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If you are using a Battle Grid or an official 
Homebrood map you may have noticed a grid 
of squares.  Each square on the grid represents 
a 5’ by 5’ space which can only be occupied by 
a single character. Any square that touches 
your square, either on a side or a corner, is 
considered to be Adjacent. Any character, 
object or Monster in that square is Adjacent to object or Monster in that square is Adjacent to 
you.  

= You
= Adjacent
= Non-Adjacent

BATTLE GRID

Additional game resources can be found on our 
website at http://www.homebrood.info

ADDITIONAL RESOURCES

Adventure modules are pre-scripted adventures 
that provide three hours of monsters to fight, 
dungeons to explore and kingdoms to save. 
Official Modules can be found on our website.

ADVENTURE MODULES

       omebrood is a rules-light game system   
       designed to introduce new players to Role        designed to introduce new players to Role 
Playing Games. This game is intended for 3 or 
more players; one of whom will take on the role 
of Storyweaver. Included in the pages of this 
booklet is all the information you will need to 
play the game.  Each Player will need a writing 
implement, a Character Sheet and a printed 
version of this booklet in front of them for version of this booklet in front of them for 
reference.  In addition, the players will need a 
set of game dice. 

H

CHAPTER 1

WELCOME TO HOMEBROOD
Read these sidebar 
sections for hints 
and tips about the 
game.

The Battle Grid is 
an abstration of 
the game world for 
the purpose of 
making combat 
resolution fast and 
easy.  
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ADVANTAGE AND DISADVANTAGE
If you have Advantage, roll two of the same 
die and take the higher number as your result. 
Multiple sources of Advantage have no further 
effect. If you have Disadvantage, roll two of 
the same die and take the lower number as 
your result.  Multiple sources of Disadvantage 
have no further effect. If you have multiple 
sources of both Advantage and Disadvantage sources of both Advantage and Disadvantage 
they cancel out, roll a single die. 

The red twelve-sided dice 
represent a high level of skill.

The blue ten-sided dice represent a 
moderate level of skill.

The green eight-sided dice 
represent an average level of skill.

The black six-sided dice represent 
a poor level of skill.

DICE CONTEST
The most important concept in Homebrood is 
the Dice Contest. When a character takes an 
action they will often come into conflict with 
characters or objects controlled by the 
Storyweaver.  The two contesting players each 
roll a die and the player who rolls highest wins 
the contest.  In case of ties the player that 
initiated the action wins.initiated the action wins.

To make things 
easier for new 
players the dice 

are color-coded by 
value.

Advantage and 
Disadvantage are 
abstractions of 
different factors 
that might affect 

the flow of 
combat.

Rewarding the 
initiator  

encourages 
players to take 
bold action!
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Terrified characters have 
Disadvantage on their next Dice 
Contest. 

Inspired characters have 
Advantage on their next Dice 
Contest.

If a player would gain either condition while 
already having the other condition both are 
removed. Also, remove once triggered.

INSPIRE / TERRIFY

Cursed characters recieves one 
Wound when they are next 
Attacked.

Blessed characters remove one 
Wound or Condition when they 
next Attack.

If a player would gain either condition while 
already having the other condition both are 
removed. Also, remove once triggered.

BLESSING / CURSE

       onditions are changes in the status of a   
       character that persist until removed. No 
character may have more than one condition 
from each of the five categories.

C

CHAPTER 2

CONDITIONS

Inspire and Terrify 
only affect a next 
character’s next 
die roll. Multiple 
sources of Inspire 
or Terrify have no 
additional effect.

Blessed and 
Cursed only affect 
the next attack a 
character makes or 
receives.
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Stunned characters may not take 
any action during their turn.

An Unbalanced character has 
Disadvantage on all dice rolls. 

Unbalanced and Stunned are the most common 
conditions and most players will experience 
them multiple times during each game.

UNBALANCED / STUNNED

Fatigue causes a character to roll 
two dice ranks lower for all 
contests.

Weakness causes a character to 
roll one dice rank lower for all 
contests. 

Weakness and Fatigue represent varying 
degrees of damage to offense and defense.

WEAKNESS / FATIGUE

When a character is Grappled 
they cannot move until the source 
of their Grapple condition moves.

While Hindered a character may 
not Hustle.

Remove Hindered when a character spends one 
turn not using the Hustle action, or when they 
gain the Grappled condition.

HINDERED / GRAPPLED

= RANK 1

= RANK 2

= RANK 3

= RANK 4

BLACK

GREEN

BLUE

RED

Use the following 
table to determine 

dice ranks:

At the beginning of 
each team’s turn 

remove the 
Unbalanced 

condition from all 
characters on that 

team.

AAt the End of each 
team’s turn 

change all Stunned  
characters to 
Unbalanced. 

When the source 
of their Grapple 
condition moves, 
the affected player 

removes the 
Grappled 
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       omebrood is a turn based game, where  
       players and monsters alternate rounds of 
actions.
H
PLAYER TURN
During the Player Turn each player may 
perform a single Action. The players should 
work together to determine the order they will 
perform their Actions, and they can wait until 
one Action is resolved before choosing who will 
perform the next one.

