
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! 
 
 
 
 

 



To Boldly Go ... 
A Sci-Fi Adventure 

 
Quest Master Instructions: 

 
Welcome to the Carrot & Stick Sci-Fi 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 adventure tells the story of a colony spaceship, leaving overpopulated Earth in the search 
of a new world to stab a flag in and call home. The players form the crew of the ship and must 
design their characters as productive members of the crew, suitable for such a vessel and 
mission. There must be a captain, but the rest of the crew can be designed as the players 
prefer. The crew must be able to maintain and defend the ship and themselves, communicate 
with other races and recognise and manage a variety of situations and threats. Such traits will 
help them immensely to complete the encounters successfully, but it’s entirely up to you, the 
QM, how much of this information you will give them. 
 
Before you begin the story, you, the QM, must come up with a name for the spaceship. 
 
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 
3.  

That’s it - the story is just below. You have all the tools you need to read it, lead it and have fun 
with it :)  



Play the Game:  
 

Introduction: 
QM - come up with a name for the ship and read the introduction to the Players: 
 
Welcome to ……..(name of ship).........., the latest colony ship to be dispatched from Earth. This 
mighty vessel’s mission is to search the stars for a new home, build relationships with new 
species and ensure its passengers make it to their new home safely. Your team makes up the 
crew of this vast ship and lead by the captain you must take charge and deal with whatever the 
cosmos throws at you. 
 
Now you know what you are up against, you must create your characters. They will form the 
crew of the ………(name of ship)........... and they must be equipped to deal with the tasks 
ahead. You will need a captain, but you may decide freely what positions the other members of 
the crew will have. 
 
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:  

 
 
 
 …. ‘So, my character is a reincarnation of the 
great Genghis Khan, who found himself in a 
tough spot when he realised that the modern 
world is a lot less bloodthirsty than he is used 
to. He was punished for his overzealous 
attacks by being made an army cook for 15 
years of his military career. Now, he is a proud 
member of the crew of ….. (name of ship) ….. 
As the ship cook, military expert and specialist 
in ancient cultures and primitive languages …’  
 



 
 
 
 
Hi, I am Carla, a renowned nuclear 
physicist from Cardiff. My research and 
expertise have been instrumental in the 
creation of this ship and as a member of 
the crew, I am here to maintain the smooth 
running of the vessel. And if necessary, 
use my extensive knowledge of explosives 
to clear any path…’ 
 
 
 
 

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 crew 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 crew has gathered, you are all set and you must now face the first of five key encounters 
on the way to a safe new home. 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: Jumpstart  
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. 
 
Oh dear! You are ready to set out on your deep space adventure, but your FTL drive is 
damaged and your fuel supplies have become contaminated. On top of that, your passengers 



are getting irritable about the delay. There have been murmurings, watch tappings and tutting … 
a very bad sign. You haven’t even left the comforts of Earth and you are already facing 
challenges. You must resolve the situation as quickly and efficiently as you can and get under 
way. 
 
Your objectives are: 

1. Repair the drive 
2. You must find, create or develop a new fuel source, using any skills, items and 

resources you have. 
3. You must keep the passengers entertained or at the very least under control whilst you 

work. A riot before even setting off would be a veeery bad sign! 
 
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.  
 
Here are a couple of examples, based on the characters above: 

 
 

1. Repair the drive - As it turns out, there is a leak from one 
of the rubber seals on the FTL drive! No issue, we have Carla 
on standby as the ship mechanic, so she is well equipped to fix 
the drive, using waterproof glue, made of the highest quality 
GMO flour - the stickiest substance on Earth. 

2. Find fuel - we have realised that this issue is much 
bigger than we thought! What if something like this occurs whilst 
we are in space? We need to create an alternative to the 
standard fuel, so we take a friend on board - Sparkles will love 
the journey and the completely natural unicorn compost fuel will 
keep us going forever. Plus, we can feed him with GMO wheat 
… 

3. Entertain the passengers - well, just in case they don’t 
find the unicorn biofuel production chain interesting enough, we 
have sent Genghis Khan to tell the passenger all kinds of 
stories about the good old days … The vaguely threatening 
tone in his voice is keeping them both entertained and 
pleasantly compliant … 
 
 

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 repaired the ship and you are ready to set off. Your new powersource is working well 
and you can be calm in the knowledge that you can travel as far as necessary.  
QM: If the new powersource is unconventional, feel free to invent a drawback from it - for 
example the smell or weird smoke or anything else you like. 
 
