Moose
Quest

A silly card and dice game
that teaches you all about
natural history (not!)
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A game for 2 to 5 players



INTRODUCTION

In the far distant nether wilderness of the

outer reaches of Somewhere-Or-Other

lie the lands of the Mooses. Every sum-

mer these magnificent mooses migrate

to the Great White Pasture to frolic,

feast, and partake of the Moose Hatch-

eries there. New mooses are added to

the herds in the all too short but glorious

days of sunshine. Soon, however fall comes, and the snows of winter are
not far away. Then it is time for the Mooseherds to wend their way back
through the mountains, valleys, and hazards of the Outer Reaches and
return to their winter home: the Green Pastures.

As players, you must navigate your mooseherd from the Great White Pas-
ture along the tortuous trails, past rockslides, wolves, bears, raging rivers,
hunters, volcanoes, semi-trailers, and other hazards in your way and be
the first to reach the Green Pastures to the south. Your herd will grow and/
or dwindle in number as you travel. The lands you cross will add to your
score. When one herd finally reaches the Green Pastures, players total the
values of their herds and the lands they have crossed...high score is the
winner.

THE PLAYING PIECES
Your Moose Quest game should contain:

e These Rules

¢ Three decks of Moose Quest cards: Moosehaps (30), Moose Lands

(30), and a Moose Deck consisting of 40 cards.

You must provide: 3 or more six-sided dice (the ones represent Moose
Symbols). You can get Moose Dice from Koplow Games (GENCON &
ORIGINS) or http://www.koplowgames.com.

PREPARE FOR PLAY

Shuffle each of the three decks and place them face-down in the center
of the table. Special attention must be given to the Moose Lands Deck.
You must sort out the Green Pastures (card #32) before you shuffle. Place
the Green Pastures face-down in the center of the table. Then shuffle

the remaining lands and place them, face-down, on top of it. The Green
Pastures is the destination of all herds, and the game ends when a player
crosses (scores) it.

Each player now rolls three dice. Moose symbols are 1’s. Low roll is first
player. The first player now takes the Moose Deck and deals 5 Mooses (4
cards with 4 or 5 players) to each player and put the remaining deck back
in the center of the table to form a draw pile. The Mooses dealt out form
the players’ starting Moose Herds. Your Moose Herd is kept face-up on the
table in front of you.

HINT: The next three sections of the rules describe the decks and
the cards, you may skip ahead to the SEQUENCE OF PLAY to get
going and refer to this information later as you begin play.



THE MOOSE DECK

Leadership: the number of stars represents the herd’s ability to fight off
predators. A herd’s leadership ability is always the total of the stars on all
Mooses in the herd. When a herd encounters preditors, the leadership
value is added to the combat dice roll.

Point Value: what the moose is worth at the end of the game.

The Moose Deck consists of 40 mooses, one third of which are moms. At
the beginning of the game, the deck is shuffled and 5 cards are dealt to
each player (4 cards with 4 or 5 players). The remaining deck is the draw
pile. As Mooses are lost during play, place them in a discard pile next

to the Moose Deck. When the deck is exhausted, reshuffle the discards
to form a new draw pile. If the Moose Deck is empty and there are no
discards, a player may draw no new mooses.

Typical Moose cards:
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MOOSEHAPS

The 30 Moosehap cards are assorted good and bad events, some you play
on yourself or others, and some that just happen immediately. The deck is
shuffled and placed face down in the center of the table. When Moose-
haps are used, put them in a face up discard pile near the deck. If the
deck becomes exhausted, reshuffle the discards to form a new deck.

WHEN TO DRAW A MOOSEHAP

While a player is either Moving or Feeding his herd, he will be rolling
three dice. If any two faces come up the same (i.e. Two 6's or two Moose
symbols, etc.) that player draws a Moosehap card from the top of the
deck. Each Moosehap drawn must be immediately looked at. If it says
Play Now!, the drawing player must act on the card right away and then
continue with his or her turn. If the card says Keep Till Used, place the
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card face down in front of you and finish your turn. Moosehaps are never
placed in the temporary holding area.

If a player rolls three of a kind during a Move, he draws a Moosehap card
AND gets a free draw from the Moose Deck! If you roll three mooses
(ones) during a Feed, you draw a Moosehap AND you get a free draw
from the Moose Deck, and then you get three more draws from the Moose
Deck because you were feeding!! This doesn’t happen very often.

