
Carrot & Stick  
What is Adventure Mode 

 
 
Introduction: 
Carrot & Stick’s Adventure Mode is all about the story. The cards in the game can create many 
awesome, hilarious and compelling worlds and in this play mode we are harnessing the 
storytelling power of the game for a quick to set up and play as well as super fun epic 
adventure.  
 
The idea is simple - a Quest Master sets up and leads the adventure, creating hurdles and 
opportunities for the players, who work together to solve each problem to complete their 
journey, survive and flourish. No preparation needed, no additional work, no special knowledge 
or abilities. Just a few friends and a couple of hours of you time. 
 
How it works: 
 
Step 1: The Quest Master 
 
The Quest Master, mostly referred to as the QM, sets up and leads the adventure, creating all 
the variations and customisations each story offers. No preparation is required, the QM must 
simply follow the story as it is written in the chosen adventure, have fun and occasionally 
improvise. If you are worried about improvising too much, have a quick read of the story in 
advance, which will help you run it faster and smoother. At every level of the story, the QM will 
also score the players. 
 
Step 2: Players 
 
All other participants will play the story as a team, following the QM’s instructions. Each player 
will create a character for themselves with abilities and traits they wish to have and play as that 
character. Again, no preparation is required. After reading out the adventure introduction, the 
QM will read out the instructions on how to create your character. With the knowledge you have 
just received about your mission, simply follow the instructions and you will have your character 
in no time. 
 
Step 3: Encounters 
 
Each story is made up of five Encounters. At the beginning of each encounter, the QM will read 
out the situation parameters and the requirements that need to be met, whilst setting up 
modifiers and variations as the story instructs. This will give the players all the information they 
need to resolve the situation.  
 



The Players must then work together to find solutions to all set problems, using their characters 
and abilities, as well as the cards in their hands. They may request further information from the 
QM, who decides what details to provide. Once the players have agreed on a solution, they 
present it to the QM, developing the story in detail. The QM may then request more information, 
more detail, ask questions or poke holes in the solutions. Based on the solutions and answers, 
the QM will then score the encounter. 
 
Step 4: Scoring 
 
There are three criteria for scoring each encounter: 
 
Teamwork: 
You must work as a team to solve all problems. The QM must pay close attention to players’ 
discussions to make sure that the whole team is working to fulfill the objective and also working 
to use the full range of abilities that the players have to achieve their goal. 
 
Creativity: 
A simple solution is not always best in Carrot & Stick. Be creative, surprising and hilarious with 
your stories. Remember that entertaining your QM is a vital part in getting full marks! 
 
Success: 
Last but not least, don’t forget to complete the actual mission successfully. For example, if your 
mission is to free a friend from a prison cell, don’t try to blow up the front door. The QM probably 
won’t see it as a success if the rescued party ends up as a smudge on the wall :)  
 
Remember: 
The QM is NOT your friend! They will try to poke holes in your stories and solutions, they will 
place hurdles in your way and they will ultimately decide how successful your campaign has 
been. So make sure you think your solutions thoroughly, be ready to defend your ideas and 
most of all be very, very entertaining. The QM can’t punish you if they are rolling on the floor 
laughing :) 
 
 
 
So here it is, as simple as that. The story is just below - follow it, change it, improve it, but most 
of all - have fun with it! 
 
 
 
 

 



A Rescue Party 
A D&D Style Adventure 

 
Quest Master Instructions: 

 
Welcome to the Carrot & Stick D&D style adventure. This story follows a very simple and fun 
story pattern you can easily set up and lead your friends through the adventure, using only your 
imagination and the C&S cards. If you would like, have a quick read of the story beforehand. 
This will help you run it faster and smoother. 
 
How to read the game: 
The adventure includes all instructions and examples you will need to lead the game. Here is 
how to read the instructions: 

1. Written in green italics are all the instructions for you, the QM. These passages are there 
to give you all the information you need to lead the game. They shouldn’t be read to the 
players. 