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: First Contact 
QM: This encounter requires your imagination to create. As you read the situation, you will draw 
cards from the Island, Peep and Draw Decks. You will use these cards to complete the story. 
This way you can play the story multiple times, encountering different situations along the way. 
 
You are now one month into your journey and everything is running smoothly. Just as you are 
starting to lose hope you will find your new home planet soon, something appears on your long 
range sensors. You change course to intercept the signal in the hopes you have discovered the 
world you seek. As you approach, you start to make out details of this new place. (QM: Draw 
one Island card and two cards from the Draw Deck. Use these cards to describe this new world 
- how big it is, how it looks etc.) You recognise this world - a previous expedition from Earth 
encountered this planet and gathered basic information about the inhabitants, but had no 
success in communicating. You pull up all the information you have, concerning the inhabitants. 
(QM: Draw one Peep card and two cards from the Draw Deck. Use these cards to describe the 
inhabitants - who they are, what they look like, how they live, how they communicate. You must 



decide and describe if they are friendly or hostile) This is promising. You must attempt to 
make contact, but be careful - first communications are tricky.  
Objectives: 

1. Find a way to communicate with this new race. From what you know about them, use 
any points of commonality you can find to create an appropriate method of 
communication. 

2. Come up with a gift for the race leader in an attempt to inspire good will. 
3. QM: Depending on whether the alien race is friendly or hostile, you must create the last 

objective: 
- Friendly - Draw two cards from the Draw Deck and describe a problem the alien race is 

facing. The crew must help the alien race solve their problem to win favour. 
- Hostile - Draw two cards from the Draw Deck and describe the alien race’s primary 

weapon. The ship is now being attacked and they must defend themselves and defeat 
the enemy.  

 
Discuss your solutions as a team and when you are ready, present them to the QM. 
 
QM: When you are satisfied that the solutions are complete, read the conclusion, depending on 
whether the alien race was friendly or hostile: 
 
Conclusion: 

- Friendly: 
You have made first contact and it couldn’t have been a more successful encounter. Your new 
friends have imparted their invaluable wisdom on you and have given you directions to a 
wonderful, luscious new world you might be able to inhabit.  

- Hostile: 
You survived! It definitely could have gone better, but you will not leave empty handed. From 
the wreckage of the primary enemy ship you recover the data you need to continue your 
journey. You now have directions to a new world you might be able to inhabit.  
 
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: Mysterious Condition 
QM: Read the encounter situation: 
Following the intel you got in your last encounter, you are well on the way to your potential new 
home. There is only one small problem though - this corner of the universe is completely new 
and unknown to you and there is a piece of direction missing. You need to ask for help. Luckily, 



you seem to be very close to a planet you have heard wonders about - beautiful land, wonderful 
inhabitants and legendary parties. (QM: Draw one Island, one Peep and two Draw Deck cards. 
Use these cards to describe this world and its inhabitants) You make contact and you are 
immediately invited to a lavish party. The whole affair is a great success - you have enjoyed 
yourselves immensely and armed with new directions for your final destination, you are on your 
way again. 
 
Everything seems fine until a few hours after you have left. Suddenly every member of the crew 
starts displaying mysterious symptoms. (QM: Draw two cards from the Draw Deck. Use these 
two cards as well as the Island card to describe the symptoms. You decide if the condition is life 
threatening or simply annoying). You immediately quarantine the crew, but the passengers 
realise something is wrong. You don’t know how bad this virus can get, but you know you have 
to find a way to manage the situation. 
 
Objectives: 

1. Keep the passengers calm. 
2. Prevent the condition from spreading to the rest of the ship. 
3. Find a way to alleviate the symptoms or cure the condition.  

