
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! 
 
 
 
 

 



The Pull Of Darkness 
A Lovecraftian Adventure 

 
Quest Master Instructions: 

 
Welcome to the Carrot & Stick Lovecraftian 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 team of paranormal investigators, who learn of the existence 
of a House of Horrors so dark and mysterious, they simply cannot resist the temptation to find. 
Following their own research of rumours and myths about this place of darkness, they embark 
on a journey that will lead them to the discovery of a lifetime.  
 
In this story, the players form the team of paranormal investigators. They can have any role they 
like, but must be a valuable member of this unconventional scientific group. For this story you, 
the QM will divide the cards from the Deluxe Edition of Carrot & Stick and use the ‘nice’ deck to 
design all the human characters and locations and the ‘naughty’ deck to create all the weird 
places and creatures the team will encounter. 
 
Set up the game: 

1. For this story you will first need to separate the C&S decks as follows: 
a. Separate the Peep deck into ‘Naughty’ Peep deck (cards with a little icon of a 

stick) and ‘Nice’ Peep deck (cards with a little icon of a carrot). Place the two 
decks on the table, face down. 

b.  Separate the Island deck into ‘Naughty’ Island deck (cards with a little icon of a 
stick) and ‘Nice’ Island deck (cards with a little icon of a carrot). Place the two 
decks on the table, face down. 



c. Take out the ‘Cathy’ card from the Naughty Peep deck and the ‘Family Getaway’ 
card from the Naughty Island deck. You will need those to tell the story. 

d. Shuffle all cards from the Draw Deck together and place the Draw Deck 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. You have all the tools you need to read it, lead it and have fun 
with it :) 
 
 

Play the Game:  
 

Introduction: 
QM: Read the introduction to the players. This will give them the information they need to create 
their characters. 
 
You are a group of highly skilled paranormal investigators. You believe that science is the key to 
bringing to light the greatest mysteries of our world. Where ordinary people see myths and 
legends, you see opportunities for adventure and greatness. Believing in the unbelievable, 
though, has proven tougher than you ever thought. Proof has been hard to find and the respect 
of the scientific community seems forever beyond your reach. Maybe it’s time for a change? 
Maybe it’s time to join your fellow scientists in the real world and leave the legends behind… 
 
Just as you are contemplating your future career, you receive a most intriguing letter. An 
anonymous benefactor is willing to subsidise a huge mission, investigating one of the most 
persistent, but hardest to prove myths of our time - the existence of a House of Horrors, noone 
has ever escaped. A haven for creatures of all kinds, a place of blood curdling screams and 
horrifying sights. The problem is, noone has ever found a shred of proof of the existence of such 
a place. How is that even possible? This is not a single creature, hiding in the woods and 
scaring villagers, this is a huge place of fear and infamy. Is it even possible that it exists without 
our knowing of it? 
 
Well, you must admit that the offer is very tempting though. Worst that could happen is you don’t 
find anything. But if you do … They will have to take you seriously then! They will ALL know! 
Yes, one last mission is in order. Better collect the team ... 
 
 
Now you know what you are up against, you must create your characters. You will form this 
group of highly skilled scientists and paranormal investigators. You have complete control over 
what place you will have in the team and what your specialty will be. 



 
QM: Help the players set up their characters by: 

1. Have each player draw (or choose) a character card from the Nice 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 Red and I am this team’s 
expert in so called Fairy Tale mythology. The 
kind of stories, created specifically to keep 
children well behaved through fear and 
bribery. I am also an expert in mythological 
animals, their diet of choice and their 
usefulness in deterring crime through the 
telling of myths of vengeance and bloodshed’  
 
 

 
 
 
‘Hi, my name is Carla. I am this team’s 
expert in facilitating safe passage through 
controlled explosions. I use my skills with 
tools and weaponry to make sure nothing 
the team encounters, from impassable 
jungles to terrifying beasts, is too much for 
us to handle. While I myself am not a 
scientist, I am responsible for the survival 
of the whole team.’ 
 
 
 

 
 



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 team has gathered, you are all set and you must now face the first of five key encounters 
on the way to fame and recognition. 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 Place To Start  
QM: Draw a card from the ‘Nice’ Island deck, then read the encounter situation and tasks 
required to complete it: 
 
The letter you received from your anonymous benefactor contains a vital clue alongside the 
huge sum of money they are investing in you - a place to start. It tells the tail of a small island, 
full of mind bending stories of creatures, abductions and paranormal events. This seemingly 
insignificant island is called …. (Name of island) … and it sounds like a very promising start 
indeed. You head off as soon as you are ready and soon you understand why all stories 
originate here. 
 
As soon as you arrive, you are struck by the deep, dark silence of this place. The inhabitants 
are so suspicious of you that every single one of them runs away and hides as soon as they see 
you. Finally, you see a small round table with three figures, slumped over a glass each. You 
approach carefully as you can’t afford to scare these three as well … After all, you need food, 
shelter and information. Without the locals’ cooperation, you will never be able to continue. 
 
