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Welcome to DieQuest 
Your character sheet is a six-sided die. 

Not a metaphor. An actual physical die, with tiles you attach to represent 
your strength, agility, and intelligence. Up to four tiles fit on each face. As 
you grow, you change what's there. 

Progression means rearranging and upgrading these tiles, alongside gold 
and magical items you find along the way. 

How it plays 
In combat, actions are always available; rolling the right face makes them 
stronger. Outside combat, when facing a merchant who won't budge on 
price, or searching ancient ruins for clues, you choose which face is active, 
and that choice shapes the outcome. 

Abilities are tied to the items your character has equipped: a cape that helps 
you hide, a wand that casts fireballs, a shield that lets you push enemies. 
These are just examples. You'll find many more waiting to be discovered. 

Characters develop quickly. Frequent upgrades and constant chances to 
rebuild your die mean there's no single fixed path to follow.  
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Part 1: Getting started 

What you need to play 
●​ This rulebook: So far so good! 

●​ A Game Master (GM): The narrator and facilitator who presents 
challenges and guides players on adventures. 

●​ Player(s): At least one player, ready to adventure and explore the 
fantasy world you build together. 

●​ Customisable six-sided dice: Each player needs a six-sided die with 4 
studs on each face for attaching stats. 

●​ Colored tiles: A selection of 2x2, 2x1 and 1x1 tiles to represent health, 
strength, agility, intelligence and other special effects. 

●​ Item and pet cards: The “stuff” players can acquire during play. 

●​ Imagination and creativity: The most important tools at the table. 

You will find detailed information on the following pages. 

Getting your components 
Free 3D-printable files for dice and tiles, can be found at:​
[LINK] 

Prefer to buy your DieQuest dice and tiles? You can find full sets here:​
[LINK] 

Item and pet cards can be downloaded as PDF from:​
[LINK]  
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Character Creation 
When creating a DieQuest character, first build your die, then equip your 
character, and finally describe them as a person. 

Constructing your die 
New characters start with: 

●​ 1 six-sided die with 4 studs on each face 
●​ 1 red 2x2 Strength tile 
●​ 1 green 2x2 Agility tile 
●​ 1 blue 2x2 Intelligence tile 

Apply the tiles to your die. This is your DieQuest character. 

Starting gold and equipment 
New characters start with 50 silver.  

Spend this money on any common Head, Body and Hand items. Characters 
may wear up to 1 Head, 1 Body and 2 Hand items at a time. 

Attach physical items to your character if available. Otherwise record them 
on paper. 

Keep track of any remaining silver using physical coins or take notes. 
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Name, appearance, personality and goals 
Give your character a name. 

Describe your character's appearance to your fellow players. A simple 
description is enough, for example: 

“A tall elderly figure with green hair, blue eyes, and unusual hands.” 

Tell the table what kind of person your character is and something they 
fear. For example: 

“A cheerful adventurer who dislikes spiders.” 

Explain why your character has chosen to adventure. This can be a simple 
goal, such as: 

“See the wonders of the world, stand atop the highest mountains and write 
letters about their travels to the family at home.” 

Joining an existing party 
A new character joining an established party must start at a similar overall 
level of capability as the rest of the group, in terms of items and tile 
upgrades. They need items and tiles that let them contribute meaningfully 
to the challenges at hand. The easiest way to evaluate this is to let the new 
player have a number of tiles in the same sizes as one of the existing party 
members. Let them pick their own colors, but at least one tile of each stat. 
For items, look at rarity and grant them one free choice of the highest rarity 
among other party members, and common for the other item slots. 
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Part 2: Core Rules 
Everything in this book is the default, standard way to play. Items, abilities, 
and the Game Master can override, bend, or ignore any rule when it makes 
the game better at your table. If a card or a GM ruling contradicts this book, 
the card or ruling wins. 

The Die 
Each character in DieQuest is represented by a six-sided die. The die’s faces 
and attached tiles show your character’s ability to overcome challenges. 

Each face has 4 studs. Tiles come in three sizes: 2x2 (occupies all 4 studs, one 
tile fills the whole face), 2x1 (occupies 2 studs, half a face), and 1x1 (occupies 1 
stud, a quarter of a face). 

Each individual tile on a face represents one of that stat, regardless of its 
size, meaning smaller tiles are strictly better: a 1x1 achieves the same effect 
as a 2x2, while leaving three studs free for other tiles. 

Rolling your die (combat) 
At the start of each combat round, all characters roll their dice. The face that 
lands face-up becomes your active face for that round. 

Your active face represents your character’s current focus in the chaos of 
combat. It determines your available stats, defenses, and effectiveness until 
the next round. 
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Choosing your face (outside combat) 
Outside of combat, you may freely choose which face of your die is face-up. 
This represents your character taking time to prepare, plan, or adopt a 
deliberate approach.  
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Tile framework 
Every character is built from six colors, and every color tells you something 
about who that character is, what they can do and withstand. 

Color Attribute What it does 

Red Strength 
The color of muscle, grit, and force of will. 
A red-heavy character solves problems by 
pushing through them. 

Blue Intelligence 

The color of a sharp mind and a steady 
hand on something magical. A blue-heavy 
character solves problems by understanding 
them first. 

Green Agility 

The color of speed, instinct, and knowing 
exactly where to put your feet. A 
green-heavy character solves problems by 
moving faster than the problem can. 
Reduces environmental damage taken by 1 
per tile. 

White Attack 

Granted by certain weapons rather than 
earned through growth. Each white tile 
allows one additional attack with any 
equipped weapon, when taking the attack 
action during combat. 

Black Armor Reduces physical damage taken by 1 per tile. 

Magenta Resistance Reduces magical damage taken by 1 per tile. 

Physical damage: Damage from weapons, blows, and direct physical force. 

Magical damage: Damage from spells, enchantments, and other magical 
effects. 

Environmental damage: Damage from hazards, traps, and the world itself. 

Some stat tiles can be gained temporarily from potions or magical effects. 
These tiles are transparent and will be discarded at the next rest.  
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Using your die 
The active face of your die, the side facing upward, determines your current 
capabilities for overcoming challenges or using abilities in combat. Only the 
tiles showing on this one face count. The size, color, or number of tiles 
elsewhere on the die has no effect, except for counting towards your HP. 

