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Introduction
Welcome to the �arter set of Dungeons 

and Ki�ens: the Adventure Game.
«is set contains a few elements, with the 

aim of gradually introducing you to both the 
rules of the game and the world in which it 
takes place:

@ First Adventures: «e book you have 
in your paws. It’s the one to read ©r� be-
cause it contains basic explanations on 
how to play this adventure game.

@ More Adventures: «e book that 
you will use to play more, and to delve 
deeper into the world and its �ories.

@ 24 six-sided dice.
@ 6 maps, to get a better idea of the 

places you’ll visit.
@ Lots of playing tokens.
@ 1 double-sided playing aid.

«is ©r� book comprises three introduc-
tory adventures. «ey will help to familiarize 
you with the rules and the world of Dungeons 
and Kittens (D&K).

«ey are named: 
@ Kicked Out!.
@ Cat-a�rophe.
@ In the Heart of the Fore�.
Each adventure is short, playable in around 

30 to 60 minutes. «ey will help you to learn 
the rules. «ey follow one after the other and 
mu� be played in order. «ese di®erent sce-
narios will teach you the rules of the game. 
Players will use di®erent parts of their charac-
ter sheets for each adventure.

«ere are two more adventures in the 
second book: 

@ A Fair to Remember.
@ Piggies in the Mi�.@ Piggies in the Mi�
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«ese adventures are independent of each 
other and of the ©r� three adventures. «ey 
will take longer to play (around 4 hours each) 
and are more in-depth. «ey will immerse 
you deeper into the poetic, fanta�ic world of 
Dungeons and Kittens.

All ©ve adventures are linked by the same 
common theme (and an important charac-
ter from the world of Dungeons and 
Kittens): Mickus the Mousemage 
who is a mixture of mouse and ma-
gician. «roughout the ©ve �ories, 

you will learn more about this evil wizard 
and his sini�er plans, and at some point the 
Kittens may even confront him.

«roughout these two books, you will ©nd 
information that will help you to under�and 
the game’s mechanics, as well as notes for the 
Storyteller that will give her advice or addi-
tional information.

All the adventures in this �arter set are 
suitable for a group of 2 to 5 Kittens guided 
by one Storyteller. Each adventures contains 
some a�ion, exploration, and intera�ion.
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Glossary
@ Adventure: A �ory (or scenario) that the Storyteller will help 

the Kittens to play.
@ Campaign: A group of adventures that combine to make a big-

ger �ory, like, a series of novels, the full season of a TV series, or a 
trilogy of �lms. 

@ d6: Abbreviation for a six-sided die. “3d6” means 3 six-sided dice.
@ Extra: A non-player chara�er (NPC) that the Kittens will meet. 

�ey are played by the Storyteller.
@ Ki�en: A chara�er from the world of Dungeons and Kittens 

who is controlled by a player.
@ Meowgic: the name given to magic in the world of Dungeons and 

Kittens.
@ Player: �e person who plays a Kitten. She will have to play the 

role and develop her chara�er in the world as the game progresses.
@ Roleplaying game: Another name for an adventure game, of-

ten written and talked about as “RPG”.
@ Scr�n: A game accessory that allows the Storyteller to keep her 

notes and die rolls hidden. It features a summary of the rules on the 
Storyteller’s side and an atmospheric illu�ration on the players’ side.

@ Storyte�er: �e person in charge of ho�ing and bringing a ga-
ming session to life as the players go on an adventure.

@ Test: A roll of the dice which can decide whether a Kitten’s a�ion 
is successful or not.
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Dungeons and Kittens 
is a roleplaying

adventure game.

It is a tabletop game with multiple players, 
where the idea is to all tell a story together. 

It’s best with 4 to 6 players.

One of the 
players is the 
Storyteller.

“Hello!”
“My role is to bring the world of D&K 

to life, to play the parts of the 
inhabitants, and to referee the game.”

“We are going to play the parts of the Kittens
who have been chased from their home by the naughty 

Walter. We are the heroes of the adventures...”

“... and these are the characters that 
we have made up.”

Everything happens around a table, 
with talking and rolling dice.

Most important: There are no winners 
or losers. We are playing to share 

an adventure together!
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is like a little computer program.

The Storyteller describes a situation:

“You arrive in a copse made up 
of dark, strange-looking trees. 

T here’s a strange smell and you 
can hear a grinding noise 

that goes on and on.”

1   The players ask questions... ... or they say what their characters will do.

“What is the smell? Where is 
the noise coming from?”

“I take out my scarf and 
make it into a mask, 
and I light a torch.”

2   The Storyteller answers the questions:
“When you light the torch 

it seems like the trees 
draw back a bit.”

When the Storyteller and the players don’t 
know how to continue (or go back to step 1)...

... they can read the rules 
and the advice in this book.

Or she says what happens:

And then we go back to step 1.

“T he smell is toasted gingerbread.”
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What is Dungeons and Kittens?
Dungeons and Kittens (D&K) is an ad-

venture game that blends animal tales and 
Medieval fantasy in a po�-apocalyptic 
world. It follows the travels of a group of 
Kittens who have been driven out of their 
native land by a ridiculous law and the 
whims of a tyrant.

