TunnelQuest 2

A fantasy rgiaying game for players new to the hobby by Paul Elliot and Mike H

Introduction

TunneQuest ofTQ for shortis a brief set of Fantasy RBlaying rules designed by Paul Elliot

(of Zenobitame) and developedtensivelipy Mike Hill Tunnels & Trolls Sixth Edjition Paul & s
game was originally desidno provide a simple but compelling set of rules that he could use

with his family.

Although the game concepts and mechanics really are simple, it would be helpful if at least one
player is familiar with rgiaying games in general and such veneladses as Tuels &
Trolls and of cours®ungeons & Dragons in particular.

To play this game and most fplaying games, you will need some digenly useshe
readilyavailable sigide dice. For ease of reference, dice rolls are indicateddiy¢hetion:
60xdo6d danestlee niimbds of dice to be rolled. For example, a raliad &ould be
indicated by the code 3d6.



The Basics

As with most rolplaying games, play evolves conversationally; players
describe the actions of their i@dwders and the Game Master (GM)
narrates story elements bringing-player characters to life. However,
when the outcome of a character's action is in doubt, the GM asks for a
dice roll to determine the result. The player rolls 2d6, adds a specific
modifier and must score equal to or greater than the ashiffjoelty
numbgbDN) to succeed. In a fight the difficulty number isadbeating

(FR) of the enemy.

The DN for norcombat tasks can vary greatly, depending on number

of factors such as: the gdhe circumstances, the environment, perhaps

the equipment that the character hastohaddh e char act er 0 s
condition.

For examptee player might tell the GM that he wants his character to

climb an ivycovered stone wallhe GM may decidkat this is a task

that any halflecent adventurer can complete with ease and announce

that the character scales the wall withdutch However, where

dramatically appropriate, the GM may call for a dice roll to gauge the
char act er 0 dthecharantdr was peing puisued by savage

hounds he might assign the climb a difficuldfot asy) ; i f it ds
raining perhaps the DN should®éaveragend if the character is

suffering from a wound to the shardhe climb might have DN of 1

or more.

The following difficulty numbers are offered as  action Difficulty
suggestion for the range of challenges the Easy 610 8

characters may face. Standard 9or 10

. _ _ _ Challenging 11 or 12
In many situationpossessing the right skill or Foolhardy 13 or 14

knowledge will give the character a valuable e( ygroic 15t0 18
If the character has a skill that could be useful ...

the current endeavour, the player should explain to the GM how his
characterodos skill s matheplgeraddathé oy e d.
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characteros skil/l |l evel or |l evel s as

some cases, the pl ayexperemzEvaal so add

whole number too. Experience levels are discussed in greater detail
below but for now ajlou need to know is that heroes with many
successful adventures under their belts tend to fare better than their
novice counterparts.
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If the dice roll plusll ofthe relevant modifiers ecgiait exceeslthe
DN, the task wasompleteduccessfuljyf not, the character suffers a
negative consequence such as:

A The character is unable to progress further because he or she
failed to force open the locked dé@n alternate path must be
found, possible a more dangerous one

A A trap was triggereddithe chareter suffers a wound

A An argument is lost and the charactefl@ipd for his public
failure

A In combat, a failed roll almost
always results in the character
suffering damage

Creating a Character

Players begin by choosingaiingalso
known as mfession, class or type) for th
new character from among the following
rogue, warrior or wizard. The choice of
calling is the most important decision in
the processf building a new hero.

Rogueserenaissance, thely dabble in

several spheres ofpextise gaining some
value from armour and having the ability | :
to use weapons and spells to good effer

Rogues add their level to their combat aice
roll whilst they have 2 or fewer points of magic, once they gain a third
point of magic, they must stop Bjpg the level bonus to combat and,
instead, add it to spell casting rolls.

A Rogues may use a shield and add +1 hit when doing so
A They gain a maximum of +2 hits when wearing armour, no
matter how many pieces they wear

Warriorare masters of combat bathk a broad depth of skills and
knowledge and have little affinity for madiatriors add their



experience level as a bonus to all combat dice rolls, feats of strength and
other activities deemed appropriate by the GM.