In practice, this means: 

●​ Your character’s strengths change depending on the face-up side. 

●​ Combat is dynamic, reflecting shifting focus and fortune. 

●​ Preparation and positioning matter as much as raw stats. 

Strategic die construction 
How you distribute tiles across your die is a core part of character 
development. 

Consider: 

●​ Which faces you want available in combat 

●​ Whether you specialize or balance your stats 

●​ Whether defense and offense is concentrated or spread out 

There is no optimal configuration. Trade-offs are expected and encouraged. 
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Modifying your die 
During rests, players may freely rearrange tiles across their die. 

As characters grow stronger, they may: 

●​ Upgrade tile size (2x2 → 2x1 → 1x1), allowing more tiles per face. 

●​ Gain new tiles through leveling, equipment, or narrative rewards. 

●​ Reconfigure their build to match new challenges. 

When gaining tiles from leveling up or the acquisition of new items, players 
may be unable to fit them all on their die. Players should simply keep these, 
as they may want to swap them out during future rests, in preparation for 
upcoming challenges. These extra tiles do not provide any stat bonus, HP, 
defensive or offensive effects. Only tiles on the die count.  
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Challenges 
In DieQuest, not all challenges are resolved with swords and spells. 
Non-combat challenges test the players' creativity, resourcefulness, and 
strategic use of their character’s stats and ability to cooperate. These 
encounters encourage teamwork and roleplaying, while the dice provide a 
tangible, mechanical way to influence outcomes. 

Setting the stage: The challenge 
When a non-combat challenge arises, the Game Master should clearly 
describe the: 

1.​ Situation: What the players are facing (e.g., a locked door, a suspicious 
merchant, a raging river). 

2.​ Environment: Use sensory details to describe how they perceive the 
place (e.g. the door creaks as you touch it, the merchant has a thick 
beard, the air is moist from the gushing river) 

3.​ Objective: The desired outcome of the challenge (e.g., opening the 
door, securing a better price, crossing the river safely). 

4.​ Stakes: The consequences of failure (e.g., the door stays shut, the 
merchant becomes hostile, or the players take damage). 
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Active face 
Players may orient their die to emphasize a chosen stat, by picking a face 
with the most tiles of the related stat tile/color. 

Here are some general guidelines on what types of challenges, each stat is 
used to overcome, based on what is required of the character: 

●​ Strength/Red: Force, endurance, intimidation, physical action 

●​ Agility/Green: Speed, precision, reflexes, coordination 

●​ Intelligence/Blue: Knowledge, analysis, creativity, problem-solving 

Most challenges can be approached in multiple ways depending on player 
creativity and GM interpretation. 
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Resolving challenges 

Step 1: Describe the action 
Each player describes how they approach the challenge in a way that aligns 
with their active face. The Game Master encourages creativity and roleplay: 

●​ Strength example: "I flex my muscles, glaring at the merchant as I 
demand a lower price." 

●​ Agility example: "I accept the merchants’ price. On my way out of the 
shop, I pick the merchant’s pocket." 

●​ Intelligence example: "I use my knowledge of alchemy to explain how 
the herbs I’m selling are superior." 

Step 2: Power Level vs Difficulty Rating 
The GM sets a difficulty rating (DR) based on how hard the task is in the 
fiction, not on how many players are attempting it. A cliff is exactly as sheer 
whether one adventurer or four are climbing it. 

If the players somehow lower the DR of a challenge to 0, no roll will be 
made but it is simply passed. 

Example: A raging river must be crossed by the party. Wading through it is 
a DR 4 challenge. The players chop down a huge tree, allowing them to walk 
across, nullifying the challenge completely. 
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Some general guidelines for setting the DR of a challenge, for a newly 
started party of beginner characters: 

●​ Very Easy: 1 

●​ Easy: 2 

●​ Moderate: 3 

●​ Difficult: 4 

●​ Extreme: 5 

Example: Climbing a sheer cliff face might be a DR 3 task. A solo character 
with 2 Agility tiles showing will struggle and likely need rope or a running 
start to close the gap. A party of four climbing together, each contributing 
Agility, might easily clear DR 3 with tiles to spare. This is intentional: a 
group is genuinely more capable than an individual, and the DR describes 
the challenge, not the number of people facing it. 

If a challenge should stay hard even for a full party, either raise the DR to 
reflect that (a DR 4 challenge, or higher for unusual situations) or design it 
so only one or two characters can physically contribute at once (a narrow 
ledge, a single lockpick attempt, a puzzle that only one person can see at a 
time). 

Characters may contribute different stats to the same challenge when each 
contribution meaningfully advances the same solution. Add all such 
contributions to determine PL. 

The GM may grant bonuses for strong roleplay, teamwork, or creative 
solutions. 

Example: A character has two red Strength tiles showing on their active 
face. When they attempt to lift a fallen tree, their Strength value is 2. If 
another character helps with 1 red tile, the party has Power Level 3. 
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Step 3: Evaluate success 
The Game Master narrates the outcome based on the players’ stats, actions, 
roleplay and bonuses by comparing the Power Level to the Difficulty Rating: 

Outcomes (choose the first that applies): 

●​ PL = 0 = Critical failure: Severe consequences. 

●​ PL < DR = Failure:: Goal not achieved and consequences occur. 

●​ PL = DR = Partial success: Success with complications. 

●​ PL > DR = Success: Goal achieved. 

Example: Picking the lock on a strongbox 

The party finds a locked strongbox in a bandit hideout. Forcing it open 
cleverly is set as a DR 2 challenge. 

●​ Success (PL 3): A player with 2 Intelligence tiles showing, aided by a 
second player contributing 1 Agility tile for steady hands, reaches 
Power Level 3. The lock clicks open cleanly. 

●​ Partial success (PL 2): The same player attempts it alone, with only 
their 2 Intelligence tiles. Power Level 2 exactly matches the DR. The 
lock opens, but not quietly, the pick snaps off inside at the last turn, 
drawing the attention of a bandit dozing nearby. 

●​ Failure (PL 1): A player with only 1 Intelligence tiles showing tries 
alone. Power Level 1 falls short of the DR. The lock doesn't budge, no 
further attempts with this approach, and the noise draws attention, or 
the party has wasted precious time. 

