
 Summary of the game 
The game is played in rounds in which each player plays a turn. 
Each turn has 2 Phases: Sketching Phase and Scoring Phase. 

After all players have played their turn and if the remaining die 
has a value of 1 to 4, each player plays an extra turn with that 
die value. 

The game will continue until one player has scored points in all 7 
boxes of the victory point zone of his score sheet, then that will 
be the last round. At the end of that round, the final score will be 
calculated. The player with the highest score wins. 

 Round 
The starting player takes all the dice and throws them, then star-
ting from the first player and continuing to the right, each player 
will take a turn. 

After each player has played their turn (and an extra turn if pos-
sible), the round is over and a new round begins. The player to 
the right of the initial player of the completed round is the new 
initial player.  

 Turn 

The player whose turn is running will be recognized as the active 
player and will be the only one who can activate effects or per-
form actions.  

1.-Sketching Phase 
The active player will take one of the available dice and place it 
in front of him. The top side of the die is the value of the die. This 
player may spend the value of the die to draw symbols with the 
black pencil. Each symbol has its cost indicated on the bottom of 
the game board: Circle costs 2, Triangle costs 3 and Rhombus 
costs 4. 

 

 

The player must spend any combination of the die value until the 
entire die value is used up. After this, the die is discarded and 
cannot be used for the rest of the round. 

Example: A player takes a die of value 5 and decides to 
draw a Circle and Triangle on the game board. 

“Ludum Quest" is a Roll&Write Abstract Mechanics game desig-
ned by Nebrall Games for the Chilean group "Ludum Town". The 
main quality is that it has 3 different game modes and to play 
any of them it is not necessary to print the game sheets, they 
can be easily replicated in a gridded notebook sheet. 

 Game 1: Competitive Mode 

Objective of the Game 
Get the most victory points by completing figures on the board 
sheet. 

 Components 
 one Black Pencil. 

 four Colored Pencils (Green, Red, Blue and Yellow). One 
for each player. 

 one 6-sided die for each player +one (maximum 5 dice) 

 two sheets of Gridded Notebook or one copy of the board 
sheet and 1 of the score sheet. 

 

 

Preparation 
Place the board sheet in the center of the table within reach of all 
players, then cut the score sheet into 4 parts as indicated by the 
dotted line and give each player one of these score sheets along 
with a pencil of the color indicated on the sheet. Place the black 
pencil in the center of the table within reach of all players. Place 
a number of 6-sided dice equal to the number of players plus 1 
in the center of the table. 

Determine the starting player by some random method. You can 
start playing now. 

Quest  

=  =  =  

 

 



If there is a 1 facing up on the die, no symbol can be drawn, 
however you can get 1 coin. Every time you get a coin, make a 
mark in one of the coin boxes on your score sheet. 

Example: a player takes a die with a value of 5 and decides 
to draw two circles on the game board, the remaining value of 
the die is 1, as he cannot draw any more symbols, he will dis-
card the die and win 1 coin, making a mark on the coin section of 
his score sheet. 

 

 

 
  

Rules for drawing symbols 

All the symbols drawn, must be done with the black pencil. 

You can only draw symbols from bottom to top and each symbol 
you draw must be adjacent to a previously placed one. Also, you 
cannot draw a symbol in a higher row unless there is a symbol in 
the box on the lower row of the same column. 

Example: previously a player decided that he would draw a 
circle and a triangle on the board game, considering that it is the 
first turn of the whole game, the symbols to be drawn must be 
adjacent to the initial Triangle that is at the bottom of the board, 
so he decides to draw the circle to the right of it and then draw 
the triangle above the circle that he drew. 

  

 

 

 

 

 

 

 

2.-Scoring phase 
If when drawing symbols during the previous phase you have 
managed to complete at least one of the figures at the bottom of 
the board game, you must paint the symbols that makes up the 
figure with the corresponding color. 

