
Creative Worlds Introductory Adventure Short 

 

 

This is a quick demo for 1-6 participants. It is intended to highlight a quick story where youth can be the 
heroes, learn to cooperate, make decisions, and save the day! 

Items needed: folding game map with grid, 6 hero figures or tokens, 2-4 Brontornis figures or tokens, 6 
or more 20-sided dice and 8-sided dice, character reference sheets for each character hero. 

SAVE THE LOST BRONTORNIS 

Player goal: to capture the lost wild Brontornises so they can be relocated back to their safe, natural 
habitat. 

Overview. Each participant selects a hero, plays a few rounds of a game based upon the basic rules of 
the world’s most famous role playing game, and saves the day. This should take about 10 to 20 minutes 
depending upon how complex you make the scenario. Staff can help them create their own story 
through play, and staff act as the Brontornises. Each of the player characters has a specialty and 
cooperation is needed to Save the Lost Brontornis. The more Brontornises you place, the longer the 
adventure; 3 Brontornises will usually account for 10-20 minute adventure for 4 players. You can 
lengthen the adventure by allowing the Brontornises to attempt to escape 
whatever is entrapping them before they are moved to the relocation crates.  

SETUP. Put the map out with 3 Brontornis on squares roughly scattered in the 
middle. Selected character figures are on the edge of the grid close to the players. 

The youngest player get to select their character first. Tell them the basics about 
each character and then let the youngest select. Move on down the line until 
everyone has a character. 

Game Play 

If you would like to see the complete rules, see the System Reference Document but they are not necessary for this 
brief adventure. 

Each turn, the Brontornis will move in some direction randomly (see below) until there is only 1 
Brontornis left… (more later). The Brontornis go first to start the adventure. 

Each turn, each player will get to MOVE and do ONE OTHER ACTION. 

The game is played until each of the Brontornises are captured and “carried off”. Capturing them 
requires special skills and spells of the players (using the 20-sided die D20). Carrying the large beasts to a 
relocation cart requires players to combine rolls on 8-sided dice as outlined below. This target is off the 
grid and does not need to be represented by a model or token. Simply tell them which side of the map 
or play area they need to carry it to. Each successful carry moves the captured brontornis 5 spaces in a 
straight line plus any STR modifiers the characters carrying it have.  

A Brontornis on 
the move 



Example 1. The Echertin Storm Warden (STR +0) and the Orc Expeditionist (STR +2) are attempting 
to carry off a captured brontornis. They each roll a d8. The Storm Warden rolls a 5 and the 
Expeditionist rolls a 5. The target number is 9 so a combined roll of 10 works! They carry the 
captured brontornis 5 spaces plus 2 more for the Expeditionist’s STR +2 bonus. That’s a total of 7 
spaces in a line toward the designated edge where the transport cage sits. 

If they fail to carry off a captured Brontornis, the animal might escape. Roll a Brontornis Strength Check 
on a d20. Brontornises are strong (STR 15) so get a +2 on a roll. Their target is 13. Roll the D20 and on a 
13+, the critter escapes and they need to capture them again!!!! 

Example 2. The Storm Warden rolls a 5 and the Expeditionist rolls a 1. As a combined roll of 6, this 
fails the target check of 9. OH NO! Now you, the Lore Keeper roll a d20. You roll a 17! The brontornis 
escaped and stands up ready for action in the next turn. Our intrepid heroes will need to give it 
another go! 

Spells, using items, or attempting skills require a “to hit” roll. Each roll is determined by checking a 
character’s ability with the desired action against a difficulty check number assigned by you, the Lore 
Keeper (they build the story, you keep the lore). On the basic character sheets that are included, each 
area has a number next to the trait or skill.  

Example 3. The Zephyrkyn Magineer is attempting to use his net cannon to ensnare a brontornis. 
The relevant skill is dexterity. This gives the player a +1 to the roll to hit the brontornis with 
this cannon. The player rolls a d20 and scores a 13 and adds their +1 for DEX. This total of 14 is 
compared to the Armor Class (AC) of the Brontornis (an 11 [see the reference data sheet below]). 
The net ensnares the beast! The brontornis is immobile until it’s next turn when it can attempt a STR 
save of 13+ (as listed on the Zephyrkyn character sheet in the Fire Net Cannon block). The next turn, 
the Brontornis rolls a STR  check (+2 from its data sheet). The Lore Keeper rolls an 11 and 
adds 2 for 13. The test was a 13 so the check is successful and the brontornis pulls the net apart 
with its beak and claws and stands up!!! 