Warriors also receive the followapefits and restrictions:
A Add +1 to the combat roll and +1 hit when using a shield
A May wear any type or value of armour

Exampleruon the Barbarian (warrior) is hunting small game with his
trusty bow and arrow. Yuon has @hneheskill at +1 and the

all ows his player to add the characterdos | ev
the activity seems like the sort of thing barbarians get up to. Later, Yuon
attempts to use hispais k i | | (+1) to mend the hem on Mai d

court gown. Yuon does not getitd his level in this particularly un
barbarian like activity!

Wizarden the other hand are wedirsed in the arcane arts of sorcery.
Wizards add their experience level as a bonus to all spell casting rolls
and any intellectual pursuits deemed apatefry the GM.

Wizards also receive the following benefits and restrictions:
A Gain no benefit from wearing armour or using shields
A May spend magic points to counter magic damage or spells of
the same colour

Once a callingas been chosdhgc h a r sstatistesnay be

recordedor useduringplay anda number of skillsan beselected to
personalise the new hero. All characters controlled by the players have
the following statissan commonGM characters are often

summarised by a single numtiexfoe rating.

Statistic Rogue Warrior Wizard
Once the statistical values H|t§ 6 8 4
are recorded, the player me Sk'”? 4 2 2
Magic 0 0 4

swap a single point from or
stat to another with the
exception that warriors may not begin play with a scheermagic
rating.

Hits whenever a character or i@oundedahitis lost. Once allits
are lost, the character falls unconscious and may die (a foe is also out of
the fight at this point but may notbedeachi s i s t he GMO6s deci sion).

Skills eaclskill adds +1 to the dice roll for tasks relating to the area of
expertise covered by the skill. Skills may be chosen multiple times



gaining an additional +1 each time. However, no skill may have a value

greater than the chdeval2dhaactérs experience | eve
could have a +2 skill but a first level character would be limited to a

maximum skill level of +1.

Magicthe number of power points a character has to fuel spells of a
particular colour. Points of the magic statistic must be aseigned t

of the fourcolours of makhere are many different types of magic and
supernatural effects but they are all associated with a specific colour; for
example, spells that result in physical damage are associated with the
colour red.

Initially, cheacters are restricted to a maximum of 3 points of magic of
any one colour. Once there character starts gaining experience, this
restriction no longer applies.

For each point of magic the character has, the player must choose one
spell of that colouHowever, the player may only choose a level 2 or 3
spell if his character has 2 or 3 magic points of the appropriate colour.

Choosing Skills

For each point in the skill statistic, the player may choose one specific

skill. All rogues, for example, begin ttegieers with 4 different skills

but 1 tds unlikely that two players choosing
character will choose the same 4 skills. As
calling, skills define the charaatet once selected cannot be changed

(unless ta GM is willing to help out here), so choose wisely.

The following is a sample list of possible skills to whet the appetite. The
player is free to choose any ability providing it can be described in one
or two words or perhaps a short phrase.

Actor, a@l alluring, axe fighter, archer, armourer, artist , bowyer, brawler,
cartographer, dancer, disguise artisttddhkareridasthaggler, healer,

herbalist, keen observehrkmits, leader, librariaicrdokier, mace.

merchant, minstreht@ioeenmbleutdaw, priegtjickwittedqjuickonthe

draw, ranger, researcher, seducer, shadowy, sling, snealgpedbldier, spearmar
casting (green, red, white or blsieetnagi), stealthy, steward, streetwise,
strongurvivalist, smien, swordsman, theologian, tracker, ventriloquist, vintner,
weapon smith or woodsman.