Example: continuing the game, and during the Sketching 
Phase the active player whose color is blue, managed to com-
plete a figure of 3 diagonal triangles, so he paints them of his 
color and scored 3 points on the victory points of his Score 
Sheet. 

 

 

 

 

 

 

 

You can complete more than one figure in the same turn, if this 
happens, you must write down on your score sheet the sum of 
the victory points for each figure completed on the board sheet. 

 
Example: continuing the game, the blue player during his 
Sketching Phase has a die with a value of 4, so he decides to 
draw a rhombus as it is shown in the picture, 

 

 

 

 

 

 

Then in the Scoring Phase, he completes 2 figures of "Rhombus 
Triangle, Triangle", so he paints them, each of which gives 3 
victory points, so when he completes both in the same turn, he 
marks 6 points in one of his victory point boxes on his score 
sheet. 

 

 

 

 
The figures formed by the Rhombus as a starting point, can be 
both in horizontal and vertical direction, as long as they comply 
with the sequence shown on the board sheet, as in the previous 
example. 
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To complete a figure, you can use previously painted symbols. If 
you do so and they belong to another player, that player will win 
a total of victory points for each symbol that is of their color and 
that you have used to complete your figure. That player will write 
down the total points obtained during this turn in one of the 4 
Supporting Points boxes on the score sheet according to the 
colour of the active player, starting from the box furthest to the 
left and continuing to the right. 

 
Example: continuing the game, the red player during his 
Sketching Phase, has a 4 on the die and decides to draw 2 cir-
cles as shown in the picture, 

 

 

 

 

 

 

 

Then during the Scoring Phase, he has completed a figure, so 
he paints the circles that are not colored, but in doing so he uses 
2 circles drawn previously by the green player, so the red player 
will receive 2 victory points for completing the figure and the 
green player will score 2 support points from the red player who 
scored in the red support row. 

 

 

 

 

 

 

 

 

 

 

 

 

At the end of the scoring phase, the next player's turn begins. 

Extra Turn 
After each player has played their respective turn, if the remai-
ning die has a value of 1 to 4, each player plays an extra turn, 
otherwise the round ends. 

These extra turns begin with the initial player and will have the 
same phases as a normal turn; Sketching Phase and Scoring 
Phase. 

During the Sketching Phase of this extra turn, you can't modify 
the value of the die by the effect of the coins, because only the 
action of the die will be played, that is, if the value is 1 you will 
receive a coin, if the value is 

= each player must draw a Rhombus on the 
game board. 

 

= each player must draw a Triangle on the ga-
me board. 

= each player must draw a Circle on the game 
board. 

 
= each player wins a coin. 

 

The Scoring phase will follow the same structure of the previous-
ly described turn, however, if you complete a figure during this 
extra turn, you will mark the score on your Score sheet in a diffe-
rent victory point box. Also, if you complete all 7 squares during 
your turn and on the bonus turn you get more victory points, tho-
se points will be lost, because you will not have boxes to write 
them down, however, paint the symbols anyway. 

When all players have played all their turns, the round ends and 
a new one begins. 

 

End of Game 
When a player has scored points on all 7 boxes that will be the 
last round of the game. At the end of that round, count victory 
points and determine who the winner is. 

If two or more players have the same number of victory points, 
the player who has scored the most coins during the game wins. 
In case of a tie again, the player with the highest value in one of 
the victory point boxes wins. In case of a tie again, all players 
win. 
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2 If you want to know more about LudumTown, 
look for the Ludum Town Youtube channel 
where you can find reviews, unboxing and 

interviews and much more content. 

follow them also in Instagran.com/Ludumtown 



Game Board 
The board sheet is composed of 15 columns and 15 rows of 
boxes (225 boxes in total), in the middle box of the lowest row, 
will start drawing an unpainted triangle, this will be the starting 
point. 

In addition, on the right side of the board, in the fourth, eighth, 
eleventh, thirteenth and fifteenth row, the board sheet has illus-
trated different bonuses, the first 4 rows named will give a diffe-
rent amount of coins, while the last row will give 4 victory points 
that will be added to those obtained during that turn. To get 
these bonuses you must be the first to draw a symbol in that 
row, when a player gets that bonus, mark it with an X. 

