Jewel Hunters

Getting Started- To get started, all you do is get a place to play, like a tabletop. This is an RPG/Adventure game, so the way it works is that one friend reads the adventure, and periodically waits for another player to tell what they do. The story will change as players do different things.
What you will need: This paper, a friend or two, and a dice.

Characters: A normal first time player will only have common clothes (a tunic, shorts, etc.) and a sword or dagger perhaps. But, you can make any amount of variations to this.

Back story: Everyone has a back story! Create your own! Where do you come from? What is your home like?

Role Playing Rules: This is just the outline of what you can do. The story will change no matter what, and underlined sentences are just possible changes. So, get started and get ready to have fun!

Adventure Back Story: 

You and a friend are traveling. You arrive in a cave, just looking to spend the night. But silently, and stealthily, one of you is attacked and stolen from. You jerk awake, but it is too late. Deciding that the cave is not safe, you two leave and come to a forest. The wolves are howling, the wind is whistling, and the dark, tall trees are looming in upon you. You clutch your weapons closer and head inside. 

Adventure Plot:

One night you wake up to the sound of talking, in a high, but somber voice.  You find a deer that seems to be talking; you kill it quickly to eat the next day. By the next morning, your friend is starving, but a disgusting rotting carcass lies where your deer was. It is shriveled and green, and bodily fluids are bubbling out of it. You wonder about it for awhile, and then move on. Over the next few days, you find a few more animals, and one has the same strange disease, and is still alive. Then, one night, you see a light in the distance; you wake your friend up and go running towards it. The pounding of your heart in your ears, you dash toward it, but it comes no closer to you. The next night, you see the light again, and walk closer towards it. You hear a howl and a man is attacked by the strange diseased animals. You run towards the light but this time, you get closer. It is an enormous city enveloped by light. You see a man emerge just outside the gates, tend to the other wounded man who was attacked by animals, and look up. A wolf is howling. Suddenly a grey wolf, shining in the light from the city, hits you hard and almost bites you. You try to fight back but it is useless. Then, a fire bolt soars over you and hits the wolf. It rolls over and whimpers. The man comes to you, the wounded one in tow. He tells you his name is Ether. He ushers you into the gates, and to his home. Have tea with me, he tells you. You accept, very tired and very hungry, and unaware of the danger in this situation. He tells you of a nasty form of rabies that spread like a plague. It was called Septima. Ether’s city had a breakout of Septima in its worst form, and half the citizens were killed. So, Ether, being a master mage, sealed the city in its current boundaries of light, and blocked out all potential carriers of Septima. Then why did you let us in here? You ask. He tells you that he knew you two were pure in heart and body, and took you in to give you a task. He tells you to rest now, but beware; something is waiting for all of us.   