Initial Adventuring Equipment
In addition to normal travelling clothes all rogues and warriors begin
play with the following items of equipment:



A heavy cloak to prateagainst the elements

A pouch of tinder and flint

A knife and sheath

A standard weapon (choose either an axe, mace, spear or
sword)

> v > >

Wizard characteadsobegin witlthe items listed above, with the
exception of a standard weapon, in its place tleeyeracvalking staff
that they use for self defence andsgpeh casting focus

Furthermore, players may spend 100 silver coins to acquire items for
their characters from the following list. Coins not spent at this time
represent t hngstakdhanpoeketthamgéd s st ar t i

Item Silver Notes

Axe 80 Standard melee weapon

Backpack 10 Holds 80 kilograms

Belt pouch, large 2  Holds up to 200 cons

Belt pouch, small 1  Holds up to 50 coins

Bow, 12 arrows and a quive 80 Standard ranged weapon

Canvasheet 8 3 metre square

Chain 40 10m length of thick chain, very heavy

Cloak 12  All-weather protection

Clothes, fine 9  Quality court garb

Clothes, travelling 4  Sturdy clothing and boots for adventurous activity
Cuirass, plate 420 Heavy torso armour,2tits

Dog 3 FR4

Flint and tinder pouch 2 Used for lighting a fire

Garlic 1 10 cloves, may unsettle vampires

Greaves, chain mail 90 Standard leg armour, +1 hit

Greaves, plate 200 Heavy leg armour, +2 hits

Great weapon 500 Heavy weapon, +1 to combatelrolls, requires both

hands to wield precluding the use of a shield
Hammer and iron spikes 18 Includes tool pouch and belt



Hauberk, chain mail
Healing poultice
Helmet, full face
Helmet, open face
Holy symbol

Holy water

Horse, riding
Javelin

Knife

Lock pick tools

Mace

Net

Qil flask
Oil lantern

Pick axe
Restoration potion
Rope

Sack, large

Sack, small
Shield

Shield, tower

Sling and 12 stones (with

pouch)

Small mirror

Spear

Sword

Torches, 3
Vambraces, leather
Vambraces, plate
Wolfskane

130
40
70
35

30
220
30
30
60

80
10

12

10
60

= O

60

150

5

10
60
80
3

30
90
20

Standard torso armour, +1 hit

Restores 2 hits

Heavy head armo, +2 hits

Standard head armour, +1 hit

Made of wood or clay, occasionally tin

Blessed water, may harm undead creatures

May carry Geaviyems

Standard ranged weapon

-2 combat dice roll

Attempts to pick locks sufferapenalty without thes
tools

Standard melee weapon

3m square

Fuels a lantern for 2 hours

10m beam or a 5m radius depending on hewehs
shutter is used

-2 to combat dice rolls, used for excavation
Restores up to 4 magic points of any colour

10m length

40 kilogram capacity

10 kilogram capacity

Usedby rogues (+1 hit) and warriors (+1 hit, +1 to
combat dice rolls)

Used by watrriors only, +2 hits and +1 to combat d
rolls

Ranged weapo#, to combat dice rolls

Wrapped in a sof¢édther cloth

Standard melegranged weapon

Standard melee weapon

Provides light in a 5m radius for 20 minutes each
Standard arm armour, +1 hit

Heavy arm armour, +2 hits

May hold werewolves at bay

Note that some items are noted as be2ngheavkilst some weapons
and armour are identifiedresaviA single character may only carry or
wear 3 heavy items unless he has a skill which would assist (such as
strorjgin which case, the skill level is added to the number of heavy

items which may be carried.

Other types of coin exist; the gold coin is equal to 20 silver coins and 20
copper coins equate to 1 silver.



Character creation exBumbés a rogue withlgits and 4 skill$is

player Brad considers swapping one point from hits to magic but sees

Durk as more of a bravo thanogue wizaktls skills arstealthl;

swordl; climbingl andescapoledyDurk begins play witie clothes

on his baclkatravellingc | o a k , tinger, knife arad mree weapon

(Durkisaswordkindf-aguy ) . Dur kds pilvacgrsr now buys 100
worth of gear as followlsck picktools (60), a backpack )14l lantern

and oil (17), and a large Ipeltich for storing thieasure he will earn

from his adventuring career (2) leavingpiris for food and ale at the

local tavern.



