7d6 Adventures is a push your luck adventure card game in which you take the roll of a young hero seeking adventure. Your adventure unfolds out of a deck of Adventure Cards and a set of colored dice which you use to overcome the encounters (cards) you turn up. You will select how many dice you want to use for each encounter depending on its difficulty and urgency. However, the more dice you use, the higher the risk of disaster. So, set up your Adventure Deck and set off on a quest for glory. Good luck!
Objective: Your objective is to overcome each of the challenges put in front of you from the Main Adventure Deck. To be the greatest adventurer in the land you must succeed in as many challenges as possible. Each card you turn over is a new challenge. Complete the adventure and, if you survive, the more successful challenges you complete, the greater your Title. 7d6 Adventures has two game modes: Adventure Mode and Quest Mode. Adventure Mode is played with the base deck. Quest Mode uses a set of Quest Cards to provide and guide a story. Your starter deck has one scenario included (Haunted Rescue) and you can purchase others.
Set-up the Main Deck:  The Main Adventure Deck (Main Deck) is compiled of Encounter Cards. 
Adventure Mode. From the base deck separate the Encounter Cards (#1 - #47; not the items or the characters) randomly select (or hand choose) 20 cards. Shuffle these into a deck which will be the Main Deck. Choose which Adventurer you wish to play. Get your dice and you are ready to begin. 
Quest Mode. Do the above set up first with only 16 cards plus “The Plot Unfolds” card #48. Shuffle card #48 into the bottom half of the Main Deck. Most quests have an instruction card to follow as well, locate this card and follow its instruction. You are ready to begin.

Dice: Any 7d6 game can be played with a single die rolled multiple times for each die set, however, it is suggested that you have a set of 3 white, 2 blue, 1 red, and 1 black dice to use for the 7d6 system.
Traits: There are three traits that characters have and that encounters may test: (C) for combat/strength, (A) for agility/speed, and (I) for intelligence/problem solving.
Hero and Encounter Cards: There are three Hero Cards available in the main deck, each with two unique sides. Heros have an ability score of 3 – 6 in each trait, shown on the Hero Card. Similarly, each Encounter Card has a value in one or more of these traits. This value shows both which traits may be used for this challenge as well as the number needed to be equaled or exceeded by the dice roll. For example, card #1 Mountain Ork Chieftain says C:7 (2) meaning this encounter needs a 7 or higher rolled with the C trait of the hero and the hero has 2 attempts to succeed.
Game Play: Turn the top card off the Main Deck. This card becomes the current Encounter Card. The card will have a trait category, or possibly two, at the top. Your adventurer must solve the Encounter Card using their skill in the selected trait to overcome the challenge. The encounter category will be C, S, or I (matching Hero traits) with a value of 2 or higher. The player will make Encounter Rolls in an attempt to equal or exceed this number. In parenthesis is the number of attempts the player may try. Example: C : 4 / I : 6 (3) means that the player needs to achieve a roll of 4+ for C, or 6+ for I, and three attempts may be made.
Encounter Rolls: The player decides which trait category to use (if there is a choice) to solve the encounter, or may decide to attempt to flee, (see below). In the selected category the player must then decide how many dice they will roll (up to their skill total). The player may choose to use as many dice as allowed, up to the Hero skill level in that trait. Consult the 7d6 System to see which colored dice are rolled. After rolling, the highest die of each color set (up to 2) is added together. If the total is equal to or higher than the trait score of the challenge, without failing the Foil (see 7d6 rules), the encounter is passed and placed in the Success Pile. If the total is less than the Encounter Trait, another attempt may be made up to the limit of attempts given on the card. If all attempts fail, the card is placed in the Fail Pile. A few encounters do not require a roll and are discarded after following any instructions.
Flee: A hero may attempt to flee any C challenge as long as they still have a roll attempt remaining for the encounter. To flee the character must make a roll using the Agility (A) trait and roll an adjusted 4 or higher without failing the Foil. If the flee is successful the encounter is discarded and not placed in the Fail or Success piles. If the flee attempt fails the Hero may still attempt to overcome the challenge if there are enough rolls still available. Only 1 Flee attempt may be made per encounter. Some Encounter Cards may have a flee modifier (F +/- ?). This modifies the flee roll. 
Discard: Some cards do not go in either the Success or Fail Pile, but instead are simply discarded. These cards will say Discard on them and they can be returned to the stack of unused cards for this adventure. 
Foil Roll: If, in any attempt to solve an encounter card, a 1 is rolled on the Foil Die (Black), all other active dice must be checked. If there are no other 1’s on the other active dice, nothing happens. If any of the other active die have a 1, the encounter immediately fails and is place in the Fail pile. If more than one active die has a 1 and the Foil has a 1, the Hero has an untimely demise and the game immediately ends. 
Items: Some cards may drop, or allow choice of, an item. These cards are number I - ?. Most items are single use and discarded but the item card will explain the item’s power. 
Adventure Ends: in Adventure Mode, if at any time the Fail Pile has 7 or more cards in it, your Hero is exhausted and the adventure ends. Proceed to scoring. In Quest Mode the adventure ends if the instructions give unique instructions for ending, or if the Fail Pile takes its 7th card. 
End Game : The game ends in one of 3 ways: A Foil Death: Two or more active dice show a 1 while the Foil die shows a 1; you lose. The final card of the Main Deck is completed: proceed to scoring. In Quest mode, the final conflict of the plot is completed, you win if successful. 
Scoring in Adventure Mode: Assuming you are still alive when the last card is completed it is time for scoring. In a Quest Game, you win if you defeat the Quest Finale. Your score is determined by the number of cards in your Success Pile. Count the number of successes and see your Heros Title. 
Hero’s Title
0 - 6	Wanderer
7 – 9	Servant
10 – 11	Defender
12 - 14	Champion
15 – 16	Guardian 
17 – 19	Hero
20+	Legend