●​ Critical failure (PL 0): A player attempts the lock with no Intelligence 
tiles showing on their active face. Power Level 0 against the DR is a 
critical failure: the pick snaps off flush with the lock, ruining any 
future attempt, and the box's hidden needle trap fires, dealing 
damage.  
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Teamwork 
Players are encouraged to combine their strengths creatively. Multiple 
characters may contribute different stats toward a shared solution if their 
actions are narratively justified. 

Example: While one character is using Agility to climb a rope, another may 
use Strength to stabilise the rope, making it easier to climb. Before starting 
the climb, a third character helped determine the best route up the cliffside, 
using their Intelligence. 

Cooperation should be rewarded when it is meaningfully described in 
fiction. 
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Combat 
Combat begins when a situation arises that demands structured actions, 
such as battles with enemies, navigating environmental hazards, or tackling 
other time-sensitive challenges. In these moments, the order of events 
becomes critical, requiring strategic planning and cooperation among 
players. 

Starting combat 
For the purposes of combat, all players are always considered to be one 
team. Enemies are often the only other team, but multiple can exist, for 
example if players start a fight against a group of bandits and suddenly the 
town guard shows up, who does not care for the players or the bandits, they 
just need to calm things down. Suddenly the Inn where everything is taking 
place catches fire, becoming an environmental hazard that everyone needs 
to deal with. This gives us four teams, that act in the order in which they 
became part of the combat: 

1.​ Players 
2.​ Bandits 
3.​ Town guard 
4.​ Inn (Environment) 

And each team would act as one unit, each character completing all of their 
actions before the next character acts, in the order the individual team 
decides. The Inn might not take “actions” per se, but the burning and slow 
crumbling of the building could result in damage to its occupants at the 
GMs discretion. 

A team that joins during a round is added to the end of the current turn 
order and first acts on the next round. 

A team may contain characters, creatures, hazards, or other forces acting 
together. Not every team needs to take conventional actions. 

When all teams have acted, continue 
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1. Ambush round (optional/situational) 
1.​ This round can only occur as the first round of combat and must be 

planned ahead of time, by a PC or group of PCs hiding and waiting 
for the enemy to show up. 

2.​ In an ambush, the ambushing team gains a free combat round. 

3.​ Characters performing an ambush may plan their actions and rotate 
their die freely. 

4.​ During this time, the ambushed team cannot respond or act. Their 
dice must stay as they were, when the ambush started. They will roll 
their die, once the first normal combat round starts. 

2. Combat rounds 
1.​ All characters using dice (PCs, NPCs, bosses, etc.) roll at the start of the 

round. 

2.​ The team that initiated combat acts first. 

3.​ After that, each team acts in the order they become involved in the 
conflict. 

4.​ During a team’s turn, its members may act in any order decided by 
that team. 

5.​ When a character (PC or NPC) acts, they must complete their move 
and action(s) for the round.* 

6.​ Once all teams have acted, resolve any “until end of round” effects 
such as conditions, damage over time, or temporary effects. 

7.​ Then a new combat round begins using the same team order. 

* I.e. it is not allowed for Player A to move, then Player B moves and takes 
their action, and then Player A takes their action. Player A must both move 
and take their action in any order. Then Player B and so on does the same.
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Combat actions 
Each character gets one Move, one Pet Command, and one Action each 
round. 

1.​ Move up to 5+agility spaces (5+green tiles on active face). 

2.​ Command Pet to use its combat action (if they have one and the 
relevant stat is showing). 

3.​ Choose one of the following Actions (a-e), to take once: 

a.​ Attack an enemy using one equipped weapon. Make one 
additional attack for each White tile showing on the active face. 

b.​ Punch/Kick an enemy for S damage at range 1. 

c.​ Use an item ability for its effect, i.e. casting spells or bashing 
with a shield. 

d.​ Sprint: Move up to 5+agility spaces (5+green tiles on active face). 

e.​ Interact: Pull a lever, open a chest, push a boulder, pick 
something up, drop something and otherwise use their body to 
do something that is not covered by any other action. 

If a character both moves (1) and uses sprint (3.c), the total number of spaces 
may be added together to one long move/jump/climb, or split into several 
smaller steps/jumps/climbs. 
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Ending combat 
Combat ends when no meaningful conflict remains. Some examples of what 
that means: 

●​ Only one team is capable of acting (e.g. because other teams are 
defeated or incapacitated). 

●​ Only one team remains in the combat (e.g. because all other teams 
have escaped). 

●​ The situation is resolved narratively (e.g. all but one team surrenders). 

Range, distance and ammunition 
Range is measured in “spaces,” defined by your table (grid squares or hexes 
inches, etc.). 

For large-scale encounters, range may be abstracted at the GM’s discretion. 

Attacks do not require an attack roll. If the target is a valid target within 
range, deal the weapon's listed damage. 

Ranged weapons and abilities do not require ammunition to shoot, but may 
have other requirements, such as bows/crossbows requiring an equipped 
quiver to shoot or a cannon on a ship requiring a shot garland. 

Some special types of ammunition that deal extra damage, freeze or burn 
things or have other fantastical effects, may have limited ammunition. 
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Health and damage 
IMPORTANT: “Removed” tiles are returned to the player’s character board. 
They can be reapplied to the die at the next rest. 

●​ Damage can be reduced, if the active face of a players’ die is showing 
defensive tiles: 

○​ For each black tile, reduce physical damage by 1. 

○​ For each magenta tile, reduce magical damage by 1. 

○​ For each green tile, reduce environmental damage by 1. 

●​ Reducing damage below 0, such as -1 or -2, counts as if the damage 
was 0. 

●​ Each tile on the die, regardless of size, color and other effects 
represents 1 HP. 

●​ When a player takes damage, they must remove an equal number of 
tiles of their choice from any face of the die. 

●​ Tiles removed due to damage during combat go back to the player 
board. 

○​ Stat tiles (Strength, Agility and Intelligence) are regained 
through rest, potions or magical healing. 

○​ Equipment tiles (White, Black and Magenta) are regained 
through rest. 