At the bottom of the board sheet you will find the symbols, their 
cost and the figures that you can complete with them to obtain 
victory points. 

 

Scoring Sheet 
Each player will have a Scoring sheet, in it we will find 4 sectors; 
victory points for completed figures, support points, coins and 
the total victory points obtained in the game. In addition, at the 
top of this sheet, you will see a colored pencil, this will identify 
the color of the pencil that you should use to paint the symbols 
when you complete figures in the Scoring phase. 

1.- Victory Points: These are identified by the symbol of a 
yellow Shield. It consists of 7 boxes, each time during a turn you 
complete figures, write down in one of these the total victory 
points obtained during this turn. When a player completes all 
these boxes, that is the last round of the game. 

 
2. Support Points: In this section of the sheet, there are 3 
rows with 3 different colors, one for each color of the opposing 
players. When a player completes a figure using at least one 
symbol coloured by you, you will earn 1 support point for each 
symbol of your colour in the completed figure. Write down the 
total number of points obtained during that turn on the leftmost 
box in the row of the colour corresponding to the player who 
completed the figure. 

Each player can give you a total of four support points. If you are 
given these points and you have no boxes to write them down, 
these points will simply not be written down and will be lost. 

The fifth box in each row corresponds to the total number of sup-
port points obtained by each color. When determining the total 
number of points, you must pay attention to the value of the third 
box, because this value is preceded by a "minus" symbol, so the 
value of that box is negative and will be subtracted from the total 
number of support points. 

 
3. Coins: The coins will allow you to perform extra actions 
during your turn. You can get a coin for having a die with a value 
of 1. Also for being the first player to draw a symbol in the fourth, 
eighth, eleventh or thirteenth row on the board sheet you will get 
the amount of coins indicated next to those rows respectively. 
When a player gets these bonuses, mark them with an X on the 
board sheet. 

You can spend coins during your turn to activate different ef-
fects, each time you spend a coin, make another mark in the box 
forming an X. 

Example: a player has 4 coins and spends 3 so he makes a 
second mark on 3 of them forming 3 X's. 

 

Coin Effect: 

a.- If you spend a coin; you can paint any symbol on the 
game board that is not painted. 

b.- If you spend two coins; during one of your Sketching 
Phases, you can draw a Circle or a Triangle. 

c.- If you spend two coins; during your turn, you can increa-
se the value of the die you selected by 1, this action must be 
performed before spending the value of the die during the Sket-
ching Phase. The maximum die value can never be higher than 
6. 

d.- If you spend five coins during any of your Scoring Pha-
ses, add 2 victory points to those obtained during this Phase. In 
case you perform this action and have not obtained any more 
victory points, write down in a box only those obtained by this 
action. 

4. Total victory points: At the end of the game add up the vic-

tory points and write down the total in the first square, then add 
up the support points and write down the total in the second 
square, add up these three scores and write down the total in the 
fourth square then compare the result with the other players. 

  

 

  

 

Quest  



Round 
The starting player takes all the dice and throws them, then star-
ting from the starting player and continuing to the right, each 
player will choose one die and place it in front of him. 

Once everyone has their dice, they will start playing turns star-
ting from the starting player and continuing to their right. When 
all the players have played their turn, they will pass their dice to 
the player on their right maintaining the current value of the die 
and will play another turn, starting again from the initial player, 
the game continues in this way until all the players have played a 
number of turns equal to the number of dice in play, when that 
happens, the round is over and a new round will begin. 

The player to the right of the initial player of the completed round 
is the new initial player. 

 Turn and Score 

The development of the turns and the way of scoring is done in 
the same way as explained in "Game 1: Competitive Mode", 
check that section for more information. 

End of the Game 
When a player has scored points on all 7 box, that will be the last 
round of the game. At the end of that round, victory points are 
counted and the winner is determined. 

