Cap’s Dodge on the Combat Table, she
misses. In round 4, Gwyn tries to Dodge, but sinee Claw oceurs higher than Dedge on the
table, the Red Cap scores | point of damage, bringing Gwyn's Stamina down to 4. In
round 5, Gwyn Slashes and hits for a point It.u-mg Ihe Red Cap's Endurance at 1.
Desperate, the Red Cap Kicks at our heroine in round 6. Since Gwyn's only possible next
actions after her Slash are Thrust and Wait, she goes for the coup-de-grace Thrust. Both
the Kick and the Thrust go undefended, causing q point of damage each. The Red Cap
keels over dead, and Gwyneth presses onward, a tad worse for wear with a Stamina of 3.

V. SPELLS: When an encounter allows a spell to be cast, the spell will be written in
Runes. [n order to cast the spell, you must have each of the Runes in the spell name
available in your Tome of Magic. To cast the spell, simply find each of the Runes that
make up the spell name and cross them off.

Spell casting example: Tars Galbraith (ST=6; MG=4) has the opportunity to pick a lock
by casting h["f This spell requires only three Runes, so he decides to cast the spell, and
crosses off a fy. :mﬂ and a [y from his Tome of Magic, thereby opening the door.

VI WINNING OR LOSING: The object of this PageQuesl 1s to find and retreve the
Selkie Pelt. Onee this is accomplished. it is assumed that your character safely
backtracks to the entrance and completes the quest, If at any time during your adventure,
your character's Stamina falls to zero or less, the adventure is over,

Quest for the Auburn Pelt
A PageQuest

Author and Hlustrator: James Kyle Game

Game Designers: James Kyle & Chris Young

Playtesters: Heil, Porrett, Richardson, Shope, Young

On the long journey home from your last adventure,
vou were drawn to the seashore by the mournful cries of a
Selkie, daughter of the deep. A Sidhe Noble, she
explains, held an affection for her that she could not
return. In a rage, he took from her the beautiful auburn
sealskin that granted her sealshape and allowed her to
live beneath the waves. Concerned for the Selkie’s
safety, doomed as she is to her human form, you bravely
enter the keep of the Sidhe Noble...

Begin your adventure with “How to Play
This PageQuest Game’ on the back of this
folio.

A Solo Adventure Game From

Glastyn Games

glastyn@att.net - http://www.glastyn.com
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Fheounter Table

EVENT: Kettle o’ gruel slowly simmering over a fire...
Eat some = 13; Cast [[NR|F'BN and eat = 24; or Ignore
EVENT: Thhp, thwwip. Poisoned darts. (-1 ST)
COMBAT: Sidhe Warrior (EN4) [ASTDPSPTSP]
EVENT: Anerie glow approaches...
Cast YR BFP; Otherwise 2 20
EVENT: Yourealize the stone underfoot just sank. ..
Drop any one item or cast fF[pd; Otherwise = 19
COMBAT: Fey Enchantress (EN 4)
[WFFLFLLDFL]
EVENT: Fairie Torque or b FJ"h needed to open door.
COMBAT: RedCap(EN3) [ WDDCWKWCCD|]
ITEM: Runestaff, provides unlimited R runes for spells.
ITEM: Belt of Machismo, +2 ST while carried.
EVENT: hMP or Key of Bone needed to open this door
COMBAT: Wight(EN2) [ WCDWDCWCDC]
EVENT: You've been poisoned! (-2 8T)
ITEM: Selkie Pelt! Your quest is completed.
EVENT: You hear armored footsteps approaching. ..
Cast B[R M or YNFMPP; Otherwise & 03
EVENT: Youfeel a tripwire against you ankle. ..
Cast RPN ; Otherwize = 02
COMBAT: Shade (EN3) [ADDTDTTDST]
ITEM: Key of Bone
EVENT: A ceiling block falls on your head. (-1 ST)
COMBAT: Willo Wisp(END[ADFWDWDEDF]
Each combat round, the Will o> Wisp drains (cross off)
one rune of your choice from your Tome of Magic.
ITEM: Appears to be a staff, broken into splinters...
Cast RMYTRRM = 09; or Ignore
ITEM: Fairie Torque
COMBAT: Spriggan(EN3) [ WKDKDKDKK W]
EVENT: Mmm. Restore ST back to its original value.
EVENT: Yousense a shadowy presence...
Cast [[| XMT; Otherwise = 17
COMBAT: Mimie (EN=ST) [W?2?2272272227]
In each round after the first, the Mimic will copy the
action you used in the previous combat round
ITEM: Key of Elderwood
EVENT: The faint odor of the dead grows stronger. ..
Cast BF MM Otherwise > 12
EVENT: WM or Key of Elderwood required to open
this door.
COMBAT: Sidhe Acolyte (EN3) [DSTDPSPTPK]
EVENT: Te open door, cast F'FPR [ or spend 1 ST.
ITEM: Rune-enchanted axe, while carried you may not
Thrust, but successful Slashes do 2 points of damage.
COMBAT: Sidhe Neble (EN4) [ALFLFDLLFF]
EVENT: Antimagic barrier, cross off all runes
remaining in your Tome of Magic.
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