●​ After taking damage (meaning at least 1 tile was removed), the player 
may place their die with whichever side up they prefer.  
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●​ If a player character loses the last tile on their die, any additional 
damage beyond that tile is ignored for the remainder of the combat 
round. For example, if a player has 2 tiles remaining on their die and 
takes 5 damage, they would remove 2 tiles and ignore the remaining 3 
damage for this combat round. 

●​ If a player character starts a combat round with 0 tiles remaining on 
their die and takes any damage while still at 0 tiles, they die 
permanently. 

Example: A character starts a round at 0 tiles. Then they gain a tile from a potion or 
ability. Then they take 2 damage: 1 point of damage removes their last tile, and the 
remaining 1 point (and any damage beyond it, this round) is ignored. This character 
does not die. 
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Resting 
Between adventures, or whenever the story allows for it, characters may 
take a rest. A rest requires a period of safety and calm, a night at an inn, a 
quiet camp, anywhere the GM feels the party can genuinely settle down, 
and cannot happen in the middle of combat, danger or urgency. 

When a character rests: 

●​ Any temporary tiles (such as transparent ones granted by potions) are 
discarded. 

●​ Removed stat tiles (Strength, Agility, Intelligence) are reapplied to the 
die. 

●​ Update equipment tiles to match your currently equipped items, 
removing any from items that were un-equipped or lost, and adding 
tiles for items that are now equipped. 

●​ Other effects may take place, such as narrative events. 

There is no limit to how often a character can rest, beyond the story 
providing the opportunity. A single, good rest is all a character needs, there's 
no such thing as a partial or lesser rest in DieQuest. 

Repairing 
Some items may be reusable, but have a limited number of uses (or “pips”), 
such as certain magical items. Where and how to repair, refill or recharge 
them, is decided by the GM. 
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Part 3: Progression 
In DieQuest, characters grow through meaningful accomplishments, 
discoveries, and rewards. Progression is not measured by defeating enemies 
repeatedly or collecting experience points. 

Characters become more powerful in three ways: 

●​ Leveling up: Completing significant milestones allows characters to 
level up immediately. Do not wait until the end of the session. 

●​ Acquiring items: Acquiring new weapons, equipment, and magical 
artifacts expands what characters can do. Finding, buying, or earning 
powerful items is a core part of progression. 

●​ Earning gold: Gold represents opportunity. It allows characters to 
purchase equipment, prepare for challenges, and pursue new options. 

Significant milestones should happen regularly. The exact pace depends on 
the story being told, but players should frequently have opportunities to see 
their characters grow. Players should rarely go through an entire session 
without a meaningful opportunity for advancement. 

A significant milestone is not defined by the length of an adventure, but by 
its impact on the story. Examples include: 

●​ Defeating the monster threatening a village. 
●​ Recovering an important artifact. 
●​ Securing a powerful ally. 
●​ Discovering a major secret. 
●​ Completing a personal character or party goal. 

Some quests, random encounters, and similar events may not directly 
increase character level, but they can reward players with powerful items, 
gold, information, and new opportunities.  
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Leveling up 
Leveling up provides an opportunity for players to grow their character in 
the direction they want. While it does not itself grant new abilities, the stat 
improvements from leveling up, makes characters better at using the items 
and abilities they do have. 

When a character levels up, they can choose one of the following rewards: 

1.​ Gain a new tile: Add a 2x2 tile of the following colors/stats to your 
character board: 

○​ Red/Strength 

○​ Green/Agility 

○​ Blue/Intelligence 

2.​ Upgrade a tile: You may exchange one of your already owned stat tiles 
(Strength, Agility or Intelligence), to a smaller one: 

○​ Change a 2x2 stat tile to a 2x1 of the same color. 

○​ Change a 2x1 stat tile to a 1x1 of the same color. 

Smaller tiles allow for more customisation and increase how many of each 
tile each face can show. 
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Economy 
The price of items in these rules is based on a system, where 1 day's basic 
labor such as chopping wood, washing dishes, mining coal or similar will 
earn you 10 silver coins. Specialised labor, such as cooking meals for a party 
at the royal court or crafting magical items may cost much more. 

The different currency denominations are: 

●​ Silver, the everyday currency of laborers and adventurers. 

●​ Gold, worth 100 silver. A single gold coin represents real wealth. Most 
common people never get to hold one. 

●​ Gemstones, worth 100 gold. Owning even one marks a character as 
extraordinarily rich. 

One night at an inn including dinner will cost 10 silver. This means that as 
an adventurer, doing basic labor is not a viable way of living. You will need 
to earn more, unless you want to starve slowly or chip away at your savings. 

A bowl of vegetable soup is typically 2 silver, three per day will be enough to 
sustain you. 

Common materials 
Characters are assumed to carry the everyday equipment needed to travel 
and camp outdoors: waterskin, bedroll, fire-starting tools, and other small 
personal items. None of this needs to be tracked. 

When ordinary materials solve a problem, rope for a chasm, planks for a 
gap, the GM prices them on the spot using the labor rate above rather than 
treating them as tracked items. 
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Growth beyond the die 
Every die has a limit. Four studs per face, and tiles that can only shrink so 
far, mean that sooner or later, a character's die will hold all it can hold. That 
is not the end of their story. 

The die measures what a character can do in a single moment of danger; a 
sword swing, a leap across a chasm, a spell cast under pressure. It was never 
meant to measure who they become. A character who has mastered every 
tile available to them can still rise to become the greatest general the realm 
has known, the most trusted advisor to a queen, or a name whispered with 
fear in every port from here to the horizon. 

This kind of growth doesn't live on the die. It lives in the world: in the titles 
a character earns, the people who follow them, the kingdoms that 
remember their name. 

When a character's die is full, continued growth comes through the world 
rather than additional die upgrades. Game Masters can reward capped-out 
characters with titles, followers, political influence, property, allies, 
reputation, or other lasting changes to the world. 
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Part 4: Items and Pets 
Items determine what a character is capable of, from combat techniques to 
spells, special abilities and movement options. Some items may grant tile 
bonuses that persist for as long as that item is worn. 

Carrying items 
Players can carry a reasonable amount of small items in their pockets, 
pouches, belts and tucked under the shirt. This covers a small number of 
coins, a few keys, a map, a small meal for the day, a water pouch, a few 
potions and other small things adventurers bring with them. 