Keepers - many of the Moosehaps say Keep Till Used. Keep these face
down (or face up if you wish) in front of you. At the end of your turn, you
may play any ONE Moosehap, either on yourself, or against another play-
er. NOTE: the Snowstorms and Magic Moose Grass may be played out of
turn, and do not count as your Moosehap play at the end of your turn.

Typical Moosehap cards:
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MOOSE LANDS

Moose Lands represent the long and arduous trek your herd must take to
get from the summer feeding grounds to the Green Pastures. If you are
not get too greedy, each time your herd crosses a land, it is worth points
towards winning the game. Try to go too far in a turn, and you could lose
all lands you crossed that turn.

Before play begins, sort through the Moose Lands and find the Green
Pastures (card #32). Place it face down in the center of the table to start
the deck. Shuffle the rest of the cards and place them face down, on top of
the Green Pastures. If for any reason, lands are discarded, they are placed,
face down, under the bottom of the deck. Do not make a discard pile for
Moose Lands. Crossing the Green Pastures card causes the game to end.
Placing discards under it, makes it difficult to tell just exactly when the
end will come. There is no discard pile for the Moose Lands deck, if a
Moose Land is discarded, it is placed face down under the Deck.
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The type face of the numbers on the cards give you an indication of what
you are up against. The sort of hollow type face is usually kind or neutral.
The solid black numbers can be bad or neutral, and the numbers dripping
blood are dangerous.

When moving a herd, a player turns up the top land card (if one is not
already face up) and places it on top of the Moose Lands deck. He or she
must roll a number on the dice that equals or exceeds the value of the
land card for the herd to cross that land. If the player succeeds in crossing
the land, he or she immediately acts on any Event that is keyed to that
land (i.e. Add or Lose a moose, end turn, etc.) The land is then set aside
in a temporary holding area and the next card on the land deck is turned
face up. The moving player may continue to cross lands until he or she
decides to quit (and score winnings) or he or she makes a roll insufficient
to cross a land.

If a player rolls a number on the dice that does not equal or exceed the
value of the current Moose Land, his herd has failed to cross (the Event
on the card does not occur). The turn ends and he or she loses all items
(lands and dice) that have been set aside in the temporary holding area.
Lands lost in this way are placed face down under the Moose Land deck.

Typical Moose Land cards:

Land Value
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when the land odd number.
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SEQUENCE OF PLAY

When it is your turn, take the following actions in the order listed:

1. Turn up the top card on the Moose Lands deck. If the top card is
already face up, skip this phase.

2. Either FEED your herd, or MOVE your herd. You cannot do both.
If you Feed, you roll the dice one time. If you Move, you may
continue to cross lands until you decide to quit, or you fail to cross
a land.

3.PLAY A MOOSEHAP card on an opponent or on yourself (one
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that says “Keep Till Used”.) You may only play ONE Moosehap at
this time, no matter how many you‘ve got saved up. You may elect
to skip this phase. Discard any Moosehap card played after it is
resolved.

4. When your turn is over, play proceeds to the player on your left.

FEEDING

If you choose to FEED, the herd stays in place and no attempt is made to
cross the face up land on the Moose Lands Deck. Roll three dice. For each
ONE (Moose Symbol) you rolled, draw a card from the Moose Deck and
add it to your face up herd.

If you rolled no ONES (Moose Symbols), your feeding failed. If you roll
two dice of the same number, draw a Moosehap card. If the card says Play
Now!, do so (this does not count as your Play A Moosehap which occurs
at the end of your turn).

IF you roll three of a kind (but not Moose Symbols) while feeding, add a
Moose to your herd and draw a Moosehap. If you were lucky enough to
roll 3 ONES (Moose Symbols) while feeding, you will score three Mooses
from the dice, and an extra one for three of a kind...in other words draw
four Moose Cards and add them to your herd and then take a Moosehap.

Once you have finished feeding, you may play a Moosehap, and then play
passes to the left.

MOVING

Before you decide to move your herd, make sure the top card on the
Moose Lands deck is turned face up. The number printed on that card
is the number you must equal or exceed by the roll of the dice. Printed
beneath the number is any “event” keyed to that land. This event only
happens if you successfully cross the land.

Once you have decided to move,
roll the dice. If the resulting to-
tal equals or exceeds the num-
ber printed on the Moose Land,
your herd has successfully
crossed that land. Once you
cross a land, you must act on
any event keyed to that land. When
the event is resolved, place the crossed
land in a special temporary holding area
to the side of your herd. Do not score
that land until you end your Move. If
the event added a Moose to your herd,
do it now.