In the imaginary world of D&K, nature 
has reclaimed much of the Earth, maybe 
because she was sick of the concrete slabs, 
�agnant ponds, and acid rain. Humans 
have disappeared from the planet, lea-
ving only a few remains dotted throughout 
the newly lush vegetation. Nobody knows 
what happened to them. Rumors are told 
of the “big-bare-bu�s”—it is said they 
are hairless giants who live alone, hiding 
out far away. But not many people have ac-
tually seen one. Maybe it is ju� another 
legend? However, humans did leave some-
thing for animals: the gifts of speech and 
imagination, the ability to anticipate and 
predi�, the power to invent. But not all 

creatures accepted those gifts. «ere are
animals who speak, walk, and can use 
obje�s and tools; and there are beasts, 
who remain speechless and ©erce, and kept 
their original nature.

But there is a universal law that is res-
pe�ed by all, without exception:
“An animal that talks does not eat

another animal that talks”
Other than that, bea�s provide leather, 

milk, and meat for the animals that need 
those things—not everyone eats fruits 
and roots. Animals have formed groups 
with primitive technologies and some ba-
sics of magic. By copying old images from 
the human world, some kitted themselves 
out with �range, colorful clothes, rescued 
from the ruins. «ey have also �arted to 
build their own dwellings. Could this also 
be another e®e� of the gifts the humans 
left behind?

Some animals have even begun to be-
have as badly as the former ma�ers of the 
planet. «ey are greedy, violent, and hungry 
for power. Will our brave Kittens manage 
to convince them of the error of their ways, 
or have to chase them away?
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What we want
Dungeons and Kittens is:
@ Adventure with a capital A!
@ A roleplaying game that combines 

poetry, �orytelling, escapism, and the 
chance to have fun.

@ A roleplaying game that is open to 
all: children, adults, families, gamers, 
non-gamers, beginners, and veterans alike.

@ A positive and caring roleplaying game 
that addresses important subje�s such 
as a respe� for nature, respe� for one-
self and others, growing up, forming a 

family, di®erences, freedom, belong-
ing, non-violence, tolerance, and living 
together.

D&K is a �ate of mind that’s fueled 
by the mutual desire to partake in a game 
world where working together and enjoy-
ment are more important than violence and 
competition. 

Feel free to explore all the material provi-
ded for both the players and the Storyteller—
immerse yourself in the spirit of D&K and 
really get to know what this game is all about.

The use of feminine and masculine
In Dungeons and Kittens, both feminine 

and masculine are used as indicators. In ge-
neral, we use the feminine (she/her) to indi-
cate the people who are sitting around the 
table eating cookies and cupcakes while they 
chat: «e players and the Storyteller. And we 
use the masculine (he/him) to indicate those 
who exi� in the game world: Kittens and 
Extras. Why? Simply for us to avoid con-
fusion when we were writing the rules—it’s 
much easier to do it that way. For example, 

when a player describes the a�ions of her 
Kitten: It is he who a�s, but it is she who 
rolls the dice.

And do we even need to say it? A Kitten 
can be male or female, and a player can be a 
boy, a girl, or whatever she wants to be.
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The Kingdom of Cats
Cats believe themselves to be at the center of 

the world. And they’re not really wrong! «e 
Kingdom of Cats is the leader in Meowgic 
Studies (see below for more on this subje�), 
agricultural produ�ion, and technological 
development.

Taking advantage of the temperate cli-
mate and land now free from human pol-
lution, the rise of the cats was rapid and 
seemingly impossible to �op. All eyes are 
on Cat Tr� City, the capital of the king-
dom where King Walter rules. From high 
in his tower, King Walter governs his land 
and his subje�s. «at is to say, he spends 
his days watching the animals work, bea-
vering away to ©ll his co®ers, and put ever 

more sumptuous dishes on his table. King 
Walter, with his seemingly insatiable royal 
belly, is ju� the late� in a long line of large, 
lazy louts who, through all sorts of false 
promises, made it onto the throne and then 
turned tyrant.

«e majority of animals that live in the 
kingdom are cats, but it is not uncommon to 
meet, say, a merchant ferret, a vagabond dog 
or even a little musician skunk. But as you can 
imagine, rodents remain rare... And although 
cats live o® the land and are always respe�-
ful of the universal law—an animal that talks 
eats not another animal that talks—hi�oric 
enmity ensures a line is �ill maintained be-
tween former prey and former predators.
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Cat Tree City
«e capital of the Kingdom of Cats is 

named Cat Tree City, but it is predomi-
nantly Walter’s gigantic fortress: An enor-
mous, vertical city in which a creature’s so-
cial �atus is re·e�ed by the level they live 
on. «e riche� and mo� powerful cats �rive 
to move ever upwards, elbowing other noble 
families out of the way. For these cats, so-
cial meowbility is an everyday reality. Mere 
commoners, however, are not accepted in the 

tower and mu� live outside, populating the 
neighborhoods that sprawl out at the bot-
tom. In the tower itself, luxury is everywhere 
and, despite its relative narrowness, each 
·oor has been ta�efully decorated with care 
and a sense of grandeur. Mechanical eleva-
tors make their way up and down the various 
levels, each one �ranger than the la�, com-
peting to see which can be the mo� original 
and eccentric.