2. Written in black text is the story itself. Read these passages to the players, preferably 
using funny voices. 

3. Written in red italics are instructions for the players - how to build their characters, how to 
solve an encounter etc. Read these instructions to the players in a very serious voice. 

 
Basic info: 
This story happens in a world of magical islands and brave heroes. You, the QM, will lead the 
adventure, while playing the role of the narrator. The players will play as the members of a 
ragtag team of adventurers, who try to rescue a kidnapped member of the royal family. The 
players will create their characters, using the C&S cards. They can have complete freedom in 
their choice of class and character place in the team. You, the QM, will have a lot of creative 
freedom while leading the adventure. As the story progresses, you will be drawing cards from 
the Island, Peep and Draw Decks and using them to fill in the gaps in the story. This way you 
can play this adventure many times and it will play differently every time.  
 
Before you begin, you must come up with a name for this world of Islands. 
 
Set up the game: 

1. Separate the decks into Peeps, Islands and Draw Deck and place on the table, face 
down. These cards will be used to create characters, add modifiers to the story and 
shape the game. 

2. Remove all four Judgement cards 
 
 
That’s it - the story is just below. Just read it, lead it and have fun with it :) 



Play the Game:  
 

Introduction: 
QM: Start by drawing a card from the Island deck. This is the island where the adventure starts. 
Have a look at the card carefully and have a think about how to describe the Island in the 
context of the story. When you are ready, read the introduction to the players, filling in the gaps. 
 
It was a cold, misty morning on the shores of ……(name the Island).....This was the smallest 
and most insignificant of all 33 islands that formed the great kingdom of …..… (name the 
country) …….. As the water swayed gently and the leaves murmured, dark figures emerged 
from the mist and gathered.  
 

‘It is time’ - said one of the figures. ‘I have heard rumors that a member of the royal 
family has been taken whilst travelling through the dark forest four days ago. The royal 
guard have searched far and wide, but to no avail. We must step in.’ 
 
‘Are you certain?’ - said a much less confident voice - ‘I mean, I know we have been 
training nearly every day for almost two weeks now, but I am not sure we can deal with 
any threat we can encounter. What if there is a dragon? 
 
‘Fear is our only enemy!’ - said the first voice again. ‘We mustn’t be deterred. Just think 
about it … the adventure, the glory, the gold. It’s probably the king’s favourite daughter 
we are talking about! Succeed in this quest and we are sure to receive her hand in 
marriage and half the kingdom! That’s 16.5 islands … and a DATE!’  

 
 
Now you know what you are up against, you must create your characters. Remember, you are a 
ragtag team of heroes, about to embark on an adventure. You have no idea what lies ahead 
and you must design your characters to be prepared. You have complete freedom in terms of 
class and type of character, but one of you must be Character 1 from the intro text - always 
eager for an adventure, brave to the point of stupidity and terribly excited about damsels. The 
rest of you must be the voice of reason in the team. 
 
QM: Help the players set up their characters by: 

1. Have each player draw (or choose) a character card from the Peep deck. 
2. Deal six cards from the Draw Deck to each player. 
3. Pay close attention to the players as they discuss and set up their characters. Their 

characters must be relevant to the cards they use to make them and they cannot be all 
powerful. You may need to rein some ideas in.  

 
Now you have your character card you must create your character. To do this, simply use the 
six cards in your hand to add a background story, abilities, training, special skills and traits to 



your character. You will be using a mixture of word and picture cards and you can be as 
creative as you like with them. Use as many or as few of the six cards as you like, but remember 
that your character cannot be all powerful. Here are a couple of examples to give you an idea:  

 
 
 
 …. ‘Hi, my name is Plaguey … It’s not so 
much of a name as a job description. When I 
was little, I was sent off to live with my uncle, 
who is a doctor. He taught me everything I 
know. The only thing is, lately my 
experimental medicines have had mixed 
results and I have felt really down. I am 
hoping this adventure would be just what I 
need to lift my spirits. Still, I should be 
invaluable to the team for all kinds of scrapes 
and sprains.’ 
 