If you rolled two or three of a kind,

read the Moosehap and act on it only
if it reads Play Now! otherwise put the
Moosehap in front of you for later use.



Setting Aside a Moose Symbol - If you roll a ONE (Moose Symbol) while
moving, you may count it as a one towards crossing the land, or you may
set it aside in the holding area (along with the crossed land). If you set a
die with a ONE (Moose Symbol) aside, it does not count for movement.

A Moose Symbol
that has been
set aside in
your tempo-
rary holding
area, may not be
used in attempts to cross
additional lands on that
turn.

EXAMPLE: Jim is rolling
to cross the Dread Marsh
(value 5, lose a moose if you cross on
an odd number). Herolls a 2, a 4, and a
Moose Symbol (a one). If he does not set
aside the Moose Symbol, his roll would
be a 7, an odd number, and he would
lose one moose (his choice...see card
#38). If he sets the Moose Symbol aside in his holding area, his roll be-
comes a 6. Crossing the Dread Marsh on an even number and not losing a
moose. However, he may no longer roll the set aside die on this turn, and
may only roll two dice if he wishes to cross the next Moose Land.

Ending your turn by choice - After crossing a land and turning up the next
land on the Moose Lands deck, you may elect to end your turn. If you do
so, draw a card from the Moose Deck for each Moose Symbol (ONE on a
die) that you have set aside, and place it in your face up herd, and move
all the lands you crossed this turn from the temporary holding area to your
scoring area.

Ending your turn by failure - If you fail to roll a number that equals or
exceeds the face up land on the top of the Moose Lands deck, your turn

is over. You lose any Moose Lands and Moose Symbols that you have set
aside in the temporary holding area. Place any Moose Lands lost in this
manner face down on the bottom of the Moose Lands deck (this makes it
difficult to know when the game will end). You may now play one Moose-
hap if you wish, and then play passes to the left.

BATTLE

At times, either through events keyed to lands crossed or having an oppo-
nent play a Moosehap on you, your herd will be attacked by predators.
These include the Smilodon, Grizzerbears, Cougars, lots of Wolves, and
some Wild Dogs. Like the mooses in your herd, predators have a leader-
ship value (in stars).

In a battle, the predators are controlled by the player to the left of the
player taking his or her turn or the player who played the predators if they
were on a Moosehap card. Each player rolls three dice and compare the
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totals. If the predators roll higher, a moose will be lost. If the Herd rolls
higher, there is no damage.

LEADERSHIP - When predators attack, compare the number of stars in
the herd with the number of stars listed for the predator. The difference
between these numbers is the amount added to the combat dice roll.

EXAMPLE (part 1): A herd of three Moms (3%), a Mendicant (2), a Moose-
mess (1), and a Mildmoose (3), would have a Leadership Rating of 3.
They're facing a pack of Wolves (k%% %). The difference is one. So, one is
added to the dice roll made by the wolves.

Losses: If the result is a tie or the Moose player rolls higher, the battle is
over. If the Predator player’s total exceeds the Moose player’s total, the
Moose player must lose ONE Moose (his or her choice) whose point value
equals or exceeds the difference between the two totals. If the difference
is more than the largest moose in the Moose Herd, the Moose player just
loses his or her largest moose. No more than one moose may ever be lost
in a battle.

EXAMPLE (part 2): The Predator player rolls a 2, 4, and 5 for a subtotal
of 11 plus 1 for leadership to total 12. The Moose player rolls a 3, 3, and
4 for a total of 10. The Moose player loses by 2 points and must loose a
Moose of at least that value. The best choice would be the Mendicant (2
points with no stars).

All battles last for only one round. After the Moose and Predators have
rolled dice and extracted losses (if
any) the battle is over.

IF YOU LOSE YOUR
LAST MOOSE

Sometimes it happens. One
disaster after another hits
your miserable herd until,

suddenly, it’s gone. The

moment this happens you
must pick any one land
that you have scored
and place it face down




under the Moose Lands deck. Then immediately draw a new moose from
the Moose Deck. (If this happens, | recommend feeding on your next
turn.) The value of the land you discarded does not matter, you get one
moose for the one land card! If you have no scored lands to discard in this
manner, too bad, your herd is extinct and you are out of the game.