The countryside... and beyond
As far as the eye can see, beyond the city 

walls are the rolling hills of the country-
side, with ©elds and pa�ures that are care-
fully maintained by generations of peasants. 
Far from the vertical, cramped surround-
ings of Cat Tree City, country Kittens dwell 
in the open air, surrounded by ·ourishing 
©elds. However, their di�ance from the cap-
ital makes them much more vulnerable to 
various dangers. «e countryside is also ©lled 
with places to explore.

Further beyond the countryside, outside 
the borders of the Kingdom of Cats, there 
is a multitude of other territories. «ese 
are more or less civilized. But let’s not for-
get, currently King Walter’s kingdom is the 
mo� successful and powerful of them all. 
Intrepid Kittens can discover various re-
gions, cities, villages, and other extraordinary 
pl aces of intere�, some fraught with danger. 
All this makes a great playground for adven-
tures. Dungeons and Kittens: �e Adventure 
Game Rulebook provides a wealth of related 
information.
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Meowgic
«e Kingdom of Cats features an incessant soundtrack: 

the beating of tools and materials in the workshops; o®-key sing-
ing in the ©elds; and the clashing of swords in the Royal Guard’s 
courtyard. Meowgic ampli©es this daily melody. Meowgic is not only 
for the ancient Arch-Meowges in the tower, although they are the 
only ones to really ma�er the art. Meowgic is ever-present and can be 
useful to all: lining up a tailor’s thread, healing everyday wounds, and 
helping to keep tidy the rooms of even the messie� Kittens!

Other types of meowgic exi�. And animals other than cats can make 
use of extraordinary abilities. Some learn feline meowgic, but other spe-
cies have developed their own supernatural powers. In the adventures 
in this �arter set, you will encounter mousemages with 
their mousemagic and mouspells, for example.
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The exile of Kittens
Every kingdom has its ruler and it could be 

said—hone�ly—that cats aren’t lucky. King 
Walter is enormous, bad-tempered, unfair, 
�upid, and bone idle, unless it comes to plot-
ting and intrigue. He made it to the throne 
by cheating and trickery, and ever since has 
remained in power through the help of his 
faithful Royal Guard, who blindly follow his 
every order. And to ensure that he wants for 
nothing, he rules by fear. Taxes are excessive 
and cruel, the Royal Guard is all-powerful, 
and ju�ice is swift and merciless.

King Walter’s mo� unfair law is surely the 
Exile of Ki�ens. Under the false pretence 
of an initiation que�, the exile is in fa� a pu-
ni sh ment for families and a danger for every 
child who is sent far away.

Following a calen dar that only he under-
�ands, King Walter organizes a draw (which 
everyone knows is rigged) in order to pick the 
Kittens who will be ca� out. «is is followed 
by a sham celebration, during which a que� is 

assigned to those Kittens. After that—good rid-
dance! «e mission gi ven to the Kittens is to re-
turn with treasure—amazing treasure—if they 
want to see their loved ones again and return to 
reside in the relative security of the kingdom. 
But the in�ru�ions given by King Walter are 
imprecise, incomplete, and misleading.

Sadly, it is not uncommon to see young 
cats grow up in exile, alone in the wild world 
beyond the city walls, having given up on the 
ridiculous royal que�. And with the threat 
of exile for their children or grandchildren at 
the slighte� sign of dissent, King Walter has 
created such a climate of fear that none dare 
que�ion him. And that is a price that he, and 
the members of his court, are more than will-
ing to pay for their la�ing luxury. «e re� 
of the kingdom mu� simply submit, whether 
they agree or not.

So here we are, you now know enough 
about the world of D&K to set o® on an 
adventure!

16



Preparation
To play, you will need: 
@ Players (ideally between 3 and 5) each 

with a chara�er.
@ A few six-sided dice (at lea� 4), ideally 

3 or 4 per player and for the Storyteller.
@ Pencils and erasers to make notes and 

to ©ll in your chara�er sheets.

@ Spare paper to write down important 
events and information from one game 
session to another.

@ If you are the Storyteller you will need 
to read this whole book at lea� once 
before you begin a game. If you are a 
player, de©nitely do not read this book, 
because it will spoil the surprise!

Rules progression
At the beginning of each adventure, 

the rules from the players’ chara�er sheets 
that are used in the game will be shown 
in this type of insert. �e aim is to learn 
the rules bit by bit, together as a group. 
�roughout the adventures in the �arter 
set you will learn all the essential rules of 
Dungeons and Kittens. If you need to 
refer to a speci�c rule again later in the 
game, simply use the li� page 60.

Explain to the players that they should 
focus only on the parts of their chara�er 
sheet that you show them. �ey can ig-
nore everything else for the time being. 
Discovery and learning should be done 
slowly and carefully.

Storyte�er hints and tips 
wi� be given regularly in 
this type of box in order 
to help you as clearly as 
po�ible as you stage an 

adventure.
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Kicked out!
Following the exile ceremony, our unfor-

tunate Kittens have been thrown out by the 
naughty King Walter. Fir� they have to es-
cape his Royal Guards, who try to brutally 
chase them o®. «ere’s no going back! «en, 
they will take to the road and ©nd their bear-
ings. An encounter with a nice, friendly pea-
sant may be of help to them.