 
 
 
Hi, I am Red and I have been a Meals On 
Wheels ambassador for the elderly since I 
was a wee 6 year old. It’s a dangerous job 
that. There are beasts everywhere which is 
why I am a martial arts and weapons 
expert and a certified wolf whisperer!  
 
 
 
 
 
 

QM: When all the characters are set up, read this: 
Your characters are all set. Keep your Peep and modifier cards in front of you, visible to all 
players, so you can all clearly see your team members. Discard all cards left in your hand. 
 
! Players must now draw cards for the next stage of the game, depending on the number of 
players: 
For 2 players, draw 6 cards each from the Draw Deck 
For 3 players, draw 4 cards each from the Draw Deck 
For 4 players, draw 3 cards each from the Draw Deck 



As from now on the players will use their cards together to come up with solutions as a group, 
this means that the group will always have 12 cards in total to work with. From now on all 
players must replenish their hand to the appropriate number at the end of each encounter. If you 
run out of cards, mix the Discard Pile well and place it as a new Draw Deck. 
 
QM: read the instructions for the next stage: 
Your team has gathered, you are all set and you must now face the first of five key encounters. 
During each encounter you will have to complete three separate tasks and at the end of each 
encounter I, the Quest Master will judge your performance, based on three criteria: teamwork, 
creativity and success of the mission.  
Good luck 
 
Encounter 1: A mysterious trap 
QM: As this adventure progresses, you will be drawing cards from the decks and filling in, 
shaping and directing the story. This way this story will be different every time you play it. The 
players may ask you questions as you layout the story and it’s up to you to decide how much 
information to give them. 
 
To start this first encounter, draw a card from the Island Deck. This will be the location the team 
will be heading to first and you will need the name before you read the encounter: 
 
After a brief … probably too brief preparation, you head off to ………. (Name of Island) ……… , 
an island full of ruffians and bandits, disreputable nobility and high powered bankers. If anyone 
knows anything about this kidnapping, you will find them there. 
 
You have already been travelling for half a day and you are just starting to think this whole 
questing business is mighty boring when you stumble upon the royal carriage, turned over and 
broken. Many of the royal possessions are left lying around ghostly and sad. What a great 
opportunity to find more information about the royal family and hopefully the kidnappers and the 
victim as well. 
 
As you approach the carriage though, a noise in the bushes draws your attention. A lightning 
strikes the cloudy sky and a sudden gust of wind wraps you up in autumn leaves until you can 
see absolutely nothing. When it all settles just a few seconds later, you realise you have been 
magically transported to the darkest corner of the kingdom!  
QM: Draw one Island card and two cards from the Draw Deck and use them to describe the 
island as the darkest and most dangerous place in the kingdom. 
 
No one has ever escaped ……. (Name of Island).....! No one has ever lived to tell the tale. It is 
beginning to seem like a little bit more preparation and training might have been a good idea. 
But you are not helpless. Your life depends on it and you must find a way out!   
 



QM: Read all three objectives to the players. They will need to solve them all as a team and 
present one continuous solution to you: 
 
 
Objectives: 

1. Find a way off the island. Based on the description of the island, find a way to escape 
this dark and dangerous trap. 

2. Destroy the island. Once you are off the island, find a way to destroy it and make sure no 
one ever ends up trapped there again. 

3. Back on track. You have been taken too far from your goal. You must find a faster way to 
travel to your original destination of …….. (name of first island drawn)........ 

 
 
 
You must now work as a team to solve those three issues. Using your characters as you have 
created them and combining their skills and abilities with additional cards from your hand, you 
must find the best, most creative and funniest way to resolve the situation. Discuss your 
solutions as a team and when you are ready, present them to the QM as one continuous story.  
 
QM: If you feel the players need a better idea of how to use the cards to solve the problems, 
read these basic examples: 
Here are a couple of examples, based on the characters above: 

 
 

1. Escape the island - we have ended up in the 
darkest forest of the Kingdom. They say the trees are alive 
… and hungry .... Well, no problem Red is an axe wielding 
beast and with the help of the elemental power of fire, 
even these trees won’t resist. Having destroyed all the 
trees attacking us, we shall make a raft out of them and 
escape the island. 