For large items such as weapons (sword, shield, staff, bow etc.), each 
character can fill their hands and nothing else. Often this means a sword 
and shield, a staff and an orb or a bow and a dagger. For more information 
on items worn in the Head, Body and Hands slots, see the next section on 
equipment limits. 

Anything else will need to be brought on a pack mule, cart or similar. 

This means that if you are planning an adventure, you need somewhere to 
put your tents, firewood, food, cooking pot and so forth. Bringing a cart or 
pack mule is your best bet here, and will also give you somewhere to put the 
huge chest of gold you might find! 

If you find yourselves unable to carry everything, you must leave something 
behind and can try to come back later and get it, perhaps with a bunch of 
villagers who can carry stuff for you. 
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A good way to handle too many things is either storing it somewhere, if 
your group owns a place to store things, or simply sell stuff, so you do not 
have so much. You can also leave it somewhere “safe” or bury a chest of 
valuables, in a location only you can find, perhaps by drawing an X on a 
map. 

There's no limit to how many of the same item a character can own, a 
second Potion of Healing works exactly like the first. 

DieQuest deliberately avoids tracking things like food, water, and routine 
survival gear, not because they can't be dramatic, but because counting 
supplies rarely creates an interesting decision. It just creates a chore. A tense 
night in the wilderness should come from a bad storm, a missed meal, or a 
wound that won't stop bleeding, not from crossing numbers off a list. 
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Equipment limits 
Each character has the following equipment slots: 

●​ 1 Head item (hat, goggles, special hair, helmet etc.) 
●​ 1 Body item (shoulder guards, armor piece, cape, skirt etc.) 
●​ 2 Hand items (swords, shields, staves, orbs etc.) 

All characters can carry up to one item in each hand. Each item held in 
hands, only requires one hand. There are no “two-handed” items in 
DieQuest. Really big sword? One hand. Big walking stick? One hand. Can 
you carry both? Yes. Can I use two shields? Also yes! 

Swapping equipment 
Characters may swap equipped items for ones they're carrying or have 
available, whether between encounters or in the middle of one. 

Outside combat, characters may swap equipment at any point. 

In combat, characters can use their Interact action to swap one item for 
another, i.e. changing the head item they are wearing for another head item. 

When swapping items outside rest, do not remove or add tiles granted by 
those items. 

Tiles granted by items are updated during rests. 

Equipment changes immediately affect what abilities/attacks you may use, 
but equipment-granted tiles do not change until a rest. 
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Item rarity 
Every item has a rarity, shown by the card's border. Rarity measures 
scarcity, but because rarer items tend to have more specialized or dramatic 
effects, they are generally appropriate as rewards for greater 
accomplishments. A higher rarity item isn't automatically better than a 
common one; often it is simply better suited to a specific situation. An 
uncommon weapon with the right ability for the situation often 
outperforms an epic item with an irrelevant ability. Choosing the right tool 
matters more than chasing the shiniest one. 

The five rarities, from easiest to hardest to find, are: 

●​ Common: Sold openly by ordinary merchants in most places, even 
tiny villages. Starting characters shop from this tier. 

●​ Uncommon: Occasionally available from specialized merchants in 
large cities, but more often found through play. The players as a 
group should expect to receive an uncommon item after every other 
challenge/combat. 

●​ Rare: Almost never for sale, with the exception of specialised and rare 
events that the public does not have access to, and even then the 
options are limited. Getting the gold to buy a rare item is the easy 
part. Rare items are typically found through significant discoveries, 
quests, or given as rewards. Characters will typically have at least one 
rare item each at the end of a campaign, often more. 

●​ Epic: Never for sale. Earned through major victories against 
dangerous enemies. Players will as a group typically have at least one 
epic item by the end of a campaign. 

●​ Legendary: Never for sale. Reserved for the end of a longer story, not 
a single fight. Not every campaign will feature a legendary item. 
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Reading an item card 
Item cards have a combat direction (name on top) and non-combat 
direction (image on top). Card ID and name is shown in small font in both 
directions. 

 

1.​ Card ID 
2.​ Damage: 1+S means the item deals damage equal to 1 + the amount of 

Strength tiles showing on the active face. Items may combine multiple 
stats (i.e. "1+S+A" = 1 + strength + agility) or scale a single stat with a 
multiplier (i.e. "1+2S" = 1 + double the strength shown). 

3.​ Damage type (mag = magical, phy = physical) 
4.​ Ability/effect. Choose this instead of your other combat actions this 

round, unless it says "Passive:", in which case the effect happens 
automatically, without using up your action for the round. 

5.​ Rarity border 
6.​ Number of uses (if shown). Keep track by giving players a number of 

tokens equal to the pips/stars shown. 
7.​ Item name 
8.​ Reusable/Consumable tag. Reusable items can be 

recharged/repaired/refilled. Consumable items disappear, when the 
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last one is used. The card itself, represents one use. Discard 
consumable items, once the last use is activated. 

9.​ Range. Works the same way as damage. A range of "10+A" means 10 + 
agility, and "1+5I" means 1 + five times the intelligence shown. 

10.​Item image 
11.​Price in gems, gold and silver 
12.​Tiles granted by the item, if any. 
13.​Requirements to use and/or wear the item. If a character doesn't meet 

an item's stated requirements, they cannot use any part of the item at 
all, no damage, no ability, no tile grant, until the requirement is met. 

14.​Item slot. If none is shown, the item does not require an equipment 
slot to use. 
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Pets 
Some adventurers travel with an animal companion, a “pet”, bonded closely 
enough to fight alongside them and useful outside of battle too. 

Pets cannot be targeted or damaged directly. Their vulnerability comes 
from their bond to you: if you lose the tiles that power a pet's combat 
ability, the pet's effectiveness fades with them. 

Pets can still be affected by the fiction. For example, they might be 
frightened, restrained, separated, unable to fly, or otherwise prevented from 
helping, but these effects are handled narratively and never require a 
separate health track. 

Acquiring a pet 
To acquire a pet, a character must own enough tiles of the pet's associated 
stat, in small enough sizes, that at least 3 of them could occupy a single face 
together, four studs' worth or less. Tiles do not need to actually be arranged 
that way at the time; they just need to be capable of it. For example, two 1x1 
tiles and one 2x1 tile of the same stat satisfy this, since all three fit on one 
face at once. 

