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SECTION I: OVERVIEW 

Props: You will need the following to play the game. 

• A3 paper (multiple sheets of A4 will do) 
• Coloured pens/pencils 
• Index cards (alternatively post-it notes or scraps of paper) 
• Two or more sets of ‘setting cards’ (or a deck of playing cards) 

Maps: Each map used in the game is split into two halves, usually down 
the middle of the page. On one half is the physical map, which is used to 
draw the physical geography of the region such as roads, towns and 
mountains. The other half is the relationship map which shows the links 
between people, factions and other important things in the world. 

 

Setup: The 40-60 minutes of a game will be spent creating your world and 
characters as a group. You will end up with a basic map and setting to 
explore and expand as well as a character and quest each. 
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Scenes and Quests: The rest of the game involves taking it in turns to play 
scenes, each centre around a character trying to advance a quest. New 
characters, factions and locations will be invented as needed and 
relationships will build up between them to make the world a more 
interesting place as you play. 

Cards: To resolve conflicts in the game players will need access to some 
cards. The only important thing is that they have at least 1 black and 1 red 
card at a time, so players can draw more cards from the deck at any time. 
The number of cards you have has no mechanical weight. 

If you have access to Setting Decks they have 6 ideas on them to help 
when you need to invent something. They correspond to Themes, 
Locations, Factions, Character traits, Quests and Questions, although 
those categories aren’t fixed, a faction idea may help with the creation of a 
new character or a theme can inspire a new quest. 

If you don’t have any Setting Decks then a regular deck of playing cards 
will be enough to resolve conflicts and you’ll have to do without any extra 
inspiration. 

 

 

 

 

 

 

 

 

 

 

 



4 
 

SECTION II: SETUP 

Through this section are boxes on the side of the page which show you 
examples of the decisions that were made at each step during a play test 
of Quest. 

SETTING 

The first thing to do while setting up the game is to establish a baseline 
for your setting, something very generic that will be expanded throughout 
the rest of the setup and game. 

If you have access to Setting Decks, pick two 
between the group and put the rest to one side. 
This decision will influence the rest of the game, so 
it’s important everyone is happy with it. 

Whether you have Setting Decks or not the next step is to describe an 
overview of your world in just a few words. This should be kept very 
simple as details will be added to it later, this is just to get everyone on 
the same page. Good examples are to choose a location/period in history. 

• Medieval Europe 
• The Dark Ages 
• Roman Empire 
• Feudal Japan 

It is a good idea at this point to settle on a overall tone for your game, be it 
dark, light hearted, serious or something else. 

THEMES 

Once the basic setting has been determined it’s time to start making it 
interesting. Each player must invent a single Theme which defines 
something that is important in the world. When you create a theme say a 
single sentence that sums it up and then tell the group a little more detail 
about what you’re thinking, discuss it if needed. 

Urban Fantasy 

Blood and Rust 

A dark/gritty 
renaissance 
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Good themes are something you can hang a story from, although they 
don’t define that story. For example: 

• Magical items are common and fill the niche of technology 
• Magic recently has vanished from the world 
• Dragons oppress the people outside of the cities 
• Mythic creatures have been tamed and used to assist in all aspects 

of life 
• Dwarves live alongside humans as a slave race 
• Several non-human races exist and live in isolation from one 

another 
• A pantheon of gods vie for mortal 

worshippers 
• A new religion is spreading from 

the west 
• A civil war is brewing 
• The aftermath of the war 

Once everyone has invented a theme and 
the group are happy they know what it’s about you can move on. 

STARTING MAP 

Take a sheet of A3, fold it in half and assign one half to be the geographical 
map and the other the relationship map (or use two pieces of A4). On the 
relationship map everyone adds their theme, enclosed in a cloud. 

The group now needs to decide on the area your map will cover. You need 
three things. 

• How large is the area? A city, a 
country, a continent? 

• What is the area called? i.e. “The 
three kingdoms”, “The Imperial 
City and its Outskirts” or “The 
Desiccated Ocean” 

• Sketch on a rough border 
showing the bounds of the region. 

An underground world 

All the gods are dead 

Devils and Infernal Pacts 

Outlawed science 

A city and its outskirts, both 
above and below ground 

Ur (above ground) and 
Jericho (below) 

We drew the city walls and 
the extent of the tunnels 
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CHARACTERS, FACTIONS AND LOCATIONS 

Each player now needs to create a character for which they will need an 
index card. To make the character write their name and a few details 
about them on the card. 