2. Destroy the island - we cannot allow this 
dangerous place to exist. With Plaguey’s extensive 
knowledge of chemicals, we will create a pesticide bomb 
to destroy all plant life when we are at a safe distance. 

3. Travel to next location - well, not entirely sure 
about that one, but we took this rug to use as a picnic 
blanket. We have heard stories of magic carpets travelling 
great distances at amazing speed, so we thought we’d 
give that a try. The plan is to put Puss on the blanket, 
push it off the cliff and hope for the best. One of them is 
bound to be magic …. Surely … 
 



 
 
 
So that’s the idea - the funnier and sillier, the better. 
QM: After the solutions have been presented to you, it’s your time to judge. If you have 
questions, ask them. If you see problems, ask the players to resolve them. When you are 
satisfied that the situation has been managed, read the encounter conclusion: 
 
Conclusion: 
You have made it! You have arrived safely at your first destination. 
 
QM: You must now judge the encounter. Judging is entirely up to you and uses a simple point 
system. You must decide how well the group as a whole has done with every objective, 
according to each criteria. You can award up to 5 points for each judgement criteria in the 
encounter - a total of 15 points. If the group has been awarded 12 or more points during the 
encounter, they can select one member of the team, whose character will ‘level up’ 
 
If you have awarded the group 12 points or more for the encounter, read the following: 
Level Up: 
Congratulations! You have been extremely efficient and your solutions have brought success to 
your first mission. As a reward, you may now choose one member of the crew to ‘level up’. To 
do this, draw two cards from the draw deck. You must use these two cards to enhance your 
character's abilities. Remember, you cannot be all powerful. You must be reasonable in your 
power hunger or the QM will punish you with vigorous tickling!  
 
QM: End of encounter: 
When the encounter is complete, fill your hands back up to the appropriate number. 
 
 
Encounter 2: Island of thieves 
QM: read the encounter situation and tasks required to complete it. The players may ask for 
additional information and it’s up to you to decide how much to tell. 
 
Finally, you have arrived safely on the island of ……. (Name of first drawn island) …. You are 
exhausted and hungry, but you know you must continue your quest as quickly as possible. You 
will have to split up and work fast. You are certainly not the only heroes on the trail. Take too 
long and you may lose your prize.  
 
You must send one member of the team to gather the supplies you need and the rest of you 
must try to find any information you can on the kidnappers.  
Choose one member of the team to send for supplies. This player draws 3 cards from the Draw 
Deck and uses these cards to describe the supplies they have managed to gather. 
 



The rest of the party roams the city in search of any information on the kidnapped royalty. As 
you enter a particularly notorious part of the city, you suddenly find yourselves surrounded. 
QM: Draw three cards from the Peep deck. These are the bandits, attacking the team. Next 
draw three cards from the Draw Deck and use them to describe the bandits’ weapons.  
Now you are in trouble. What will you do? Just as you think all is lost, the last member of your 
team rejoins you with all the supplies they have gathered. You are now at full strength and you 
might just have something you can barter with. You must decide what to do. You can fight the 
bandits with all your might or you can offer them a trade. Just remember - you must save 
yourselves, but you also need information. 
 
Objectives: 

1. Fight or barter. Decide what you would rather do - fight the bandits or barter with them. If 
you choose to fight, use your characters and the cards in your hands to counter every 
weapon and defeat all the bandits. If you choose to barter, use some or all of the 
supplies you have just gained to offer a deal.  

2. Extract information - how would you persuade the bandits to give you information? Force 
them or entice them?  

3. Escape the island. Oh no! The guards are coming! You must escape the city before you 
are caught and forced to explain what all the cofuffle was about. 

 
Discuss your solutions as a team and when you are ready, present them to the QM. 
 