If two or more players have the same number of victory points, 
the player who has scored the most coins during the game wins. 
In case of a tie again, the player with the highest value in one of 
the victory point boxes wins. In case of a tie again, all players 
win. 

The rules for total victory points follow the same rules explained 
in the section of the Game Sheet: 4. 

 

 
This game mode is a collaboration of Miguel Án-
gel Suárez Olivares from Maso Games Chile 
who also belongs to Calabozo Lúdico. 

If you want to know more about Maso Games, follow them in 

their social networks (www.instagram.com/masogames) 

 Game 2: Dice draft mode 

Objective of the Game 
Get the most victory points by completing figures on the board 
sheet. 

 Components 
 One Black pencil. 

 Four Colored Pencils (Green, Red, Blue and Yellow). 
One for each player. 

 One 6-sided die for each player (maximum 4 dice) 

 Two sheets of Gridded Notebook or one copy of the 
board sheet and 1 of the score sheet. 

Preparation 
Place the board sheet in the center of the table within reach of all 
players, then cut the score sheet into 4 parts as indicated by the 
dotted line and give each player one of these score sheets along 
with a pencil of the color indicated on the sheet. Place the black 
pencil in the center of the table within reach of all players. Place 
a number of 6-sided dice equal to the number of players in the 
center of the table. 

Determine the starting player by some random method. You can 
start playing now. 

 

Summary of the game 

The game is played by rounds, at the beginning of this one the 
initial player will throw a quantity of dice equal to the quantity of 
players and will choose a result, then, the player on his right, will 
choose another one and so on until all the players have chosen 
a die. Then the game will start playing turns, starting from the 
initial player and continuing to the right, each turn has 2 phases: 
Sketching Phase and Scoring Phase. 

After all players have played their turn, they pass the dice they 
have in their control to the player on the right, then starting from 
the initial player, they will play turns again. The game will conti-
nue in this manner until all players have played a number of 
turns equal to the number of dice. 

Example: if 3 players participate, for each round of play, 
each player will play 3 turns. 

The game will continue until a player has scored points on all 7 
boxes in the victory point zone of their score sheet, then that will 
be the last round. At the end of that round, the final score will be 
calculated. The player with the highest score wins. 

 

Want to know more about “Calabozo Lúdico”, search for them 
on Youtube and find fabulous Tutorials, Unboxing and inter-
views. 



1.- Collection Phase 
You win a coin, if during this phase you cannot win any more 
coins, the game ends. Then roll the dice. 

2.-Sketching phase 
Take a die and draw a symbol with the black pencil as appropria-
te to the value of the die, i.e. if it is a 2 draw a Circle, if it is a 3 
draw a Triangle and if it is a 4 draw a Rhombus. However, if the 
value of the die is a 5 draw a Circle and an adjacent triangle and 
if it is a 6 draw one of the 3 symbols of your choice. 

 

 

The value 5 on the die is the only value that tells you to draw 
two symbols on the board sheet, this pair of symbols can be 
drawn in any horizontal or vertical direction as shown below: 

 

 

 
 

 

 The die with a value of 1 gives you 2 Coin 
to mark on your score sheet. 

 

3.-Sabotage phase 
Take a second die and draw a symbol as the value of the 
die corresponds, however, to draw this symbol on the 
game sheet, you must do so using the red pencil. 

You must be careful not to accumulate 5 or more sym-
bols drawn in red that are not painted with the black pen-
cil, or you will lose the game. 

If during this phase you select a die with a value of 1, you must 
re-launch it until you get a different value, then continue this pha-
se with that value of the die. 

Rules to draw Symbols 
The rules for drawing a symbol on the board sheet follow the 
same rules explained in Game 1: Competitive Mode. 

 Game 3: Solitaire Mode 

This game mode can be used for mass games. 

Objective of the Game 
Get the most victory points by completing figures on the board 
sheet. 

 Components 

 One Black Pencil. 

 One Red pencil. 

