
Bàbhan Rulebook

A single player Roll and Write Adventure Game

Designed& Artwork by Owen Morrison

"From atop the robust walls of his Bàbhan the King of the 
lands awaits the arrival of his chieftains. Accompanying 
these men will be their most prized possession, cattle. 
Dozens of these animals will be bought and sold over seven
days. You are a young clansman late to the market but 
eager to turn a coin."

Requirements:

The Bàbhan adventure sheet, 6x D6 dice a pen, pencil or 
game cubes and the rule sheet for Bàbhan

Objective of the Game:

You must travel to the castle within seven days as 
symbolized under the Sand Timer. Should you have any 
days remaining once you complete the game they will be 
counted as coins or profit to be used in the market on an 
upcoming expansion.

HOW TO PLAY

STARTING POINT:

At the bottom left hand corner there is a symbol. This is your
starting block and is not counted as you advance through 
the map.

STEP ONE: use your pen, pencil or game cube to mark one
of the circles in descending order under the Sand Timer 
symbol. This is done at the start or end of your turn, you 
choose.

STEP TWO: Roll all your D6 dice with the goal of rolling 3 of
a kind. The triple score allows you to move up the track. 
(EXCEPTION: A triple one will not grand this effect please 
refer to the abilities section.)While a triple 2, 3, 4 , 5 & 6 will 
grand you the equivalent number of spaces along the track. 
In the event that you roll more than three of kind any 
additional dice count as 1 added movement to your overall 
score. Any scoring dice set aside for scoring cannot be re-
rolled again on the same turn.

In addition,A straight will only score as high as the lowest 
number ie two, three, four will cover two of the journey 
track. 

ABILITIES: A single die with a 1 value will allow you to re-
roll that single die again while a die with the value of 5 will 
allow you to re-roll all D6 dice of your choosing. This may be
repeated as may time as you wish until none of these values
are available or set aside for scoring. 

NOTE: Should you roll a mixture and/or multiples of 1 & 5 
numbers please note that a five die ability cannot be put 
aside for a future roll. 

TILES:

DIRECTION TILE: When you pass through or land on this 
tile you may take the opportunity to change direction down 
an alternative route.

DANGER TILE: Should you end your turn on this tile you 
must move back one space. If you move onto another 
Danger tile then you must move back again. Life is cruel.

ALTERNATIVE ROUTES: 

Each alternative route or detour has an x marked on the tile 
which allows you to turn down that path.

THE WOODSMAN: 

This route reduces your journey time massively, however 
you must get passed the Woodsman by rolling a 3, 4 and 
any three of a kind to pass. Once you have achieved this 
you must wait till the next day to proceed. 

THE FERRYMAN:

This route can be taken by stopping your movement on 
either bridge. This route is also shorter but requires you to 
remove a dice from play for the duration of the boat journey 
up the river and reducing your days by one which also eats 
into your profits.

THE DOG:

Should you decide to take the detour to find the dog (Bark 
Mac Bark) and stop your progress on the exclamation mark 
tile, you will gain an additional movement per turn 
regardless of your dice results.

THE PRINCESS: 

Should you decide to take the detour to save the Princess 
from a wild boar, thereby halting your progress at the 
exclamation mark you will gain two additional days/coins in 
your journey.

NOTE: You may never turn back during your journey.

END OF THE GAME

You win when you reach the gates of the Bàbhan 
within 7 turns. 

You lose if you do not make it to the final marker in 
front of the gate in seven turns.

Should you have any remaining days these will be 
counted as profit for your hard work.