QM: When you are satisfied that the solutions have been successfully completed, read the 
conclusion: 
 
Conclusion:  
Phew! You escaped the island with your lives, a bit more supplies and a lot of information. As it 
turns out, one of the thieves was a witness to the royal kidnapping! What luck! You now have 
not only a direction and a final goal, but a name! You know this villain, you should have thought 
of it sooner! It will be hard, but you must continue your quest and defeat the most dangerous 
and feared person in all the land… 
QM:  
Villain: Draw one Peep card. This is the feared and dangerous villain everyone is talking about. 
Draw two cards from the Draw Deck and use them to describe this evil mastermind. 
 
Villan’s lair and final goal of the quest: Draw one location card and two cards from the Draw 
Deck. Use them to describe the villain’s lair to the players. 
 
 
QM:  

- Judge the encounter and award points. 
- If the team have been awarded 12 or more points, help them ‘Level Up’ one of the crew 

members. 



  
Before we continue, fill your hands back up to the appropriate number. 
 
Encounter 3: Stranger Danger?  
QM: Read the next encounter and objectives: 
 
Now you know who is responsible for these hideous crimes and where they are keeping the 
kidnapped member of the royal family, you are well on your way to facing the greatest evil there 
ever was and becoming celebrated heroes. Engrossed in your dreams of glory and riches, you 
suddenly encounter a giant rockfall, blocking the way. You hear a faint voice from within the 
rocks. Is there someone trapped in the rubble? 
 
QM: Draw one Peep card and two cards from the Draw Deck. This will be the person/creature 
trapped under the rubble. You will use these cards to describe them as the players ask 
questions. Players must solve the three objectives one by one. When they have completed one 
objective, read the next:  
 
Objectives: 
You must now work as a team to solve those three issues one by one. Using your characters as 
you have created them and combining their skills and abilities with additional cards from your 
hand, you must find the best, most creative and funniest way to resolve the situation. Discuss 
your solutions as a team and when you are ready, present them to the QM as one continuous 
story. Once you have completed objective one, the QM will read objective two and so on. 
 

1. Who is trapped under the rubble? Ask questions to find out who they are, are they friend 
or foe and what they were doing on this road. Remember though, they might not 
necessarily tell the truth. 
QM: When the objective is completed, read: 
 

2. Clear the rubble. You need to get through, so you must clear the road. As you do this, 
you will inevitably free the person under there. How will you clear the road? Use your 
characters’ abilities, plus additional cards from your hand to come up with a quick, 
efficient and most of all hilarious way to remove all these rocks. 
QM: When the objective is completed, read: 
 

3. Heal or fight? The road is clear, you have freed the trapped traveller. Now what? QM: 
The traveller is free and the players must decide what to do, depending on whether 
he/she is a friend or a foe. Draw one card from the Draw Deck and look at the symbol in 
the top left corner. If the symbol is a carrot, the traveller is a friend. If the symbol is 
a stick, the traveller is a foe.  

 
QM: Depending on the result, read the appropriate conclusion: 
 



Friend/Carrot: Congratulations! You have cleared the rubble and freed …..(Name of Traveller)... 
He/she is very hurt though! Use your skills and abilities as well as the cards in your hand to heal 
him/her. In gratitude, you will receive a prised possession - a staff of great power! QM: Draw 
three cards from the Draw Deck and use them to describe the magical powers of the staff. 
 
Foe/Stick: Oh no! It was all a trap! ….. (Name of Traveller)..... has set all this up just to trap and 
rob you! And he/she is attacking without warning, using a magical amulet! QM: Draw three 
cards from the Draw Deck and use them to describe the magical powers of the amulet. You 
must defeat ….. (Name of Traveller) ….., save yourselves and get the magical amulet for your 
team. It will undoubtedly be very helpful along the way.  
 
QM:  

- Judge the encounter and award points. 
- If the team have been awarded 12 or more points, help them ‘Level Up’ one of the crew 

members. 
  
Before we continue, fill your hands back up to the appropriate number. 
 