 Three 6-sided dice 

 Two sheets of Gridded Notebook or 1 copy of the board 
sheet and 1 of the "Solitaire Mode" scoring sheet. 

 

Preparation 
Place the Game board in the center of the table within your 
reach, then cut the "Solitaire Mode" score sheet into 4 parts as 
indicated by the dotted line and occupy one of them, finally place 
the red pencil and black pencil to the side of your game sheet. 
Also place the 3 dice on the side of your board game. 

Start playing. 

Summary of the game 
The game is played in turns, take all the dice and throw them, 
the turn is divided into 5 phases. 

After you play your turn, start a new one. 

The game continues until one of the 4 situations that trigger the 
end of the game is activated. 

Finally, count the victory points obtained throughout the game 
and measure your skill in Ludum Quest! 

 

Turn 

Take all the dice and roll them, then play in the following order 
the 5 phases of the turn: Collection Phase, Sketching Phase, 
Scoring Phase, Sabotage Phase and Lockdown Phase. 
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If during this phase you select a die with a value of 1, you must 
re-launch it until you get a different value, then continue this pha-
se with that value of the die. 

You cannot draw symbols in boxes that are already crossed out, 
and all symbols in columns that are crossed out cannot be used 
to form figures. 

Symbols that are drawn in red and are on crossed-out bo-
xes do not count towards the total of 5 symbols that you 
would lose the game with. 

End of the game 
The game will end automatically when one of the 4 situations 
passes; 

1. When you have scored points in the 7 boxes in the victory 
point zone of your score sheet. 

2. When there are no more boxes available to draw a symbol on 
the board sheet. 

3. When, during the Collection Phase, you cannot mark a coin. 

4. If, at the end of a turn, you have 5 symbols drawn in red that 
are not painted black or are crossed out, you will lose the game. 
If this happens, your score is automatically zero. 

The rules for total victory points follow the same rules explained 
in the section of the Game Sheet: 4. 

Multitudinous Games 
In the case of playing games with many people, all players will 
use the dice obtained by whoever throws them. In the case of 
having one or more dice of value 1 in the Collection Phase, you 
win a coin for each of them and you must repeat the roll of each 
die (you cannot win more than 2 coins in this way per turn). Then 
roll those dice again until you get a value other than 1. 

 

 

 

 

 
This and other projects of Nebrall Ga-
mes, have the support of Sergi Sán-
chez, who is also the creator of the 
Facebook group "Juegos Roll&Write" 
and who runs the Youtube Channel 
Glyks Games. 

4.- Scoring phase 
If when drawing the symbols during the previous phases you 
have managed to complete at least one of the figures at the bot-
tom of the board sheet, you must paint all the symbols that make 
up that figure. 

The symbols drawn in black must be painted in 
Black, then, if the figure uses symbols drawn in 
Red, you must pay 2 coins for each of them, if you 
don't, paint those symbols in Red and write down 
the victory points that correspond. 

 
Example: During the previous Phases, you manage to com-
plete a figure with 3 diagonal triangles, so you paint them, 
however, one of these triangles is drawn with a red border, so 
you pay 2 coins to paint it black, then write down 3 victory points 
in your game sheet. 

 

 

 

 

You cannot use painted symbols again to complete figures. 

5.- Lockdown Phase 
Take the third die and strike a number of rows or columns equal 
to the value of the die. Start from the 
row at the top edge down or from the 
leftmost or rightmost column to the cen-
ter. 

Example: if you use a die with a va-
lue of 4 during this phase, you can re-
move the top row, and 3 columns star-
ting from the rightmost column on the 
board sheet. 
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If you want to know more about Roll & Write Games, look for 
the Youtube channel GLYKS GAMES, where you can find reviews 

and games with this mechanism. 

If you want more Roll&Write? games, look for the group in Face-
book and find this logo, you will find a great variety of games 

ready to be downloaded and played. 
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Solitaire 

Mode 
If you want to know more about Ludum Town, follow them on their social networks (www.instagram.com/ludumtown) 
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Solitaire Mode 