Parts of the chara�er sheet to use: 
@ Abilities
@ Heart points
@ Furr-endship points

Rules covered: 
@ Rolling an ability te� to make an a�ion
@ Triples
@ Group a�ions
@ Advantages and disadvantages
@ Re�ing, healing, and cheering up
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Scene 1: Very naughty Kitties
It is the �art of spring. It is quite a nice 

day. Unfortunately, everything is ruined, be-
cause King Walter’s exile ceremony is taking 
place at the foot of the huge tower, in a large 
square courtyard that has been sumptuous-
ly decorated for the occasion. Despite all the 
fuss and music, there’s a miserable atmos-
phere. Plenty of subje�s are present, from 
ordinary folk to nobles, all scared because 
of the presence of King Walter and his ter-
rifying guards. «e Kittens’ parents are here 
too, kept at a di�ance by a security cordon. 
«ey are crying or trying to keep their dig-
nity during the o¸cial announcement of the 
enforced departure of their children.

King Walter speaks in a bossy and scornful 
manner (Storyteller: feel free to paraphrase 
this short text): “My dear, loyal subje�s, the 
edumacation of Kittens is of the bigmo� impor-
tance to me. �at is why I have invitationed 
some of them to get lo� in the va� world out-
side and to bring back to me—I mean us—the 
juicy fruit of their adventures. So o� you pop, 
and good luck, my subje�s, you’ll need it. And 
don’t bother ever coming back unless you have 
the mo� fantabulous treasure to give to your ut-
terly fantabulous ruler—me!”

«e subje�s are disgu�ed, but kept at a 
di�ance harshly by the soldiers. «e Kittens 
don’t even get the chance to say goodbye to 

their families one la� time. «ey are taken 
under guard to the gates of the capital. Once 
there, the mean Royal Guards take the op-
portunity to cruelly attack the defenseless 
Kittens. «e soldiers are really unpleasant, 
and when they get an opportunity, they jump 
at the chance to be mean and brutal.

It is time to discover two of the game’s 
rules: making an ability te� to make an ac-
tion; and rolling a triple (see box on page 22).

Use the map of the Kingdom of 
Cats (s� page 19) to i�ustrate your 
description. Place it in the mi�le 
of the table so the players can s� 
precisely where their Ki�ens are. 
After showing the map, ask each 

player to briefly describe her Ki�en 
and her Ki�en’s family members. The 
short history that is available for each 
Ki�en shows that the members of the 
sma� group already know each other.
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Actions
In D&K, when a Kitten wants to perform an a�ion that could fail, and 

thus change the course of the adventure, her player ro�s 3 six-sided 
dice (shown as d6). She compares the result of each die with the Kitten’s 
ability that is named by the Storyteller: Strong if it’s to do with mus-
cles (physical a�ions); Smart if it involves intelligence (thinking a�ions); 
or Cute if it involves charm (social a�ions). Abilities are a Kitten’s basic 
chara�eri�ics. Each die result that is equal to or lower than the ability’s 
value is a success—the more su�e�es the player gets, the better!

Example: Bobbin (one of the ready-to-play chara�ers) has a Strong 
score of 5. He wants to climb a tree. His player rolls 3 dice. She gets 5, 4, 
and 6. With two successful rolls, it works: up he goes.

Triples
When a roll of the dice ends up with 3 identical numbers, there 
is always a positive e�ect for the Kitten, whether or not 

the a�ion itself was a success. Ju� a little something that makes 
the a�ion a tiny bit better, or lessens slightly the consequences of 
a failure. It could be a bonus that has nothing to do with the ac-
tion itself but that adds to the �ory.

Example: Bobbin was successful on 
a Strong ability te� with a triple 4. �e 
Storyteller explains that the Kitten bounds 

up the tree quickly and quietly.
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In this scene, each player 
mu� take an ability te� of her 
own choice for her Kitten, so 
that he may safely leave the city: 

@ Strong to escape the 
guards by ·eeing quickly 
and nimbly.

@ Smart to use a trick, such as 
weaving around the nearby market 
�alls to prevent the guards from 
following.

@ Cute to charm the guards and 
convince them to let the Kitten 
leave peacefully.

If a player makes no successful roll, the 
ability te� fails and the Kitten is treated rough-
ly by the guards. He loses 1 Heart point.

Manhandled or not, the Kittens ©nd 
themselves �anding outside with their 
few possessions. «ey mu� take to the 
road with the goal of ©nding a trea-
sure for the king in order to be al-
lowed back home.
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Heart points
Heart points are the measure of a Kitten’s health and con�dence. 

A Kitten loses Heart points when he gets tired, when he is �ressed 
or attacked, or when he loses hope. However, he regains Heart points 
when he re�s, is taken care of, and when he gets a little tenderness or 

friendship.
A Kitten’s maximum Heart points equals the sum of his Strong and 

Smart ability values.
When a Kitten’s Heart points fall to 0, he is out of play until the end of 

the scene, or until he has re�ed or received care. He could have been knocked 
out, forced to leave, was scared, become frozen, etcetera. In any case, that 
Kitten can not make any a�ions for the time being. Note that in Dungeons 
and Kittens, a player’s character ca�ot die.