Fighting the Good Fight

Combat takes placeroundgsting as long as 15 secondgmaigme
and as short as perhaps just a few heartBaatsplayer makes a single
choice of action for his character and this will often be an attack of

some form. An attack dice roll represents th

land a telling blow and avoid being struck in return.

When a successful rolmade in combat against a foe, the target's hits
are reduced by 1 paitost bes have 3 hits and rarely moreee

strikes and youdre out; whether youdre

zero (0) hits the creature is defeated (which might mean
death, uoonsciousness or retreat, the GM is at libe| £
to adjudicate).

If the combat roll fails, then it is the character that
suffers a hit. At the

any roll of a double one (1) will result in a hit taken
the characterregardlesof t he f oeds
characterdds bonuses.

Note however that a character who fails to score a hit

in combat can only suffer damage if it is possible for him to do so. A
typical foe can only retaliate against one attacker so if two heroes engage
a rasty goblin and both characters fail their roll, only one loses a hit. Of
course, some creatures have special abilities that allow them to wound
multiple heroes!

The Combat Dice Roll

When a character attacks a foe, the player rolls 2d6 and adds
circumstatial or skill modifiers to the dice total. If the combined total

of the dice roll and the relevant
rating number, the target is struck and loses a hit.

Modifiers
A Experience level
o Warriors add their level at all times
o0 Rogues add their level if they have 2 or fewer magic
points
o0 Wizards never add their experience level to a combat
dice roll
A Shields
o Warriors add +1 to the dice roll when using a standard
shields
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(0]

Rogues and wizards gain no dice roll bonus for
employing a shid

Fighters must keep track of the condition of their shields. After the
warrior or rogue has suffered 3 hits whilst using their shield, the shield is
broken and must be repaired with a successful skill roll or replaced. A
repaired shield is destroyetth@ character suffers a further 2 hits. A
destroyed shield may not be repaired.

A Weapons

(0]

(0]
(0]
(0]

Standard weapons do not modify the dice roll
Great weapons add +1

Shields add +1 in the hands of a warrior

Knives and improvised weapons modify the roR by
more

A Left or right hand

(0]

o

Rogues and warriors are usually-hightled, wizards
are always lefftanded
Using theoffhandncurs a2 penalty

A Unarmed combat

(0]

(0]

An unarmed character fighting an armed foe (whether
the enemy is armed with a sword or a paw full gF sha
talons) suffers-d penalty.

Unarmed fighters engaged with unarmed foes do not
suffer the penalty

Optionally, the GM may decide that characters who suffer 3 or more hits from
unarmed foes must roll 6 or more on 2d6 or pass out for 1d6 combat rounds.

Surprise and Ranged Weapons

Hitting a foe who is unaware of the character or whe
cannot fight back (perhaps the character is throwing
javelin or shooting an arrow) means that even if the
attack roll fails, the character is not harmed by the f

The exeption of coursas when the foedsohave
missile weaporms are also able #@itack by surprise. In
these instances ask players with vulnerable charact
make a standacdmbat diceoll (FR + 2 as difficulty)

if successful, the character avthids

attack, otherwise he suffers one hit of
damage. GMs may use this rule to account
for traps (a mechanical-pap) or



accidents (slipping from a moesered
wall).

Multiple Foes

When the characters are outnumbered by their foes, the GM adds +1 to
theFR for each additional foe. Whenever there are more aesadat

foes than characters, the characters are outnumbered. Track hits lost as
normal, knocking a foe out of the fight (and off that combined Rating
total) when 3 hits are taken (or 1 hit if teei$ a grunt).

When characters face multiple foes, even one extra enemy can create a
difficult situation. The GM should ensure that his description of the
combat scene is sufficiently ominous that the players have time to re
think their plans if necesgar

ExampteDurk and his warrior companion Meldrissa have encountered a
small clan of orcs.