 
Encounter 4: Battle at the gates 
QM: Read the encounter:  
 
As you journey into the dark lands of …… (Name of evil lair island) ……, you feel evil eyes 
watching you and you know that trouble can't be far away. Your party walks with weapons 
drawn and spells ready to fly, but all is eerily quiet until you reach the gates of ………. (villain’s 
name) ….. citadel. Waiting ahead of you is a horrifying figure:  
QM: Draw one Peep card and two cards from the Draw Deck and use them to describe the 
horrifying henchman that stands at the door.  
As you prepare to attack, you hear wailing and screaming from behind you. Gleaming eyes pear 
through the woods and the darkness itself feels like it’s creeping closer and closer. You are 
surrounded. 
QM: Draw one Peep and two Draw Deck cards and use them to describe the horde of magical 
creatures surrounding the players. 
 
Objectives  

1. Defeat the horde of magical opponents. 
2. Defeat the henchman 
3. Find a way to get inside the citadel  

 
Discuss your solutions as a team and when you are ready, present them to the QM. 
 
QM: When you are satisfied the objectives have been completed successfully, read the 
conclusion: 



 
Conclusion: 
You have made it past the citadel’s first line of defence but only just. What will they throw at you 
next, as you head into the heart of this seat of evil. 
 
QM:  

- Judge the encounter and award points. 
- If the team have been awarded 12 or more points, help them ‘Level Up’ one of the crew 

members. 
  
Before we continue, fill your hands back up to the appropriate number. 
 
 
Encounter 5: A showdown for a damsel’s hand 
QM: Read the encounter: 
You’re through the gates. Can’t be long now. ……(Name of villain) ….. must know you 
are here by now. You gather in the middle of the courtyard in battle formation and wait. 
You were right, not long after you hear the sound of hundreds of miniature steps. What 
are these creatures? 
QM: Draw three Peep cards and three cards from the Draw Deck and use them to describe the 
three types of minions, attacking the players.  
 
Objectives: 
You must complete these objectives one by one. When you have completed objective 1, the QM 
will read objective 2 and so on: 

1.Defeat the minions. Use your powers, magic items and the cards in your hand to 
defeat the minions, but keep in mind that you haven’t met ….. (name of villain)..... yet. You must 
keep a few spells for them too. 
QM: When satisfied with the solution, read the next objective: 

2. Just as you think you are doing great against the minions, you realise that more and 
more of them keep coming. You look around and you see in the distance ……(name of 
villian)..... He/she is casting a spell that is creating more and more of these miniature foul 
creatures! You will never defeat them unless you defeat ….. (name of villain)..... too. You are 
forced to split up. One of you must reach and defeat …… (name of villain)...... whilst the rest 
hold off the horde of minions. 
QM: When satisfied with the solution, read the next objective: 

3. Finally! ….. (name of villain) ….. is defeated and so are his/her minions! Only one 
thing remains to be done - find the damsel and get your reward. You search the castle until 
finally you find the darkest cell in the tallest tower with a mysterious figure inside. At last, you are 
about to find out the identity of the royal victim. I mean … surely it’s the king’s favourite daughter 
… right? First order of business, arrange the marriage to the keenest member of the team! 
QM: Draw one Peep card. This is the identity of the imprisoned member of the royal family.  



You must free the …. damsel … and secure a safe passage home. But the door won’t budge. 
What magic is this? 
QM: Draw three cards from the Draw Deck and use them to describe the spells that have been 
cast on the cell door.  
To solve the third objective and finish the quest, you must break he spells and free the captive. 
 
QM: When you are satisfied that all solutions have been successfully completed, read the 
conclusion: 
 
Conclusion: 
Congratulations! You have completed your quest, you have saved a member of the royal family 
and the King and Queen will be indebted to you for all eternity. All that’s left to do is travel back 
to the palace, claim your gold and decide which one of you is going to marry the … damsel ... 
 
 
 
That’s it! 
We really hope you enjoyed it. There are three more stories waiting for you and a super easy 
template to help you create your own :)  
 
Happy gaming!  