When, where, and if pets are available is entirely up to the GM: Pets aren't 
bought in a shop, they are found, earned, or given over the course of an 
adventure. 

A character can have only one pet at a time. Once acquired, a pet stays loyal 
to its owner until the player decides to part ways with it. 
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Because this requires owning several small tiles of one stat, pets are usually 
out of reach for starting characters and are meant to become available as the 
party upgrades their tiles through play. 

Using a pet 
Each pet has one combat ability and one non-combat ability. 

The combat ability can be used whenever the pet's associated stat is showing 
on the player's rolled die, and scales with how many tiles of that stat are 
shown. The more tiles, the stronger the effect, the same way an item's ability 
scales with a stat. 

The non-combat ability is often the more interesting half of the pet. It won't 
always win a fight, but it can open doors, literally or otherwise, that nothing 
else in your kit can. 
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Reading a pet card 
Each pet is represented by two cards. The Companion card carries a blank 
line for you to give your pet an actual name, along with its flavor and its 
non-combat ability. The Combat card shows which stat triggers its ability, 
and what that ability does. 

 

1.​ Pet name, flavor only, if you want to give it one. 
2.​ Short description of the pet type, flavor only. 
3.​ Passive ability, always in effect outside combat. 
4.​ Card ID, name and indicator for which half of the card it is. 
5.​ Pet type. 
6.​ Stat required to trigger the combat ability. 
7.​ The stat and amount of that stat required, to be able to acquire the 

pet. 
8.​ Name of combat ability/abilities. 
9.​ Effect of the combat ability.  
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Part 5: GM’s Toolkit 

NPCs 
Non-Player Characters (NPCs) are all characters not controlled by the 
players. Most NPCs are introduced by the GM, but they don't have to be. 

I Know Someone 
As an optional rule, a player may introduce an NPC their character already 
knows when the party needs help or expertise. 

The player describes who the NPC is and how they know them. The GM 
decides whether the NPC is available, willing to help, and what they ask in 
return. 

Consider limiting this rule to once per session, requiring a resource, or 
using it only when it improves the story. 

Creating NPCs 
NPCs only need the details required for their role in the game. 

●​ Non-combat NPCs only need a name and personality. 
●​ Combat NPCs need HP, damage, and any special abilities. 
●​ Major NPCs may also use tiles and abilities similar to player 

characters. 

Not every NPC needs a die. Most NPCs exist to support the story, provide 
information, or fill out the world. Use full character creation only for NPCs 
that will regularly participate in play. 
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NPC stat guidelines and encounter scaling 
Because DieQuest’s tile system, items, abilities, player creativity and fast 
progression system create many different power combinations, exact 
encounter numbers are difficult to provide. So here is how encounters 
should feel for the players: 

●​ Minor enemy: Defeated by one or two successful attacks. Only really 
dangerous in large groups. E.g. inexperienced fighters, lone guards, 
vermin and other creatures. 

●​ Typical enemy: Slightly less capable than PCs. Players should face a 
light challenge one-on-one, but may struggle if the enemies 
outnumber them. E.g. Bandits, soldiers, trained monsters. 

●​ Elite enemies: Can survive several hits over multiple combat rounds 
and usually have one defining ability. E.g. Leaders, champions, 
magical creatures. 

●​ Boss enemies: Will often require the players to outnumber them, use 
special tactics or prepare specifically for the fight. Should survive long 
enough to showcase multiple abilities, forcing players to adapt rather 
than simply trading attacks. E.g. Dragons, warlords, ancient monsters. 

As a GM, be prepared to adjust on the fly. Start conservatively and make 
changes based on your group’s experience. To make an encounter easier, 
consider: 

●​ Reducing enemy HP. 
●​ Remove a special ability. 
●​ Split enemies into waves. 
●​ Have enemies surrender or run away. 

To make an encounter harder: 

●​ Increase enemy HP. 
●​ Give the leader another ability. 
●​ Add more enemies that show up mid-combat. 
●​ Improve enemy positioning or adjust the environment, to favor them. 
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Recurring NPCs and growth 
For recurring NPCs, let them evolve as the story progresses: 

●​ Gain new tiles or abilities. 
●​ Develop their personality based on interactions with the players. 
●​ Reflect the story’s events by becoming wounded, promoted, or 

seeking revenge. 
●​ If you have enough dice, consider saving them as characters 

Example Progression: 

●​ A bandit leader defeated early on reappears later as a vengeful foe, 
now equipped with better gear and a new special ability. 
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Designing Challenges 
This section is about building and improvising non-combat challenges, see 
Challenges for how they're actually resolved at the table. 

Don't build a single point of failure 
Never make a required item the only possible solution. It may still be the 
safest, cheapest, easiest, or most reliable solution. 

If a chasm can only be crossed with rope, and the party doesn't have rope, 
that isn't a puzzle, it's a coin flip on whether someone shopped correctly 
three sessions ago. The Power Level system already gives you a better tool: 
let the attempt always be possible at the standard Difficulty Rating, and let 
preparation, rope, planks, the right tool, grant a bonus to Power Level or a 
reduction to the Difficulty Rating. 

If you realize mid session that the party is missing something that would 
help, don't punish them for it, make it available. Put it nearby instead, a 
storage room they passed, a body, a shelf, a merchant they haven't spoken to 
yet. 

Pricing a solution on the spot 
When players propose solving a challenge by acquiring ordinary materials 
any town would sell, rope, planks, a ladder, and the sort, don't make them 
track it as an item afterward. Agree on a fair price for what they're 
describing, using the labor rate from the Economy section as a reference 
point, deduct it, and decide what bonus it's worth when the relevant check 
comes up. 

This only applies to materials bought or prepared in advance, in town, at 
camp, before setting out.  

DieQuest v0.8 © 2026, Anders Gerlev Herstrøm. All rights reserved. makey.biz/diequest 



42 

Rewards 
Characters defeating enemies or overcoming challenges should be rewarded 
meaningfully. Adventuring should always be worth more than a day spent 
chopping wood for coin. How these rewards reach the characters, can and 
should be different, based on the situation. For example: 

●​ The characters are rewarded with a powerful artifact by the grateful 
townspeople, after defeating and bringing back the corpse of a 
monster that has been terrorising the town for weeks. 