Each of the 5 orcs has a FR of 8. Since Durk and Meldrissa are
outnumbered (by 3), they must make their attack rolls against a foe
rating of 11plus 3 additionakt). When, or if, Durk and Meldrissa
despatch 3 of the orcs, their collective FR of the remaining 2 will drop
back to 8. This will be a long and bloody battle; well worth an
experience point (see below).

Armour

Warriors may wear one segodaves, vamdees, a helmathauberk (a
cuirass may be worn instead but courtieagrmour)and a shield
Standard armour provides the wearer with +1 bonus hit, so a warrior
with a full set of standard armour gains an additional 4 hits.

Rogues may gain a maxinafm?2 hits from armour no matter how
much they wear.

Healing

Hits are restored to normal after several hours of rest, or at as indicated

by the GM. Armour hits are recovered immediately after the combat

encounter has concludédt t h e G Mdese oflarmsour maytbe o n a p
permanently destroyed during a battle in which the character suffered loss of hits.

Particularly savage wounds or those caused by poison may worsen if not
treated with the appropriate medical skills (as determined by the GM).



The Opposition

All foes have a numerical rating, a foe rating or FR. This number
determines the difficulty of scoring a hit against the enemy. The GM
must use careful judgment when rating a foe or group of foes.

Note that whilst a group of foes may ofteemsountered (as described

in Durk and Meldrissads battle above), they
single FR. Of course there will be instances where the GM elects to run

two or more separate battles, perhaps when the characters are separated

or they each goneon-one with a group of foes.

The following chart provides a few sample fo
appetite.
FR Examples
4 A single ornery guard dog

4or5 A pack of large rats a feisty goblin
50r6 Weak orcs, tough goblins or common sadied guards
70r8 An veteran soldier, trained orcish warrior, huge wild b
9to 12 A wily swamp troll with huge tusks and claws
130r 14 A mighty ogre with a huge club
15t0 19 A towering giant
200r more A young dragon

Special Abilities

If the enemy possesses a particular special power, which could impact

on the battle, it is activated at the GM6s d
rolls certain numbers on the combat dice roll. For common powers, the

ability is activated when the character failyutal er exceed the FERd

roll s a doubl e. Maj or abilities might activa
or if the dice total is 5 or less, and so on.

Powers can range from the mesmerising gaze of a vampire, poisonous
fangs, a dragon's fibeeath, being sweinto the air by a griffin, and so
on. Note that not every special power will cause loss of hits.

The effect of a power is usually to cause one or more hits to one or
more characters but this can vagyaat toadstool might release a jet of
gas thathock out the characters.

ExampteRandell the Kirklander is locked in battle with a fearsome
manticondth a FR: 13. Randell is experience level 3 wilvandkill
+2 but has lost his shield in an earlier combat; his standard attack roll is



2d6 + 5 ad will fail a combat dice roll if the dice total is between 2 and

7 inclusive. These are good odds but the manticore has a poisonous

sting (a standard power), which will hit Randell on a roll of double 1s, 2s

or 3s. Randel | doe soninay htvalmumwhe what ef fect the
certai nwayntd oteos npontd out .

Example fa®bnec the swamp troll has a Foe Rating of 12 but sprouts
additional limbs as required, which means he is effectively considered to
be two opponents for the purposes of determining whether the
characters are outnumbereddiidnally, Abnec can regenerate lost hits
when a character fails an attack roll with doubles, the GM chooses to
recover a lost hit for Abnec or score damage to the character. Swamp
trolls are completely immune to change (green) magic but reduce their
FRbyone(l)whehaci ng a nbased damage (ced) mégic.e

Mooks

Some monsters are weaker than others and can
the full 3 hits before collapsing. Such foes are mooks. Mooks have a

normal FR but are out of the fight as soon as they su#fastone hit.

Mooks are good for representing the rabble employed by the enemies of
the heroes. Characters typically plough through mooks at an alarming
rate and it is often a good feeling!