 
 
Discuss your solutions as a team and when you are ready, present them to the QM. 
 
QM: When you are satisfied that the solutions are complete, read the conclusion: 
 
Conclusion: 
Phew! That was close! Though not entirely cured yet, you have prevented the passengers from 
getting sick and the crew is managing the symptoms quite well. You continue on your 
adventures a little worse for wear, but excited to be getting closer and closer to your new home. 
 
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: New Friends? 
QM: Read the encounter situation:  
As your journey continues, you realise you are running low on certain supplies. (QM: Draw three 
cards from the Draw Deck and use them to describe the supplies you need). There’s no two 
ways about it, you have to find a friendly planet to replenish your supplies. Luckily, you seem to 
be approaching a planet that should be just the ticket. (QM: Draw one Island card, one Peep 



card and two cards from the Draw deck and use them to describe the planet you are 
approaching, its inhabitants and their customs.) Before you can trade with the locals, you need 
to make nice, impress and ensure they will look favourably on your trade proposal. You decide 
the best way to do that is to organise a party fit for royalty on your ship. A little bit of fun and 
they should be ready to accept your terms. 
 
Objectives: 

1. Prepare food and beverages for the party. Make sure to keep in mind what you know 
about the locals and prepare food that is appropriate for them. 

2. Prepare traditional Earth entertainment to share your culture and hopefully impress the 
locals. 

3. Prepare a trade agreement to propose to the locals. Make sure to offer something 
special - you really need those supplies. 

 
Discuss your solutions as a team and when you are ready, present them to the QM. 
 
QM: When you are satisfied that the solutions are complete, read the conclusion, depending on 
how successful you think the party was: 
 
Conclusion: 

1. Party was Successful - Your party went down swimmingly and your trade agreement 
was well received. Now, fully restocked, you can continue your journey. Each player 
takes one extra card and increases their hand size for the last encounter.  

2. Party was Unsuccessful - Unfortunately, despite your best efforts, ……. (QM: decide 
what went wrong at the party - horrible or poisonous food, terrible entertainment, offence 
etc.)  ….... Your guests left agreeing to nothing and you must continue your journey 
without the supplies. Each player discards one card and decreases their hand size for 
the last encounter.  

 
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: Home at last 
QM: Read encounter situation: 
At last! You have found the perfect planet for your crew and passengers. A new home away 
from home. There’s only one small problem - the planet is already inhabited. (QM: Draw one 
Peep card and three cards from the Draw Deck and use them to describe the inhabitants of this 
planet in as much detail as you can). 



 
Objective: 
You have one objective only. This planet is it, you have nowhere else to go. You must choose 
how to proceed. You can: 

1. Attack and take the planet by force. 
2. Negotiate and attempt to join the locals and live with them in peace. 
3. Indoctrinate - convert the locals, become their new god. 

 
Choose your course of action and the QM will set the challenge for you. 
 
QM: Depending on the course of action the players choose, you must set the challenge for their 
last objective: 
 

1. Attack - if the crew chooses to attack, draw 6 cards from the Draw Deck and use them to 
create an army of secret weapons for the indiginous alien race. The players will have to 
defeat every single one of your secret weapons to succeed. 

2. Negotiate - if the crew chooses to negotiate, draw 6 cards from the Draw Deck and use 
them to describe three problems or needs the locals have. The players must solve these 
problems or fulfill those needs to make themselves indispensable to the indiginous 
population. 

3. Indoctrinate - if the crew chooses to indoctrinate, draw 4 cards from the Draw Deck and 
use them to invent a religion for the indiginous population. The players must present 
themselves as deities from this religion and convince the locals to accept and revere 
them. 

 
The QM has presented your final challenge. You must succeed or you will roam the universe 
aimlessly, looking for a home you may never find. Discuss your solutions as a team and when 
you are ready, present them to the QM. 
 
QM: When you are satisfied that the solutions are complete, read the conclusion: 
 
Conclusion: 
Congratulations! You have managed to secure a new home for the crew and all your 
passengers. (QM: Feel free to summarise the story, based on the condition of the crew, ship, 
passengers and new world) 
 
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!  