QM: Draw three cards from the ‘Nice’ Peep deck, These are the three islanders the players 
are about to meet. Place each Peep card on the table, clearly visible to all players. Draw two 
cards from the Draw Deck for each Peep card (six in total) and use them to describe each 
islander. 
 



Surely at least one of these people will be brave enough to speak to you. And maybe then the 
others will join in as well? 
 
Your objectives are: 

1. Speak to one of the islanders (whoever you think is the bravest) in order to establish 
trust. How will you get them to like you and trust you? 

2. Convince the second islander to give you room and board for the night. 
3. Convince the third islander to give you all the information they know about the 

mysterious House of Horrors. 
 

You must now work as a team to solve these 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. Trust - to attract the attention of the three islanders, we 
let loose a tiny little ginger kitty. That seems like the least 
objectionable conversation starter. One of the islanders takes 
the bait. They pick up the kitty and start playing with it. We are 
in. We approach carefully and spark up a conversation about 
our little pet.  

2. Room and board - during our conversation we notice 
that the other two islanders are becoming more comfortable 
with our presence. We offer one of them money, but they seem 
uninterested. Finally we realise we can offer something so 
common to us, but so rare in this land - loo paper … and then 
sweeten the deal with some, well, sweets. Done, the islander 
offers us room and board in exchange.  

3. Information - the last of the islanders still seems very 
apprehensive. Through careful questioning we find out that 
he/she has actually seen the House of Horrors and is terrified of 
it. We quickly tell him/her about our work researching and 
vanquishing such creatures with our special angry mob tools of 
the trade and he/she happily shares all their information with us‘ 
 

 
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: 
Well done. You have secured room for the night as well as vital information on how to continue 
on your quest. Tomorrow you will leave the village in search of your future fame and fortune. 
 
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: A Chasm to Cross 
QM: For this encounter you will need the ‘Family Getaway’ card you separated from the 
Naughty Island deck. For this encounter the players will be completing the objectives in 
succession, not all in one go: 
 
The next morning you set off from the village. You follow the instructions exactly and soon you 
realize why noone has ever visited this House of Horrors before and come back to tell the tail. 
The instructions lead you not to the house, but to an enormous chasm. How is this possible? It’s 
as if you have reached the end of the world. 
 
You sit down, feet dangling off the edge of the world and wonder what to do. In a little while, you 
see something strange - a floating island, coming straight towards you … What trickery is this? 
QM: Show the players the ‘Family Getaway’ card. This is the house, on its floating island. 
 
Objective 1: 
Trickery or not, you must proceed, you have come too far to give up. You must find a way to get 
on the island. QM: The players must complete this objective and get on the island before you 
read the next objective. When objective 1 is completed, read objective 2: 
 
 
 



Objective 2: 
You are on the island, but you now realise that this is by no means an ordinary place. This 
house is HUUUGE! The door alone is three stories high! And the door knocker looks completely 
impossible to reach, let alone pick up and knock. Surely it must weigh a ton … You must find a 
way to get up there and knock. QM: The players must complete this objective and knock on the 
door before you read the next objective. When objective 2 is completed, read objective 3: 
 
Objective 3: 
The door opens and you see something you never thought of in your wildest dreams - a giant as 
tall as that enormous doorway. QM: Draw one card from the Naughty Peep deck and two cards 
from the Draw Deck. Use these cards to describe the giant. To get into the house, you must get 
past this creature. Will you hide, sneak past or fight?  
 
QM: The players must now complete this last objective and when you are satisfied that the 
solutions are complete, read the conclusion: 
 
Conclusion: 
You’re in! You may be the first explorers to make it this far. Noone knows you’re here and you 
can continue your research unnoticed. 
 
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: The Mind Boggles 
QM: Read the encounter situation: 

 
You’re inside. As your eyes get used to the darkness you start making out details of the place … 
or more like the world. This is no ordinary house. There are no rooms or furniture or even walls 
and floors. The entire space, enormous compared to the outside of the house, is in fact one 
giant chasm, filled with floating islands, each stranger than the last. A world full of worlds … 
It becomes clear that simply strolling around a haunted old house will not cut it. You are going to 
have to find a better way to explore. 
  
Objectives: 

1. You must find a way to fit into this world of strangeness. Clearly, you are the odd ones 
out and you must come up with a disguise.  

2. Find a suitable mode of transportation. How will you travel from island to island? 



3. Find a guide. Draw one card from the Naughty Peep deck. This is the first 
person/creature you see and you must convince them to be your guide at least until you 
get your bearings.  

 
 
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: 
And so the adventure truly begins. This is so much more than you ever imagined and who 
knows what else you will find... 
 
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: Explorations 
QM: In this encounter the team will explore several islands from this world. The 
objectives must be completed in succession.  
 