MONSTER TURN
After all players have taken their Actions 
control passes to the Monsters. Each Monster 
may perform multiple Actions. More information 
on Monsters may be found in Chapter 6.

BASIC ACTIONS
Attack: Choose a Monster you can see and an 
Attribute you wish to use for your attack. Roll a 
Dice Contest against that Monster. That 
Monster gains a Critical Wound if you succeed 
and a Wound if you fail. Critical Wounds are 
more deadly and count as two Wounds. You 
have Disadvantage on your roll if you are not 
Adjacent to that Monster.Adjacent to that Monster.

Hustle: Move up to 6 squares.  If you Move 
more than 3 squares you gain the Unbalanced 
Condition. Moving into a square of Difficult 
Terrain stops movement immediately.

CHAPTER 3

HOW TO PLAY

When Player and 
Monster Turns are 
alternating the 
players are in 
combat.

If multiple Player 
Turns occur 
without being 
interrupted by a 
monster turn then 
combat is over.

A Move is when a 
character changes 
position on the 
grid from one 
square to another. 

Hustle is an action Hustle is an action 
that allows a 
character to move.
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MARCHING ORDER
One character must be nominated by the 
players to be the Party Leader. Whenever a 
group contest must be made this character 
uses their Attributes for the roll.

MULTIPLE TARGETS
When an action would affect multiple targets, 
roll only once for the source of the action. Roll 
target dice normally and apply the source roll 
to each of them in turn.

STEALTH
When a character or Monster does not have a 
direct line of sight to a square, whether due to 
distance or walls, any characters or objects in 
that square are not Perceived. 

SIGHT AND HEARING
Any character which makes noise within 10 
squares of a Monster can be Heard. Noise can 
be caused by role-playing, triggering a trap, or 
moving more than 3 squares during a Hustle. 
All characters have a base Sight range of 6 
squares.

RESTING AND RECOVERY
At the end of the Player Turn each character 
may remove up to one Wound. For each hour a 
character Rests they remove a single Critical 
Wound. Resting characters may not act.

THE EFFECT OF WOUNDS
Wounds represent a character’s increasing 
inability to contribute meaningfully in combat. 
At the end of the Monster Turn, any character 
with more Wounds than Hit Points gains the 
Stunned condition. Critical Wounds are more 
deadly and count as two wounds.

It is important to 
keep the action 
flowing and not 

bury the players in 
a landslide of dice 

rolls.

The Party Leader  
can be changed by 
a vote any time 

the players are not 
in combat.

Monsters ignore 
characters they 
cannot Perceive.

Characters also 
have a hearing 
range of 10 
squares. This 
covers every 
square on the 
Battle Grid.
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3. ASSIGN ATTRIBUTES
Your character has six core attributes which 
determine their capabilities. 
STR (Strength) is used to lift, pull and push 
physical objects.
CON (Constitution) represents your ability to 
resist damage and endure the elements.
DEX (Dexterity)DEX (Dexterity) allows you to perform 
acrobatics and sleight of hand.
INT (Intelligence) applies when you want to 
recall and apply knowledge.
WIS (Wisdom) helps you to apply your 
experiance to perceive unusual things.
CHA (Charisma)CHA (Charisma) represents your natural 
ability to be friendly and charming.

2. CHOOSE YOUR FOE
Every character has a Monster type that they 
know and hate above all other enemies. Your 
Storyteller will provide you with a list of 
appropriate creature types. You may wait to 
choose your Foe until later.

1. NAME YOUR CHARACTER
Create a name for your character.  Feel free to 
included titles, honorifics or anything else you 
like! Example: Lord Wiggens the Tower Climber

       uring character creation you will make a
       series of decisions that will define your 
character. These choices can only be altered by 
extraordinary circumstances.

DYour characters 
name faces you on 

the character 
sheet, but you 

may want to write 
it again in the 

description box for 
the benefit of the benefit of your 

allies.

You do not need to 
hate your foe. 

They can be a prey 
you hunt, or your 
job may be to 

learn and deal with 
a particular threat.

CHAPTER 5

CHARACTER CREATION
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STR CON DEX INT WIS CHA

Name

Foe Hit Points

1

2

3

4

6. GET READY TO PLAY
Fold your character card along the dotted line, 
set it down on the table in front of you and get 
ready to play!

5. DESCRIBE YOUR CHARACTER
On your character sheet you will find the words 
Picture and Description seperated by a line. On 
the Picture side you may either draw your 
character or use one of the provided portrait 
stickers. On the Description side write down a 
few lines that describe your character’s 
appearance and background. Read this aloud 
at the beginning of each play session.at the beginning of each play session.

4. CALCULATE HIT POINTS
Use your CON Attribute die color and the table 
to the right to calculate your total Hit Points. All 
characters have between 3 and 6. Even the 
toughest warrior can be struck down in only 
three attacks.

Assign one of each of the following dice colors 
to each of your character’s attributes:
BLACK, GREEN, GREEN, BLUE, BLUE, RED

= 3

= 4

= 5

= 6

BLACK

GREEN

BLUE

RED

Constitution 
increases your 
characters ability 
to take damage.

If you purchased a 
Homebrod 
Charcter Sheet 
Pack, we 
recommend you 
use the stickers 
provided.
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