Card Effects:
Lost: Add 2 random cards on top of the Main Deck.
Bless: Pass one of the next 2 Encounter cards.
Treasure: Draw 1 random item.
Healed: Discard 1 failed Encounter Card.
Flee: + or – to flee attempt.
Rest: May discard next Encounter Card.
Discard: Remove from play.
Free Pass: Place in success pile with a roll.

Optional Rules:
Items. If you would like more items in play you can do one of two things:
Randomly select on item to start with from the beginning. Alternatively set aside the Trader Card (22) and add it to your 20 card deck and shuffle it in before beginning. 

Card Manifest:

Many cards numbers are difficult to see. Below is the card manifest of each card by name and number.
1. Mountain Ork Chieftain
2. Hidden Locked Chest
3. Old Mage
4. Troll Bridge
5. Giant Spider
6. Gnoll
7. Quiet Stream
8. Hills Wolf
9. Den of Thieves
10. Ancient Bridge
11. Frightening Forest
12. Mountain Orks
13. Crooked Oak Inn
14. Goblin Troup
15. Hills Wolf
16. Swarm of Bees
17. Ork Ambush
18. Fog in the Forest
19. Giant Rats
20. Log Trap
21. Wild Boar
22. Trader
23. Wandering Healer
24. Perilous Cliff
25. Black Bear
26. Highwayman
27. Approaching Storm
28. Goblin Archer
29. Perilous Crossing
30. Mountain Ork
31. Goblin
32. Path in the Woods
33. Ambush of Arrows
34. Giant Badger
35. Traveling Wizard
36. Angry Peasants
37. Mountain Ork
38. Forest Fire
39. Mountain Goblins
40. Ransacked tomb
41. Landslide
42. Things Got Worse
43. Holy Knight
44. Guards on the Border Wall
45. Harpy
46. Spider Nest
47. A Knife in the Dark
48. The Plot Unfolds
C – 1       Mage
C – 2       Rogue
C – 3       Fighter

I – 1         Shield
I – 2         Bag of Dust
I – 3         Sword
I – 4         Bow and Arrow
I – 5         Healing Potion

P – 1        Spectre (Begin Story Deck)
P – 2        Ghost Riders
P – 3        Haunted Forest
P – 4        Graveyard
P – 5        Haunted Graveyard
P – 6        Haunted Graveyard
P – 7        Spectre (hallway)
P – 8        Hall of Faces
P – 9        Hall of Hands
P – 10      Skeleton
P – 11      Skeletons
P – 12      Spectre  (Time to die)