You also need to create a location your character has a connection to. 
Draw this on the map, give it a name and tell everyone a little about it. 

Finally create a faction that your character has a relationship to, tell 
everyone about it and mark it on the relationship map in the diamond 
box. Write your character on the relationship map as well (in a rectangle) 
and link the two with an arrow and a brief description of the relationship. 

ADDING EXTRA RELATIONSHIPS 

Everyone must then add one extra link on the relationship map between 
something they created and something they didn’t, and describe the 
nature of the link. 

Character: Francesca Mordanken, member of the Council of Dawn. 
Faction: Council of Dawn, tasks to protect the outlawed alchemists. 
Location: Abandoned Observatory, meeting place of the council. 

Character: Büch, Smuggler of slaves and drugs. 
Faction: Akkadian Cartel, the criminals for whom he works. 
Location: Emerald City, the cartel's drug den. 

Character: Tylleon, Runner for the Free Tunnels. 
Faction: The Free Tunnels, responsible for free slaves from the over-
city. 
Location: The Free Tunnels, where freed slaves are smuggled. 

Character: Ezekiel the Last Iconoclast, an ancient warrior. 
Faction: Keepers of the Divine Spark, who hope to resurrect the gods, 
hunted by Ezekiel. 
Location: The Last Church, where the keepers have their hidden base. 
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QUESTS 

For the final stage of setup everyone needs to create a quest, for which 
they will need a second index card. 

A quest at this stage is simply a vague description of an interesting 
situation, person or object. More details about the nature of the quest and 
what characters are trying to do will reveal themselves through play. 
Some examples follow. 

• Magician-monks who kill any who approach their remote temple. 
• A chest containing the tax monies of a rural province. 
• A mad sorceress, delving into ancient secrets. 
• The Amulet of Blood, which turns fresh blood into magical power. 
• The massacre at Golden Hollow. 

You need enough spare room on the card to write character names and 
maybe some notes. Lastly each quest needs 3 circles drawing on the 
bottom right of the card which track its progress. 

 

 

 

Bück is seeking help from the Devils to take over the Akkadian Cartel 
The Keepers of the Divine Spark and Council of Dawn are rivals 
Ezekiel is an ally of the Council of Dawn 
The Free Tunnels rescue slaves from the Akkadian Cartel 

An ancient secret, buried 
beneath the city. 

A magical effect, running amok. 

A powerful devil, willing to 
make one final pact. 

Something valuable in the 
sewers. 
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SECTION III: CHARACTERS AND QUESTS 

There are a few extra rules to be aware of before the game can continue to 
do with managing characters and quests. 

CHARACTER OWNERSHIP 

As the game progresses more characters can get their own character 
cards. When this happens you’ll end up with more than one character per 
player. 

Players can hold one character in front of them at a time, with the rest 
going into a central pile. Between scenes you can give up your held 
character and pick another from those available. 

If you hold character you will always get to play that character in any 
scenes they appear in and you will always make decisions about scenes 
where they are the focus. 

DO IT DIFFERENTLY / MORE DETAIL PLEASE 

At any time in the game a player can ask another to ‘do it differently’ and 
they will have to go back and re-narrate the last thing they said in a 
different way. This could be for any number of reasons, such as not 
thinking it agrees with the tone of the game or you simply don’t like the 
direction the story is heading. No explanation is needed and the player in 
question should re-narrate without argument. 

Additionally any player can ask for more details about something that is 
being narrated at any time. This can be both because you find something 
particularly interesting, you find something unclear or there is some 
mystery and you feel it’s best if we all know what’s going on, even if the 
character’s don’t. 
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QUEST PARTICIPATION 

When a character starts on a quest there name is written down on the 
quest card. If they are not the first name on the card an extra circle is 
drawn on the card, it will take one more conflict to resolve. 

When only one conflict remains on the quest all character written on the 
card must be present in any scene involving that quest. 

QUEST COMPLETION 

Once all conflict circles have been ticked off on a quest it is complete. In 
the outcomes of the final conflict the narrators should bring the quest to a 
suitable conclusion, although they can leave threads hanging for future 
quests. 
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SECTION IV: SCENES 

The main bulk of the game is made up of scenes, which you take it in turns 
to set up. setting up  a scene involves following these steps. 

