
Instructions
What You Need: 

For this game, you need a narrator, a player, two dice, and 
an imagination (the narrator needs one, especially). 

What You Do: 

1. First, you read the intro out loud. The intro sets the 
stage for the upcoming story. 

2. The story is divided into chapters. You always begin 
with chapter one, but do not necessarily go in order (1, 2, 
3...). So, how do you know which chapter to go to next? 
Well, at the end of each chapter the narrator will be told 
(in brackets) which chapter to go to. Which chapter he or 
she is told to go to depends on what happened in 
previous chapters. Also, if you get to a chapter you’ve 
read before (when I say “before”, I mean you’ve read it 
earlier in the story, not ever before), the narrator should 
read it as if he or she hadn’t read it before. Although each 
chapter has a name, the narrator should NOT read the 
chapter’s name to the player.

3. The narrator will read words which say “Read aloud:” 
before them to the player; however, words with brackets 
(e.g. [word]) are confidential to the narrator. Although 
words in brackets are not to be read to the player, 
important information should be given. Here’s an 



example: Read aloud: You fall into a rushing river. You are struggling not to 
drown. [Have the player roll the dice. If he/she rolls five or lower, he/she drowns. If the 
player rolls six or higher, he/she escapes from the current.] Now, in that 
example, the words within the bracket aren’t supposed to 
be read to the player; however, you should tell the player 
he or she is to roll the dice, and after the player rolls the 
dice, you should tell him or her wether or not he or she 
drowned.

4. If you reach the end of a chapter, and it tells you the 
story is over, it means the story is over! Done. Finished. 
Concluded. You’re done; you can stop reading now! (Get 
the point?)

5. Use your imagination and have fun. (I’m not joking; 
that’s an actual step. You can’t play the game correctly 
without doing it.)

Notes:

Don’t be afraid to improvise. If you bend the rules slightly, 
or add material to the story, men in black aren’t going to 
walk into your room and shoot you to space! 
Also, even though the story is designed for one player, you 
can alter it to fit several players (e.g. use the plural form 
when referring to the players roles [so, instead of saying 
“you are a camper”, say, “you are a group of campers.”]). 
If you get to a point in the game when you need to role the 
dice, all the players should role their dice. So if something 
will be noticed depended on what is rolled, only one player 
needs to roll high enough to notice it, for he can “tell” the 



rest of the group. If you get to a point where rolling the 
dice determines wether or not a player gets hurt, all the 
players should roll the dice. Even if only one player does 
not roll high enough to avoid tragedy, all the players lose 
(or pay the penalty.).   
Other alterations can be made. Like I said, use your 
imagination!