●​ After defeating a gang of brigands, the characters raid their 
encampment and find a small stash of silver and some useful items. 

●​ Apprehending the leader of the thieves guild, they take his special 
daggers and stealthy cloak as payment for their service to the city. 

●​ At the lowest level of the dungeon, after defeating the dragon, the 
characters find a huge hoard of gold and legendary items. 

Notice how in none of the examples did the characters simply kill 
something and find loot on the ground. 

When deciding on what might be an appropriate reward for a certain 
challenge/enemy, you can follow these general guidelines: 

●​ Minor enemies may carry a few silver (0-2), but rarely lead to more 
than that. Perhaps a common item at most. 

●​ Typical enemies often carry a few silver each (1-6) and may lead to 
uncommon items. 

●​ Elite enemies provide substantial amounts of silver (10-60) and 
potentially rare items. 

●​ Boss rewards are usually represented by their hoard, organisation, 
estate or powerful epic items, not loose coins. Expect to find a large 
amount of silver (1000+) near the boss. 

Legendary items sit outside the list above. They are not a reward for 
winning one fight, however difficult. They mark the end of something 
larger, like a full campaign arc: breaking an invasion by winning several 
linked battles and cutting off its supply lines before the final confrontation.
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Session Zero 
Before playing, gather the table to build characters together and agree on 
the kind of story you want to tell. Consider: 

●​ Character connections: We recommend characters know each other 
before play starts. Let each character know up to two others in the 
party, and make up a shared story between them: a bar fight, a 
childhood prank, a puzzle solved together. As a reward, grant both 
players a tile upgrade that fits the story: 

○​ Helped in a bar fight → Strength 
○​ Ran from an angry neighbour → Agility 
○​ Solved a hard puzzle together → Intelligence 

●​ A practice encounter: Run something small and low-stakes to 
introduce the dice and combat. For example: the party wakes at camp 
to find a small band of goblins looting their things. An easy, forgiving 
fight to learn the ropes. 

Starting a campaign 
Start all characters together, awake and already caught up in something 
happening: a cry for help at the inn, a sick guard beside their cell, a pirate 
ship bearing down on their ship. Don't just tell players where they are and 
let them loose; give them an immediate reason to act together. Reward 
them their first level up for helping out during this encounter. 
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Example adventure: What 
the House Remembers 
This adventure is written for starting characters. It's paced to comfortably 
fill one 3 hour session through the first deed. The remaining two are 
outlined for you to run at whatever pace suits your table. 

Starting the scene 

Don't spend time on setup. Tell the players plainly: 

Mother Aldess, a kind old woman well known and well liked around 
the village, has agreed to pay each of you 30 silver to fetch something 
from the old Reed house on the edge of the woods. Tobias Reed 
passed some months back, and the house has sat empty since. What 
she wants is small: his wedding ring, sitting somewhere inside. "All I 
have left of my boy," she told you. You're standing outside the house 
now, door ajar, woods quiet around you. 

That's all the players need. There's no reason to explore the village or 
question Mother Aldess further. She isn't the point of this scene. The house 
is. 

The curse 

When the party finds the ring, or searches long enough inside, Tobias's 
ghost appears. He isn't menacing so much as heartbroken, and furious in the 
specific way of someone who's been alone with an injustice far too long. 

If it helps to have a line ready: 

"That woman sends strangers into my home to take the last thing I 
had, and none of you thought to ask why. Fine. Then you'll carry a 
piece of what I've carried." 

This adventure introduces a custom Curse Tile to demonstrate how 
adventures can build new mechanics on top of the core rules. 
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Every character gains a 1x1 brown tile, placed on the die immediately. 
Tobias tells them plainly: the curse will keep growing until there's no room 
left for it. But there's a way clear of it. Three matters were unresolved when 
he passed. Complete the first, and return to him. He'll know. 

Pacing the curse 

Aim to make the curse visibly worse once more partway through or just 
after Deed One. For example, increase each character's curse from a 1x1 to a 
2x2, or give them a second 1x1. Exactly when and how far it grows is yours 
to judge based on pace at your table, not a fixed schedule. 

Deed One: Scraps (Combat) 

Tobias's old dog hasn't been fed since he died. What the party finds behind 
the house isn't the dog they'd expect: gaunt, wrong eyed, and hungry in a 
way that stopped being about food a while ago. Whatever kept Tobias 
tethered to this place has soaked into the animal too. 

Run this as a minor or typical encounter, fitting a low level party. Let the 
fight end the moment the party feeds Scraps, calms him, or puts him down, 
whichever they choose. There's no wrong ending here, only a different kind 
of closure for the ghost watching. 

When the party returns to the house afterward, Tobias appears again, 
quieter this time. Every character's curse tile shrinks one step. He tells them 
there's more. 

Deed Two: The Pumpkin Patch (Challenge) 

Tobias took real pride in his patch, and the crows have had their way with it 
since he died. Set a DR appropriate for a starting party and let players 
approach it however fits their stance: Agility to chase the birds off directly, 
Strength to rebuild the scarecrow, Intelligence to notice the crows are only 
this bold because something else nearby has been keeping predators away. 

Completing this deed and returning to Tobias shrinks every party member's 
curse tile one step further. 

Deed Three: The Ring's Truth (Moral dilemma) 
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Somewhere in the house, a loose floorboard, a locked box, wherever fits 
your table, the party finds what actually happened to Tobias. Mother Aldess 
isn't his mother. She's the reason he's dead, and the ring she sent them for 
was never sentiment. It was the one piece of proof that could tie her to it. 

Tobias doesn't ask the party to punish her. He asks them to make sure the 
truth doesn't stay buried with him. What the party does with that truth, 
hand it to someone in the village, confront her directly, sell it, or say 
nothing and keep the ring, is entirely theirs. 

Tobias's rest 

Once the party has decided what to do with the truth, whatever they chose, 
Tobias appears at the house one last time. If they acted on it rather than 
burying or selling it, he thanks them plainly, and every remaining curse tile 
lifts entirely. If they chose otherwise, use your judgment: perhaps the curse 
only partly lifts, or lingers as a story thread rather than a mechanical 
burden. Either way, this is Tobias's last appearance. He's done waiting. 