1. Choose a character or create a new one to be the focus for the 
scene. If they are held by someone else then the rest of setup is 
performed by that player, referred to from now on as the scene 
framer. 

2. Choose a quest, if the focused character does not have one. 
3. Frame the scene, mention where it is set, who is there and what is 

going on, but not not narrate anyone’s actions. 
4. One other player, who thinks they have a good idea for the rest of 

the scene, volunteers to direct the scene. If no one volunteers then 
maybe the frame should be reworked. 

CHOOSING A CHARACTER 

When choosing a character at the start of the scene you can pick any 
character that already exists, either a held character, one from the pile of 
un-held characters, a previously minor character that hasn’t has a 
character card till now or create a new one. 

If you pick someone else’s held character you will be handing the rest of 
the scene set up and framing to them as if it was their turn. After the 
scene is over the turn order resumes to your left (not theirs). 

If you pick a minor character take a new index card and write their name 
and a little about them. 

If you choose to create a new character they must have a connection to 
one existing faction and one existing location. Write them down on a 
character card and on the relationship map. 
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CHOOSING A QUEST 

If your selected character is not on a quest then you may pick one. Write 
the character’s name on the quest card and if there is already at least one 
name on the card, down an extra conflict circle on it. 

After picking a quest tell the group a little about why your character is on 
this quest and what their current intentions are. If this is the first 
character on the quest it will probably necessitate expanding the details 
already written on the quest card. 

FRAMING THE SCENE 

When you frame the scene you must describe where we find the character 
you have chosen to play, who else is there and what is going on at the 
start of the scene. Resist the urge to narrate any actions for the characters 
or say too much about what led up to the current state of affairs. 

The first scene on a quest must be in a completely new location. 

THE DIRECTOR 

Once the scene is framed one other player must volunteer to be the 
director for the scene, preferably based on if they think they have a good 
idea for which direction the scene should proceed in. 

If no on volunteers then the scene framer should pick someone. If 
multiple people want to direct then the scene framer can choose among 
them. 

During the scene the director has responsibility for narrating the actions 
of any character not played by another player and anything external to a 
character’s actions. This includes having final say over the results of any 
actions a character performs. 

The other duty of the director is to ask the other players questions about 
the scene and the characters in it. These are asked out of context of the 
scene and must be answered by the person being asked. 
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It is best if the questions asked are leading, for example “why do you 
doubt your father’s right to be king?” rather than “what do you think 
about the king?”. Questions should be used by to clarify the scene when 
what is going on becomes muddled, allowing people a chance for an out of 
character explanation, and also to try and inject twists or intrigue into the 
story. 

PLAYING THE SCENE 

The scene framer describes the actions of the character that was picked 
for the scene, the other non-director players can take over playing a 
character that is in the scene, or introduce a new one, and narrate their 
actions. The director handles all other narration in the scene. 

This continues until the scene framer says the scene is over or any player 
calls for a conflict. 

If you aren’t the framer or director you can choose to take over an 
existing character to play, introduce a new character into the scene 
and/or ask people to do it differently/for more detail. 

CONFLICTS 

Conflicts can be called at any time during a scene by any player. They 
should be called when a player thinks something dramatic should happen 
that will bring the scene to a close. 

In a conflict, first the scene framer narrates, by themselves, the outcome 
for the scene that they would like to see. This narration should be more as 
if they were reading from a book rather than a brief summary of events. 

Secondly the director narrates their version of events. Neither side are 
obliged to favour any particular character or make it a good or bad 
ending, they should go with what they find interesting. 
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To resolve the conflict each player places a card face down in the middle 
of the table. A red is a vote for the framer’s ending while a black card is a 
vote for the director’s. The director and framer are not obliged to vote for 
themselves. 

The director gathers the cards, shuffles them and offers for the framer to 
pick one. The resulting colour determined which of the endings actually 
happened. The scene now ends. 

POST SCENE 

After a scene the player should look at the map and decide if anything 
should be added. New locations, characters, factions or relationships. If 
something has a name then it deserves to be added, even if it didn’t 
appear in the scene directly. Add things to the maps quite aggressively. 

The only thing that shouldn’t be added are things (especially 
relationships) that are very transient, something that may have happened 
during a scene but is unlikely to persist now that it’s over. 

If it becomes nonsensical for your character to continue a quest for 
whatever reason, they can remove their name from it. This should re 
reserved as a last resort, usually you just want to re-evaluate your goals 
on the quest or delay continuing it while you help someone else. 
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