Objective 1: 
QM: Draw one card from the Naughty Island deck. This is the first island the team will 
explore. Draw one card from the Naughty Peep deck and two cards from the Draw Deck 
and use them to describe the inhabitants of this world. 
You must meet the locals and ingratiate yourselves with them. The more you learn 
about them, the better. Ask as many questions as you like about the locals. The QM will 
answer, as long as you have done a good job of ingratiating yourself. 
  
Objective 2: 
QM: Draw one card from the Naughty Island deck. This is the second island the team 
will explore. Draw one card from the Naughty Peep deck and two cards from the Draw 
Deck and use them to describe the inhabitants of this world. 
You must meet the locals and ingratiate yourselves with them. The more you learn 
about them, the better. Ask as many questions as you like about the locals. The QM will 
answer, as long as you have done a good job of ingratiating yourself. 
 



Objective 3: 
QM: Draw one card from the Naughty Island deck. This is the third and last island the 
team will explore. Draw one card from the Naughty Peep deck and two cards from the 
Draw Deck and use them to describe the inhabitants of this world. 
You must meet the locals and ingratiate yourselves with them. The more you learn 
about them, the better. Ask as many questions as you like about the locals. The QM will 
answer, as long as you have done a good job of ingratiating yourself. 
 
 
QM: When you are satisfied that the solutions are complete, read the conclusion: 
 
Conclusion: 

You’re doing great. The locals seem to really like you and your research is going 
swimmingly. The most interesting piece of information you have received during your 
exploration though concerns the Master of this world … As it seems, one monster rules 
them all… You must find them and now you know just where to go. 

 
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: The Master 
QM: Draw one card from the Naughty Island deck. This is where the Master lives. 
 
Finally! You have made it to the Master’s lair and it’s on … (Name of Island) … You carefully 
walk through the darkness, as quietly as you can. Suddenly, a flash of light blinds you for a 
moment. As soon as you can see again, you notice some odd details to say the least. The flash 
of light comes from a huge candle, stabbed into the most enormous cake. Right above the 
candle, you read: 

‘HAPPY BIRTHDAY, CATHY!’ 
 
Cathy? Who’s that? Suddenly you notice you are not alone in the room, but there is an 
enormous shadow looming over you … And then you see her - Cathy, the Devourer! A huge, 
terrifying creature, walking towards you. And then she says: 

- Hello! Have you come for my Birthday party? I do so enjoy guests! And Presents! I am 
sure you have realised by now, you are not the first ‘explorers to come this way’ - a slight 
smile runs across her face - I used to be so lonely! I had to go out onto the humain island 
once a year and play with the villagers. But then it seems someone found out about my 



birthday and came over just in time. It was lovely! We played and played and then I 
made them a world, called …. (name of first Island, explored in Encounter 4) … They 
seemed so happy and they stayed ever since. The next year another guest came to see 
me and I was so happy, I made them a world, called … (name of second Island, 
explored in Encounter 4) …. And so, I have had lovely visitors every year, ever since. I 
don’t really need to go into the village anymore … And now you are here, just in time! 

 
A chilling thought enters your heads and you slowly realise that this whole world of creatures 
has been created from these supposedly willing ‘visitors’! Oh no! The legends, the funding, it all 
must have come from the villagers! 
 
Still, she does seem very sweet. And these worlds are so fascinating to explore. What will you 
do now? Will you: 
 

a) Stay and be Cathy’s friend. Explore these endless worlds to the fullest and have a world 
of your own? 

b) Fight to leave this place, return to the real world and claim the glory of this find? 
 
QM: Depending on which course of action the players choose, read the appropriate objectives: 
 
Objectives if the players stay: 

1. Offer Cathy a suitable birthday present 
2. Spin a story for the locals to convince them to accept you and let you stay. 
3. You suddenly realise that there is a huge kerfuffle at the gates of Cathy’s domain, the 

‘Family Getaway’. An angry mob of humans is standing at the door, shouting for blood. 
You must save the monsters and this whole extraordinary world. 

 
Objectives if the players fight to leave: 
 

1. Defeat Cathy, who has no intention of letting you go. 
2. Once Cathy is defeated, the whole world starts crumbling down around you. You must 

escape. 
3. Once you are out, you are greeted by the police, who are very interested to know why 

you have destroyed an entire world that paid so much in taxes. Spin a story to convince 
them to let you go. 

 
 
QM: When you are satisfied that the solutions are complete, read the conclusion, depending on 
the course of action the players took: 
 
 
 
 



Conclusion: 
 
Stay: 
You are now settled here with Cathy and all her extraordinary friends. You have a beautiful, if 
slightly odd world of your own and a myriad of quirky friends. So what if you seem to have 
acquired gills after Cathy’s last cocktail party. It's a small price to pay. 
 
Leave: 
You are out and you are safe! With all the material you managed to record, you will be forever 
remembered as the bravest and most accomplished paranormal investigators in the 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!  
 


