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Reinis Péatersons

Justinas Zilinskas

knights

A Role Playing Game!
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THE RULES

You will need an ordinary 1-6 dice. When a
challenge in the story is encountered, frst, roll
the dice to select which of the knights will try
to deal with it. 0dd numbers (1, 3, 5) selects
Youngomir, even numbers (2, 4, 6) selects
Oldorman. Hext, roll the dice to get +points

to add to the existing stats of your selected
knight. Then, see if the result is enough to beat
the challenge 50 you both can move on.

IF it i5 not, start over with the knight selection.

EXAMPLE CHALLENGE
To get a ring back from a thieving magpie, at least
5 wisdom is needed. You roll the dice to select the
knight and get 1. It's Youngomir! He has 0 wisdom by
default, but you roll the dice and get +4. How he has
4 wisdom (0+4=4). However, 4 is still short of 5, 50
he fails. 30 you roll to select who will try again, and
get 6. This time it’s Dldorman! Then, you roll +4.
Az he already had 3 wisdom, now he has ¥ (3+4=T).
Yictory! How you both can move on!
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1I.Iho's qoing to save the dwellers of
the Dark Valley from cunning and
terrible Mountain Troll? Here comes
two rescuers = two knights! Youngomir
is quick and strong az a wolf, but
Mdorman, despite of bhis years, is still
tough as a naill
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YOUNGOmIR
Strength [ 3 1
Raility 3 Agility 1
Wisdom 0 Wisdom 3
Experience: 5

OLDORMAN
Strenaht

Experience 1