A Kitten recovers Heart points when:
@ He rests: he recovers 1 Heart point when having lunch and 1 af-

ter a good night’s sleep. If he cannot re� at those times, the Kitten does 
not regain Heart points;

@ He is cared for: A successful ability te� for Smart gives 1 Heart 
point to another Kitten, but this can only be performed once per half day.

Example: Bobbin has Strong 5 and Smart 2. He has 7 Heart points. �e 
country Kitten runs a long way while escaping his pursuers. �e Storyteller 
tells the player that Bobbin is tired and �ressed. He loses 1 Heart point. 
Later, at lunchtime, Bobbin re�s and eats some of his kittysnacks. He re-
gains 1 Heart point.

A Kitten loses Heart points when he gets tired, when he is �ressed 
or attacked, or when he loses hope. However, he regains Heart points 
A Kitten loses Heart points when he gets tired, when he is �ressed 
or attacked, or when he loses hope. However, he regains Heart points 
A Kitten loses Heart points when he gets tired, when he is �ressed 

when he re�s, is taken care of, and when he gets a little tenderness or 
friendship.
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Improvisation
An adventure game is a form of shared storyte�ing. Everyone is te�ing 
the story together. It is impo�ible to predict a� po�ible reactions a 

player can make. Adventures are wri�en to give you the basic plot, but it 
is very likely that your players wi� deviate from it at some point. When 
this ha�ens, you wi� have to improvise places, characters, dialogue, or 

ability checks to know if actions su��d, and so on. Don’t panic—bear in 
mind the most important thing is to te� a g�d story. And if you want to 
get back on track, quickly close o� the other trails that the players are 
pursuing that take them away from the story, being careful not to make 
them f�l that they are going wrong, as this may spoil their enjoyment. 
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Scene 2: A very nice man
«e Kittens make their way down the road 

alone. «ey don’t really know where they are 
heading. After walking for what seems like 
forever, they spot a slow-moving cart load-
ed with bags of kittysnacks up ahead. «e 
Kittens can catch up with it easily. It is pulled 
by an old gray donkey (named W�dy). It 
is driven by an old tomcat with equally gray 
fur, dressed in peasant clothes. When ques-
tioned, the driver will �op the vehicle and 
li�en to the Kittens, who can tell him of 
their misfortune.

«e peasant is called Ansel. He is kind, 
but a little suspicious. Recently, convoys of 

food and grain have been ambushed. Rumors 
of the attacks have been spreading and mo� 
travelers are now very cautious.

Information about the a�acks is 
important, as this is the first link 
in the storyline that concerns the 
sinister Mickus, and wi� unfold 
throughout the adventures in 

this starter set. Try to slip this 
information into the conversation 
betw�n Ansel and the Ki�ens.
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Ansel knows the surrounding countryside 
well and he could help prevent the Kittens 
from getting too tired by taking them further 
along the road, to the border of the king-
dom, near the road that leads to Bigwheel 
and Corktown. However, he will need to be 
convinced that they are hone� Kittens. 

Ask each Kitten to roll a Cute ability te� 
in order to perform a group a�ion to try and 
convince Ansel to help them. Chara�ers 
have an advantage in this ability te�, because 
Ansel has a heart of gold. Group a�ions and 
advantages (or disadvantages) are explained 
on the next page.
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Group actions
Sometimes Kittens all perform an a�ion together, helping each 

other out: such as climbing a cli�, moving silently through the fore�, 
and so on. When this is the case, all players make an ability te� with 
the appropriate ability. If the majority of Ki�ens su��d, 
then they a� su��d together. If not, they all fail together.

Example: Dart, Sparkle, and Camilla (some of the other charac-
ters) are trying to cross a road that’s being watched. Each player makes 
a Smart ability te� for her Kitten. Dart and Sparkle succeed, Camilla 
fails. Nonetheless, the three friends manage to get across, despite the 
watchful eye of the guards. Dart helped Camilla to move quietly and 
carefully so as not to give them away while they were crossing.

Advantages and disadvantages
In some cases, a Kitten may bene�t from an advantage or su�er a 

disadvantage in an ability te�. An advantage is when the cir-
cum�ances are in the Kitten’s favor. In�ead of rolling 3d6, the pla-
yer rolls 4d6! A disadvantage occurs when the circum�ances 
are particularly unfavorable. In�ead of rolling 3d6, the player rolls 
only 2d6!

Whatever happens, the player can never roll more than 4 dice or 
less than 2. If several advantages apply, only 1 more die is rolled; 
likewise, if several disadvantages apply, only 1 less die is rolled. If, 
during the same a�ion, one or more advantages are balanced out 
by an equal number of disadvantages, everything cancels out and 
the player simply rolls 3d6—no more, no less.

Example: Bobbin hides in a dark, shadowy thicket. He gets an 
advantage. �e merchant doesn’t like Sparkle, and the meowge 
attempts to negotiate with him. She su�ers a disadvantage.



