
 

QUESTCAPADES! 
By Mark Cantan 

 To Be Printed: 
Adventure Cards, Encounter Cards 
Asset Cards, Modifier Cards 
 Additional Requirements: 
1 x D20 
Character Sheets (Random Scraps of Paper) 
 

Set Up 
The players agree on a number of rounds: 3 for a short game, 
4 for a medium game, 6 for a long game.  This is the number of times each person will 
get to be the Head Adventurer before the game ends.   
 
Next, each player adds the number of the month to their initials and creates a character 
name based on those initials.  
 
Example: It’s April, which is the 4th month.  Brenda Nolan’s initials are B and N.  F is four 
letters after B in the alphabet.  R is four letters after N in the alphabet.  Brenda’s 
character’s initials are F R.  She comes up with the name Francis Rumble. 
 

Each player writes their name on their Character Sheet.  The 
players then acknowledge that this has no bearing on the 
game whatsoever. 
 
Everyone starts with 0 Adventure Points on their Character 
Sheet.  At all times a player’s Adventure Points must be visible 
to the other players. 
 
Each player is dealt 3 Asset Cards and 3 Modifier Cards. 
 

The players roll the D20 to see who will go first.  Highest wins. 
 

Play 
The players take it in turns to go on an adventure.  The current player, called the Head 
Adventurer, turns over an Adventure Card.  The Adventure Card describes the adventure 
that they’re going on and how many Adventure Points it’s worth.  The Head Adventurer 
then chooses who they want to bring on the adventure with them.   
 
Both players that are going on the adventure now have the option of putting down a 
Modifier Card.  It is placed face down without anyone else seeing it.  These Modifier 
Cards change the number of Adventure Points that will be given to their co-adventurer 
should the adventurers succeed on their quest.   
 



 
Adventurers don’t have to play a Modifier Card if they don’t want to and only players 
that are on the adventure can play Modifier Cards. 
 

Encounter 
The Head Adventurer turns over an Encounter Card.  The Encounter Card describes an 
obstacle in their way and the number that is needed on a die roll to overcome it.   
 
Before the die roll each player can play one of their Asset Cards.  These cards give points 
that are added to the die roll to help the team overcome the encounter.  The player 
must give a reason why their skill or object is helpful.  All reasons are true and valid.  
 
Only players on the adventure can play Assets.  Players don’t have to play Asset Cards.  
More than one adventurer can play an Asset Card in any given encounter.  Adventurers 
can only play one Asset Card in any given encounter. 
 
The Head Adventurer rolls the die once to see if the team succeed. 

 
Example:  
Encounter Card: “There has been a landslide.  Boulders block 
the path.  Roll 12 or higher to get past the boulders.” 
 
Adventurer B plays an Asset Card: “Teddy Bear +4”.  
Adventurer B justifies how the teddy bear will help: “The 
teddy bear will help us because it has popcorn inside it 
which will give us extra energy to climbs the boulders.”  The 
players acknowledge that this is true and valid. 
 

The Head Adventurer rolls the die and gets an 8.  With the +4 from the teddy bear this 
equals 12.  The adventurers succeed! 
 

Adventure Outcome 
If the adventurers are successful they turn over their Modifier 
Cards.  These modify the amount of Adventure Points that their 
co-adventurer will get from the adventure.  Adventurer A’s card 
affects Adventurer B’s points and vice versa.  (Apart from some 
exceptions which are written below.) 
 
Example 1:  
The Adventure Card is worth 4 points.  Adventurer A’s Modifier 
Card is for +2, Adventurer B’s Modifier Card is for -3.   
Adventurer A gets 1 Adventure Point.  (4 – 3 = 1) 
Adventurer B gets 6 Adventure Points.  (4 + 2 = 6) 
 
Adventurers can end up with less points than when they started on the adventure and 
can go into negative points on their score sheets. 
 
There are additional Modifier Cards that affect the result of the adventure.  They are 
explained further below. 
 
 



 
If the adventurers don’t succeed on their quest then the Modifier Cards are put to the 
bottom of the Modifier Card deck without being revealed.   

 
If a player has no Modifier Cards in their hand they can now 
pick up three Modifier Cards from the deck. 
 
If all players have no Asset Cards in their hands then everyone 
can now pick up three Asset Cards from the deck.  If one or 
more people are still holding Asset Cards then no one gets to 
pick any up. 
 
Play is passed to the player to the left.  They are now the Head 
Adventurer for this turn. 

 

Winner 
Play proceeds until Head Adventurer has passed around the circle the agreed upon 
number of times.  The last Head Adventurer should be the person to the right of the first 
Head Adventurer.   
 

Additional Modifier Cards 
 
“Feeling emotional.  Double the effect of the card your co-
adventurer has played.”   
 
Example:  
The adventure is worth 3 Adventure Points.  Adventurer A 
plays a +2 Modifier Card and Adventurer B plays the Feeling Emotional card.   
Adventurer A gets 3 Adventure Points because the Feeling Emotional card doesn’t affect 
them. 
Adventurer B gets 7 Adventure Points because 3 + 2 x 2 = 7. 
 
“Doing your own thing.  The card that your co-adventurer played has no effect.” 
This nullifies the Modifier Card played by the other adventurer.  Both adventurers just 
take the number of Adventure Points on the Adventure Card.  This card also nullifies 
other Additional Modifier Cards. 
 
“Rubber and glue.  The card that your co-adventurer played is instead bounced back on 
them.” 
This is true for positive and negative Modifier Cards.  It is also true for Additional Modifier 
Cards wherever applying it makes any kind of sense. 
 
Example: 
The adventure is worth 2 Adventure Points.  Adventurer A plays a -3 Modifier Card.  
Adventurer B plays the Rubber and Glue card. 
Adventurer A gets -1 Adventure Points because they actually get the modifier that they 
played: 2 – 3 = -1. 
Adventurer B gets +2 Adventure Points because they are unaffected by the other players 
Modifier Card. 
 
 



 
“Snatch.  Take one of your co-adventurers cards at random.” 
This can be an Asset Card or a Modifier Card.  
 
Example: 
The adventure is worth 3 Adventure Points.  Adventurer A 
plays a +3 Modifier Card.  Adventurer B plays the Snatch Card.   
Adventurer A gets 3 Adventure Points. 
Adventurer B gets 6 Adventure Points. 
Then Adventurer A holds up all the cards that they have left 
without revealing what they are to Adventurer B.  Adventurer 
B selects one at random and keeps it. 
 
“Replenish.  Both you and your co-adventurer top up the cards in your hand to the 
amount you started with.” 
Both players that are on the adventure take enough cards from the decks so that they 
now have 3 Asset Cards and 3 Modifier Cards. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 



 









































 