Encourage the players to be creative with their actions and think of interesting 
ways to solve the problem at hand. For instance, each character has something 
that may not seem like it would work to corral or ensnare a rampaging 
brontornis, but creative problem solving is why we’re here. If a character 
comes up with an interesting idea, the Lore Keeper should decide upon a 
Difficulty Check Number depending upon how challenging the plan is. The 
harder the challenge or less likely it is to succeed, the higher the target 
number. See the accompanying chart for typical difficulty classes. For instance,  

Example 4. The Human Druid wants to use their Wild Shape ability to try to herd the brontornis 
toward another character who’s waiting with a trap! This makes a ton of sense. While 
brontornises (an actual species of extinct flightless terror birds on earth living during the Middle 
Miocene) did likely hunt and eat carrion, the would also have been a prey species. Being a 
predator, a wolf would likely cause a brontornis to move away and flee. As you think this would 
be likely, you assign it a DC of easy- 10. The Druid changes his form into a wolf and moves near 
the brontornis. The player rolls a 12 on a D20 and adds in their constitution bonus of +1 for a 13. 

Difficulty Check Target Numbers 

Very easy   5 
Easy   10 
Medium   15 
Hard   20 
Very Hard  25 
Nearly Impossible  30 



Successfully scaring the bird. You determine the next move of the Brontornis is straight away 
from the wolf. A wise course of action in the short term from the bird’s perspective! 

 

 

 

The Intro Story 

“Welcome Adventurous Heroes to Seorsus, a special world 
filled with adventure, magic, monsters, and wondrous 
people of all types. Seorsus has huge islands in the sky that 
circle the planet. These islands are held aloft by a mix of 
magic and science! 

You are all explorers on one of these islands, trying to make 
maps of uncharted sky islands for the Collegia Arcanum Ecologia. While you were 
exploring, a group of people from a small new settlement on an island told you 
about some wild animals that had become lost and are now living in an area that 
isn’t safe for them. Three Brontornises, huge flightless birds that live in subarctic 
tundra and cold grasslands are now nearby in a warm temperate forest. The locals 
are worried that the Brontornises will not survive the upcoming summer warmth 
unless they are relocated back to the grasslands approaching a large mountain on 
the sky island. They have built a huge carriage to relocate the Brontornises safely, 
but they need your help to capture them! 

They ask your band of adventures to go north to the woods, capture the [number] 
large wild animals, and put them into the carriage! 

Each of you has special skills and are brave explorers but none of you could do it 
on your own. Do you think you can act as a heroic team and save these 3 
members of an endangered species?!?!?” 

 

 

 

 

 



Next, the players pick a character as outlined above. 

Once characters are selected, turn 1 launches, the Brontornises go first! 

Cooperation- The characters each have abilities that can help other players roll better, move more, or 
change the board itself to make the Brontornises do things. Encourage players to find ways to help each 
other and you may need to remind the younger, inexperienced players what options they have. 

 

The Brontornises 

Moving a Brontornis- Each turn, each free brontornis will move 5 squares in a random direction unless 
it’s movement is otherwise guided by a player action or the Last Brontornis rule. To determine a random 
direction roll an 8-sided die near the figure or token of the bird in question. Look at the top facet of the 
die. It looks like a triangle pointing to the top of the number. Whichever way the top triangle faces is the 
way it moves! 

Capturing a Brontornis- If a brontornis is netted or corralled, place a token by them (use a 6-sided die). 
They will not move or act anymore unless they escape being “Relocated”. 

If a character attempts to physically attack with a damage causing weapon or 
spell, or wrestle the bird to corral it, the Brontornis will fight back. If the player uses a damage causing 
weapon or spell, the bird will attack with a Beak attack (see below). If the player tries to use a raw 
strength roll to wrestle the bird like in a rodeo and does not successfully hit (wrestling the bird to the 
ground), the bird will next attempt a slam attack against the character. Wrestling wildlife isn’t always 
the safest job or the wisest course of action! 

The Last Brontornis- once only 1 brontornis remains free, “the last brontornis realizes that you’ve 
caught their friends! They don’t know you’re trying to help them! The  last brontornis turns and looks at 
____ [closest] character, and runs at you!! They try to knock you over with their big head!!!” 

On their next turn, the last brontornis moves up to 7 spaces directly toward the closest character and 
attempt a Slam attack (see the  Brontornis Data sheet below). Roll a D20. Check this against the 
characters Armor Class (AC). If they hit the character, resolve the attack as specified. They then turn to 
face the next closest character and wait until their next turn to do it again or they are captured. 

Relocating a Brontornis- once all of the Brontornises are captured, the players must cooperatively 
“move” them to a carriage off the board. To do this, players can pair up, however they decide. Each 
player rolls a D8. On combined rolls of 9+, they move the Brontornis a number of spaces equaling 5 plus 
strength modifiers toward the table edge. If not, the Lore Keeper rolls D20 and on 15+ it escapes and 
stands up, ready for a next turn. 

Once all of Brontornis’ are off the board, they players have saved these wonderful animals belonging 
to an endangered species! 

A Zephyrkin Explorer 



 