Running this beyond one session 

If your table only gets through the curse and Deed One in your first session, 
that's a complete and satisfying stopping point. The party has felt the weight 
of the curse and earned their first reprieve. Deeds Two and Three can carry 
naturally into a future session. 

 

DieQuest v0.8 © 2026, Anders Gerlev Herstrøm. All rights reserved. makey.biz/diequest 



47 

Vocabulary 
These rules are made with words. If in doubt about what a specific word 
means, check this list first to see if it has been defined. 

Term Meaning Reference 

Range X​
X spaces​
X meters 

Defines how far something can reach. The 
number (“X”) is how many spaces.  

Range, distance 
and ammunition 

PC Player Character. Any character controlled 
by a player. 

 

NPC Non-Player Character. Any character 
controlled by the Game Master 

 

GM Game Master. The “Game Master”, who is 
there to tell the story, guide the players and 
be and control the world setting, in 
response to player actions. 

 

Remove 
tile 

When removing a tile, it is returned to the 
player board. 

Health and 
Damage 

Discard 
tile 

When discarding a tile, return it to the 
supply. The tile is permanently gone from 
that character. 

 

A When used on an item, it means Agility.  

S When used on an item, it means Strength.  

I When used on an item, it means 
Intelligence. 

 

Stat As in “Stat tile”: Refers to Strength, Agility 
and Intelligence tiles. 

Tile Framework 

Active The face of the die that is currently up. Stances 
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Term Meaning Reference 

face When counting Strength, Agility or 
Intelligence for the purposes of an ability or 
calculating PL, only count the number of 
that stat tile showing on the active face(s) of 
die/dice involved. 

PL 
(Power 
Level) 

The players combined number of a related 
stat showing on active faces during a 
non-combat challenge. 

Challenges 

DR 
(Difficult
y Rating) 

How difficult a non-combat challenge is. 
The number is chosen by the GM. 

Challenges 

Team (in 
combat) 

Any group of characters that would 
meaningfully act together during combat. 
Often just “PCs” vs “NPCs” but can be more 
complex. 

Combat 

Transpar
ent tiles. 

Transparent tiles are temporary. Discard 
them at your next rest, whether or not you 
needed the space. 

 

Re-apply
ing tiles 

When an ability, outside resting, tells you to 
re-apply a tile, it is taken from your supply 
of previously lost tiles. If all your tiles are 
currently on the die, abilities that would 
re-apply tiles lose that part of their effect. 

 

HP / Hit 
Points 

The amount of damage a character can 
take, without risking death. Each tile 
anywhere on the die is equal to 1 HP, 
regardless of color, size or position. 

Health and 
damage 

 

DieQuest v0.8 © 2026, Anders Gerlev Herstrøm. All rights reserved. makey.biz/diequest 



49 

Acknowledgements 
DieQuest started because Jake Broe mentioned the YouTube channel What 
is Going on With Shipping where Sal Mercogliano has a globe made from 
construction bricks on display in the background, where he puts a red brick 
to indicate where in the world the news he is talking about is happening. My 
immediate thought was: “That would be an awesome map for an RPG!” 

After working on DieQuest for a week I decided it needed a name and went 
hunting. During this hunt for an available name, I’ve read the rules of every 
other building block RPG and tabletop wargaming system I could find 
where the rules were still available and to my knowledge, there is no other 
system using customisable dice quite like this, but a lot of great inspiration. 

Not every playtester wanted to be named, so instead of mentioning some, 
I’ve decided on none, but you know who you are and I am so thankful for 
the time each and everyone one of you committed to playing DieQuest, 
providing feedback and playing with me. 

Lastly, I want to thank three people. Gary Gygax, whose work shaped 
roleplaying as a hobby and, through it, my own life. DieQuest wouldn't exist 
without him. Mads Lunau, who co-founded Fastaval, the RPG and board 
games convention, and the world's first boarding school using roleplaying as 
a teaching method; I was a student there, and it changed the course of my 
life in ways I'm still discovering. And Seth Skorkowsky, whose videos on 
RPGs I've watched for years; his stories and insights have been a steady 
source of inspiration while making this. 

To you, dear reader: I wish you great adventures playing DieQuest. 

DieQuest v0.8 © 2026, Anders Gerlev Herstrøm. All rights reserved. makey.biz/diequest 

https://www.youtube.com/@JakeBroe
https://www.youtube.com/@wgowshipping
https://www.youtube.com/@wgowshipping

	 
	 
	 
	 
	Welcome to DieQuest 
	How it plays 

	Contents 
	Part 1: Getting started 
	What you need to play 
	Getting your components 

	Character Creation 
	Constructing your die 
	Starting gold and equipment 
	 
	Name, appearance, personality and goals 
	Joining an existing party 


	 
	Part 2: Core Rules 
	The Die 
	Rolling your die (combat) 
	Choosing your face (outside combat) 
	Tile framework 
	Using your die 
	Strategic die construction 
	 
	Modifying your die 

	Challenges 
	Setting the stage: The challenge 
	 
	Active face 
	 
	Resolving challenges 
	Step 1: Describe the action 
	Step 2: Power Level vs Difficulty Rating 
	 
	Step 3: Evaluate success 

	Teamwork 

	 
	Combat 
	Starting combat 
	1. Ambush round (optional/situational) 
	2. Combat rounds 

	Combat actions 
	 
	Ending combat 
	Range, distance and ammunition 

	 
	Health and damage 
	Resting 
	Repairing 
	 

	Part 3: Progression 
	Leveling up 
	 
	Economy 
	Common materials 

	Growth beyond the die 
	 


	Part 4: Items and Pets 
	Carrying items 
	 
	Equipment limits 
	Swapping equipment 

	 
	Item rarity 
	 
	Reading an item card 
	 

	 
	Pets 
	Acquiring a pet 
	Using a pet 

	 
	Reading a pet card 

	Part 5: GM’s Toolkit 
	NPCs 
	I Know Someone 
	Creating NPCs 
	NPC stat guidelines and encounter scaling 

	Recurring NPCs and growth 

	Designing Challenges 
	Don't build a single point of failure 
	Pricing a solution on the spot 

	Rewards 
	Session Zero 
	Starting a campaign 
	Example adventure: What the House Remembers 

	Vocabulary 
	 
	Acknowledgements 