If at lea� one ability te� is successful for 
this group a�ion, Ansel gives the Kittens a 
lift in his cart. Along the way, he gives them 
some information about the area: 

@ «e Junkyard and the dreadful, dri-
ving Yardogs (see Adventure 2 , �art-
ing on page 32). It is de©nitely a place 
to avoid. «e road to Corktown is also in 
this dire�ion, but not to worry, we don’t 
go close by in this adventure.

@ «e exi�ence of the my�erious Slum-
bering Forest (see Adven  ture 3, �art-
ing on page 45). It is a va�, wondrous 
fore� that surrounds a large amount of 
the road and the Junkyard. «e fore�, 
they say, is enchanted. Various bea�s 
live there. It is a very quiet place, but 
sometimes �range music is heard com-
ing from it.

@ Bigwh�l has shows and laughter (see 
the Further Adventures book, page 5). 
It is apparently a fanta�ic place, ©lled 
with the sound of songs, parties, and 
fun. «is is due to the many perform-
ers who gather there. However, it is also 
a remote place that’s hard to get to, and 
with the exception of those performers, 
few make the journey.

@ «e port of Corktown, with its pi-
rates and famous pig families (see the 
Further Adventures book, page 25). 
Corktown is a large city that’s focused 
on the sea and its trade. It is known as 
the “ports and pork” capital!. «e �reets 

here run with rum and excitement. It is 
a city where anything can happen.

All these places will be covered in more 
detail in the relevant adventures later in the 
books.

If the ability te� fails, Ansel refuses to take 
the Kittens. «e old cat is worried about being 
tricked. He will nevertheless give them some 
information about attacks in the region (see 
box on page 26). «e Kittens have to continue 
on foot. «ey su®er fatigue and a drop in mo-
rale. «ey each lose 1 Heart point.
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Scene 3: Into the unknown... and beyond!
On paw or in a cart, the companions even-

tually arrive at the edge of the kingdom. «is is 
indicated by a wooden sign showing a crossed-
out cat’s head. Beyond this sign, they will move 
away from the civilization of the cats, towards 
other horizons. Night falls and it is time to re�.

If the Kittens came with Ansel and Woody, 
the old peasant will drop them o®, with 
friendly encouragement and a few treats for 
their dinner.

«e Kittens can make camp in a thick-
et near the sign. It also shows a single pos-
sible dire�ion—towards both the Junkyard 
and the Slumbering Fore�. «e camp is shel-
tered from the wind and peeking eyes. «is 

provides some quiet time for the Kittens. 
«e friends can eat, heal, and comfort each 
other. Each Kitten regains 1 Heart point
(according to the rules on page 24). «ey can 
earn more by using Furr-endship.

During the night, the Kittens hear howl-
ing and barking in the di�ance. It is not pos-
sible to tell precisely where it comes from.

When they wake up the next morning, 
the Kittens resume their journey. Despite a 
reasonably good night, the young exiles re-
alize, with a tinge of sadness, that they are 
alone and isolated. It is time to get back on 
the path to some unknown treasure. What 
does the future hold?

F�l fr� to encourage roleplaying 
during this quiet time. Players 

can describe their characters in a 
li�le more detail and a� to their 

individual and co�ective stories. It is 
also an o�ortunity to strengthen the 
group’s ties, with games and songs.
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Furr-endship
Furr-endship points measure the morale and happiness of a Kitten, his 

pleasure of being surrounded by his comrades, and living his be� Kitten 
life (even if it is on the open road far from home). Furr-endship points are 
equal to a Kitten’s Cute score.

A player may spend these points to achieve certain e�e�s:
@ 1 Furr-endship point gives 1 automatic su�e� for 1 roll of the dice. Counting 

successful die rolls, a player cannot achieve more than 4 successful rolls in this manner 
in total during a te�. A player can spend 1 Furr-endship point on her own Kitten or 
to help a companion.

@ 1 Furr-endship point allows a Kitten to give 1 Heart point to another Kitten, 
simply by giving him a big hug and purring in his ear.

However, a Kitten does not recover Furr-endship points simply by re�ing or letting time 
pass. Nor do they return to their maximum at the beginning of a game session. To recover 
1 Furr-endship point, a Kitten mu�:

@ Spend a quiet night in a secure and comfortable place, in good company 
away from the worries of adventure.

@ Spend a pleasant evening in the company of friends—new or old—
telling �ories, eating a nice meal, or sharing a little warmth and happiness. It doesn’t 
work if Kittens spend their time hissing at each other or disagreeing.

@ A�end an interesting, fun, exciting, or moving show in the company of 
friends. It could be a concert, a display of acrobatics, or a magni�cent sunset over a 
breathtaking landscape.

Example: Camilla has a Cute score of 5. She has 5 Furr-endship points. Her player 
spends 1 Furr-endship point to get 1 additional success on a Strong ability te� in order to 
climb a tree. Later, during a pleasant evening by the �re with her friends, Camilla regains 
1 Furr-endship.
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Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, reroll dice of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap,  
a fur brush, bag of kittysnacks.