ENDING THE GAME

The game ends as soon as a player has crossed the Green Pastures. No
more Moosehaps may be played. The game is then over and each player
counts up his score.

HOW TO WIN

Counting Score - All Mooses are worth the number printed at the top of
the card. Moose Lands are worth the large number you needed to roll to
cross. Finally, a couple Moosehaps, the Girdle of Moosepower and the
Wooly Mammoth are worth points. The player with the highest total score
wins the game!

If you have time, write these scores down, and play one more game. The
real winner is the player with the best score over two games.

SPECIAL

CARDS
MOOSEMAGE

The Moosemage is a
magic using fellow
with amazing abili-
ties. He may cast one
magic spell during or
after your turn. The two
spells he knows are
listed below. Once he
has cast a spell, rotate
the Mage upside down (still face up).
At the beginning of your next turn,
flip the Mage right side up again. The
Moosemage may not cast another
spell if he is upside down. He may
however, participate in a battle.

RE-ROLL - If you don't like a dice roll, you may pick up all the dice that
you rolled and try again. You must keep this result. You may only re-roll
dice that you roll and you may not use this power in combat.

SUMMON SKUNKS - Before a battle with predators, roll a die - if you roll
an even number, the skunks frighten the predators away. There will be no
battle.

MOOSEMEDIUM

The Moosemedium has clairvoyant powers, that allow him to see into the
future of your herd. When your Herd moves, you may choose to use the
power of the Medium to look at the top 2 Moose Land cards and choose
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the one you want to travel. The other card goes face down on the bottom
of the deck. This is very handy for getting past large obstacles.

NOTE: If you choose to use this power, your turn ends after the attempt on
that land.

INTERSTATE 666

This is a special Moose Land. It is the only land you may cross even if
you don’t roll equal to or higher than the number. But, in order to do so,
you must lose a Moose (your choice) for each pip on the die less than 15.
Obviously, you don’t want to cross if your entire herd would die. But you
might consider losing a Moose or two or three if you gain net points. The
decision is up to you.

LOSE A RANDOM MOOSE

There will be times in the game when you are required to lose a random
Moose. If you have more than six mooses, divide them into two parts and
go even/odd, then roll for the Moose to be lost. | leave it to you to decide
how to choose. Sometimes we just roll dice to see which moose is lost,
and other times we grab our herd, shuffle it, and let someone draw the
unfortunate Moose.

CARD INVENTORY
The Moose Deck contains 40 Mooses:
® 13 Moosemoms (5%),
* 1 Moosemaster (7%%),
5 Musclemooses (6),
5 Moosemaulers (4),
3 Moosemages (1%),
3 Moosemediums (1%),
5 Mildmooses (3),
2 Moosemesses (1), and
3 Moosemendicants (2)
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The Moosehap Deck contains 30 cards:
* 4 Moose Hatcheries,
¢ 1 Hoof in Moose Disease,
1 Hazardous Human Hunters,
1 Loco Weed,
1 Yuck Worms,
1 Magic Mooswings,
1 Moose Armour,
1 Moose Blessing,
1 Girdle of Moosepower,
1 Flash Flood,
2 Snowstorm,
1 Thunderstorm,
1 Huge Enormous Trap,
3 Wolves attack herd,
2 Grizzerbears attack herd,
1 Very Large Grizzerbear attacks herd,
1 Wild dogs attack herd,
1 Smilodon attacks herd,
1 Wooly Mammoth,
3 Magic Moose Grass, and
1 Perfeck Day.

The Moose Land values are:
e Two 3s,
e Four 4s,
e Three 5s
Four 6s
Four 7s
Three 8s
Three 9s
One each of: 2, 10, 11, 12, 13, 14, 15

CREDITS
Game Design and Art: Tom Wham

Playtesting and other venerable aid: Brian Blume, Rick Brown, Merry Car-
ey, Brad Champeny, Al Christianson, Mark CMG Clover, Dave Conant, The
Elliott Clan (especially Linda), Ernie Gygax, Pete Fenlon, Darrell Hartsig,
Kurt Lenss, Wendy Lord, Rusty Lovaason, Steve Lynch, Mark Meier, Mark
Minz, Will Niebling, William Niebling, Don Perrin (much complaining),
Jay Savage, James M. Ward, Margaret Weis, Donald C. Wham, & Chuck
(hada good time) Zielisch.
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Example of a card placement layout for 3 players
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Find out more
about Tom
Wham, his

interests and

his games at:
www.tomwham.com
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