Current Total

Sparkle

Meowge
	 Brave
Mystic Mentor

1

2

3

3

Care of Beasts (Smart)

Enchanting Voice (Cute)

Care (Cute)

Talk to Trees (Smart)

A small meowgic spellbook

x x

a nice meowgic wand

a large hat covered  
with strange symbols

a twisted walking stick

a leather pouch filled  
with medicines

1 5 2 6 2



Sparkle
Sparkle is a student of meowgic. She is intelligent and brave. Before she was exiled, 
she was the top student in her class. Her parents are well-known fabric merchants in 
Cat Tree City. Sparkle knows her comrades well, they have been friends since they were 
young Kittens. They met near a little pond outside the city, not far from the ramparts. 
Each of them would go there to enjoy some quiet meowments, and to play somewhere 
away from their parents. It gave them a taste of adventure, and the forbidden. Cheesy 
(one of the other characters) fell into the water. All the others helped to get him out. 
Ever since, and despite their differences, the five Kittens have been best friends for life! 

Cattribute: Mystic Mentor

The ghost of an ancient professor of the Meowgic Academy accompanies the Kitten.  
Such a young student should not be on the road without an adult. The ghost 
gives good advice and is super knowledgeable, but can never intervene 
physically. He also has very strong ideas about good manners, being 
extracareful, and compulsory study time.

Spellbook:

-	 Care of Beasts (Smart/1 success): The Kitten completely 
heals a sick or injured beast, rids it of parasites, and 
makes its hair, feathers, or scales look nice and shiny.

-	 Enchanting Voice (Cute/2 success): The Kitten's voice 
becomes deep and Soothing. This either calms or puts 
a creature to sleep, or awakens strong emotions in 
the audience when telling a story.

-	 Care (Cute/3 success): During a break, the Kitten 
may spend 1 Furr-endship point to give 1 Heart point 
to each of her comrades who are present (instead of 
spending 1 Furr-endship point for each Heart point 
given).

-	 Talk to Trees (Smart/3 success): By placing her hand 
on the bark, the Kitten can converse with a tree. The 
older the tree, the more intelligent it is and the more  
it has to say.



Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, reroll dice of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap,  
a fur brush, bag of kittysnacks.

Current Total

Bobbin

Country Kitten
	 Grouchy
Animal Companion  
(Harlequin)

1

3

Slipper Patrol (Strong)

Long Night (Strong)

A bird call that sounds  
like birds singing

x

x

Cereal bars

A large straw hat

A fork

Dried insects  
for Harlequin

5 2 1 7 1



Bobbin
Bobbin is a peasant's son. He's a bit grumpy, but is secretly good-hearted. His parents 
were sheep farmers in the countryside near Cat Tree City. They supplied wool to 
merchants in the city (to Sparkle's parents, too). Bobbin knows his comrades well,  
they have been friends since they were young Kittens. They met near a little pond outside 
the city, not far from the ramparts. Each of them would go there to enjoy some quiet 
meowments, and to play somewhere away from their parents. It gave them a taste of 
adventure, and the forbidden. Cheesy (one of the other characters) fell into the water. 
All the others helped to get him out. Ever since, and despite their differences, the five 
Kittens have been best friends for life! 

Cattribute: Animal Companion

The Kitten is accompanied by a beast of his 
choosing, which is loyal and friendly to him. 
She is a little smarter than other beasts; she 
can help the Kitten, respond to simple orders, 
and even take the initiative-but she is a friend 
not a servant. Bobbin has Harlequin, a large, 
colorful lizard.

Spellbook:

-	 Slipper Patrol (Strong / 1 success): Until 
dusk next falls, the Kitten and his comrades 
can walk and run without hurting their 

legs, paws, or twisting ankles.

-	 Long Night (Strong / 3 success): 
The Kitten does not sleep 
all night, instead staying 
awake, alert, and vigilant, 
except for a few minutes at 
dawn. He is perfectly rested 
the next day.



Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, reroll dice of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap,  
a fur brush, bag of kittysnacks.

Current Total

Camilla Bellefleur

Young Noble
	 Stubborn
Inheritance

1

2

Sound & Vision (Cute)

Long View (Cute)

Fancy clothesx

x

Luxury fur comb

Ball & carnival masks

Perfume

A beautifully crafted crystal 
rose (her family symbol)

1 2 5 3 5



Camilla Bellefleur
Camilla was born into one of the kingdom's noble families. Unfortunately for her, 
as her friends, she was a victim of King Walter's lottery. Camilla acts like a young, 
high-ranking noble, but she actually feels close to regular people. She has quite a 
character! Camilla knows her comrades well, they have been friends since they were 
young Kittens. They met near a little pond outside the city, not far from the ramparts. 
Each of them would go there to enjoy some quiet meowments, and to play somewhere 
away from their parents. It gave them a taste of adventure, and the forbidden. Cheesy 
(one of the other characters) fell into the water. All the others helped to get him out. 
Ever since, and despite their differences, the five Kittens have been best friends for life! 

Cattribute: Inheritance

At the beginning of each game session, an animal (carrier pigeon, tunnelling mole, or 
migrating turtle) brings the Kitten a gold coin stamped with King Walter's profile. 

It's worth a fortune on the road, and 
is proof that her parents have not 
forgotten her (Each Coin is a Purr-
ecious item that does not take up a 
space in a backpack).

Spellbook:

-	 Sound & Vision (Cute / 1 success): 
The Kitten is surrounded by sounds, 

music, and lights and can put 
on a show.

-	 Long View (Cute / 2 success): 
Until the next dawn, the Kitten 

can see perfectly into the 
distance, as if using binoculars  

or a telescope.



Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, reroll dice of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap,  
a fur brush, bag of kittysnacks.

Current Total

Dart

Soldier's Child
	 Shy
Heroic Lineage

1

2

Fearless (Strong)

Quick as a Flash (Smart)

Light armor

x

x

Bow & quiver full  
of arrows

A bag of shiny knickknacks

Mushroom guidebook

An old rusty sword

5 2 1 7 2



Dart
Dart has dreams of being a great hero. He is determined and brave. However, Dart is also 
very shy, and is always blushing. Both his parents are guards on the roads leading to 
Cat Tree City. Dart was raised by his grandmother, Granny Cuddlekin. Dart knows his 
comrades well, they have been friends since they were young Kittens. They met near a 
little pond outside the city, not far from the ramparts. Each of them would go there 
to enjoy some quiet meowments, and to play somewhere away from their parents. It gave 
them a taste of adventure, and the forbidden. Cheesy (one of the other characters) 
fell into the water. All the others helped to get him out. Ever since, and despite their 
differences, the five Kittens have been best friends for life! 

Cattribute: Heroic Lineage

The Kitten is the child of some of the Kingdom's 
military heroes. His parents' enemies fear them;  
His parents' friends are indebted to them. It is not 
always easy to live up to such a big reputation,  
but it can have its advantages when looking for  
allies or confronting enemies.

Spellbook:

-	 Fearless (Strong / 1 success): Until the next dawn, 
the Kitten is not afraid of anybody or anything.  
If he also spends 1 Furr-endship point, the spell  
has the same effect on all his comrades present.

-	 Quick as a Flash (Smart / 2 success): Until the next 
dawn or dusk (whichever comes first), the Kitten 

can run twice as fast and three times as 
long as normal, without getting tired.



Kitten Spellbook

Backpack

Experience

Abilities

Skills

Strong Smart Cute Heart Furr-endship

Player
Childhood
Character trait
Cattribute

Cook

Draw & Paint

Find Information

Find Your Way

Heal Wounds & Diseases

Herbology

Hide in Shadows

Hiss & Growl

Hunter-Gatherer

Keep Calm & Carry On

Knowledge of Laws & Legends

Knowledge of People & Places

Make Music

Move Silently

Pickpocket

Read Sky & Stars

Read, Write, Count

Scratch

Seduce & Charm

See & Search

Shake Your Booty

Sweet-talk

Tinker with Bits & Bobs

Treating Beasts

Action: roll 3d6, each result equal to or lower than the Ability score is a success
Difficulty level: easy 1, medium 2, difficult 3, legendary 4
Triple: whether success or failure, the Kitten gets a positive side effect from the action
Skill: gives an Advantage. Advantage: roll 4d6. Disadvantage: roll 2d6
Items: if useful, reroll dice of your choice
Character trait: if positive, gain 1 Advantage; if negative, give 1 Furr-endship point to comrade

Wooly blanket, penknife, wooden spoon, 
small cooking pot, large leather flask, 

tinderbox, candle stubs, small bar of soap,  
a fur brush, bag of kittysnacks.

Current Total

Cheesy

Catnut
	 Funny
Disguise

1

2

Heart Charm (Strong)

Cat Haven (Strong)

A cheese knife

x

x

A large, round  
Cheddar cheese

A cape of leaves

A pile of rags & ribbons

A joke book

5 1 2 6 2



Cheesy
Cheesy was exiled by King Walter when he was very young, because he smells of cheese. 
King Walter cannot stand that smell! After that, Cheesy lived alone in the woods near 
the capital's ramparts. Cheesy is wild, but also very funny, and he loves to tell jokes. 
He also loves cheese! Cheesy the Catnut knows his comrades well, they have been friends 
since they were young Kittens. They met near a little pond outside the city, not far 
from the ramparts. Each of them would go there to enjoy some quiet meowments, and 
to play somewhere away from their parents. It gave them a taste of adventure, and the 
forbidden. Cheesy fell into the water. All the others helped to get him out. Ever since, 
and despite their differences, the five Kittens have been best friends for life! Cheesy 
decided to join up with them on their exile on the day of the ceremony.

Cattribute: Disguise

Catnuts have developed the curious gift of 
disguise by observing other cats from afar. 
They can take on almost any appearance, using 
colorful material, old clothes, or mud on 
their fur. They can become a Kitten, a Yardog, 
a royal pig-even a slimy swamp monster!

Spellbook:

-	  Heart Charm (Strong / 1 success): 
The Kitten crafts a small talisman that he 
can keep or give to another. It gives the 
werer 1 extra Heart point (and increases 
their maximum by 1) until the next dawn.

-	  Cat Haven (Strong / 2 success): The Kitten 
finds a protected, hidden, comfortable, 
warm place where he can spend the night 
and snooze quietly, undisturbed.
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