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You received amysterious letter.
Grab the Portal Stone and set off!

Welcome to Alea Optima!
Alea Optima is a minimalist solo narrative tabletop
RPG. It uses tables to generate Places, Encounters,
and Events, found in randomly generatedRegion
Booklets . This way, you may explore different
regions with unique locations, strange encounters,
and hidden mysteries in your mind.
To play, you need this Game Manual Booklet (with
a character sheet on the back), a Region Booklet of
your choice, and a Map sheet - you should have
printed them from www.kesiev.com/alea-optima . You
will also need 3 dark and 3 light dice, a pencil, an
eraser, and a small token (the Character Token). I
also suggest you keep a journal of your adventures.
Ready? Let's Start a NewGame !

Starting a NewGame
1. Pick a Region Booklet and a character sheet with a
matching birthplace, or create a new one (see
below).
2. Pick an empty Map, fill in the Hero, World, and
Region names, and tick the Region symbol. Fill the
Letter using the Region Booklet: roll 1d3+1d6 on
the Places table and 2d6 on the Encounter Type
table.

3. Place your Character Token on the Portal Zone.
It's a Zone with no Encounters and contains the
portal only.
4.Choose a Zone and follow theGame Flow .

Creating a NewCharacter
1. Pick any Region Booklet: its World name is your
character's birthplace.
2. Pick an empty character sheet. On the right side,
from top to bottom, draw your character portrait,
write your character name and birthplace, and set 6
Health and 6 Gold.
3.You may narrate your character's backstory and
how it got a Portal Stone. To determine a
profession, roll 1d3 and 1d6 on the Region Booklet
Creature Type table.

Game Flow
1. If entering an empty Zone, roll on the Places
table, and record the rolled value in the Zone's
circle. Some Places span multiple adjacent Zones to
form a group.
2. If the Zone has no recorded Encounter, roll on the
Encounter Type and Creature Type tables, then
Record results (or just the numbers) in the Zone
hexagon's two empty spaces.
2A. If the Encounter Type and the Place match the
Letter, narrate the encounter with the mysterious

sender!Whydoesitneedyou?
3.MoveyourCharacterTokentothatZone.Get
inspiredbytherecordedZoneEncounterand:
3A.IftheZoneismarkedasSolved,youmay
narratetheEncounteraftermath.
3B.IftheZoneisnotmarkedasSolved,youmay
narratetheEncounterand,ifyouthinkitrequires
yourcharacterintervention,selectafittingStat
betweenBattle,Agility,Fixing,or
Social,andperformaTesttoearnanysuccessand
solveit.
4.Rolladie.On4+,rollontheEventstabletosee
whathappensnext.
5.IftheEventdoesn'tmoveyou,chooseanadjacent
destinationZone:youwillleaveyourcurrentZone
toenterthatZone.
6.Repeatfromstep1.

PerformingaTestonaStat
1.Decidethetesttargetvalueandrange.Creatures
havetheirsuggestedtargetsontheCreatureType
table:fortests,theyhaveaboldedvaluebetween
1or2rangenumbersandawoundsvalue,for
teststheyhavevalueandrangeonly.Ifnotargetis
specified,usevalue21andnorange.
2.Act:Roll1darkand1lightdie.Youmayaddup
to4dice(3ifdisadvantaged):ifthesumislessthan

17adddicepairs,otherwiseaddsingledie
alternatingcolors(youdecidethefirstone).
3.Push:Youmaypay1Goldorlose1Healthto
reroll1dieor+1/-1anyrolleddie.6scanonlybe
decreasedand1sonlyincreased.Ifadvantaged,you
mayrepeatthissteptwice.
4.Unleash:Youmayadjust1dievalueifitmatches
atickedcolumninthecharactersheettestedStat
sectionbythetickcountonthatdicerow.Darkdice
valuescanonlybeincreasedandlightdicevalues
canonlybedecreased.Ifadvantaged,youmay
repeatthissteptwice.
5.Ifthedicetotalvaluehitsthetargetvalue,itisa
greatsuccess.Ifitfallswithinthetargetrangeit'sa
success.Otherwise,it'safailure.
6.OnZoneEncounterTests(i.e.GameFlow3B
step):Gainaprizeongreatsuccess,Payapriceon
failure.
6A.Gainaprize:thesuggestedprizeforand
testsis1Goldandforandis1Health.Youcan
neverhavemorethan6Healthand10Gold.
6B.Paytheprice:thesuggestedpriceforand
testsis1Healthandforandis1Gold.Ifyou
havenoGold,youmaypay1Healthinstead.
Creatureshavetheirtestssuggestedpriceas.

SolvingaZone

1.IftheZone'sinnerhexagonborderisoutlined,it
hasbeenalreadysolvedorcan'tbesolved.The
solvingends.
2.Outlinethebordernow.Tickthenextsquared
cellfromtheXPsections,fromlefttorightandfrom
toptobottomifany.
3.IfsolvingtheZoneduetoanEncounterTest(i.e.
GameFlow3Bstep):
3A.IfyourcharactersheettestedStatsectionname
isblankanditdoesn'tappearinanyotherspace,
writetheEncounter'sCreatureType.Youjustmet
akeycharacterofyourstoryandyou'llmeetitagain
oneveryEncounterwiththesameCreatureType.
3B.Otherwise,iftheEncounter'sCreatureType
matchesyourcharactersheettestedStatsection
name,tickthatsection'snextemptysquaredcell
fromtoptobottomifany.Ifyoujusttickedthelast
squaredcell,youmaynarratethefarewell.
4.Ifyoujusttickedanycellwithadot,tickasmany
roundcellsonyourcharactersheet.

ExtraRules
Symbols/keywords.1:gain1Health.1:lose1
Health.End:theEventendsimmediately.
Dying.At0Health,performatest:setHealthto
6andplaceyourCharacterTokenonthePortal
Zoneonsuccess.Otherwise,narrateyour

character'send.
TeleporttoanotherRegion.Insteadofchoosinga
newZonetoexplore(GameFlowstep5),youcan
StartaNewGamewiththesamecharacteron
anotherRegionBooklet.
OnceinthisZone.IftheZone'scircleisoutlined,the
actioncan'tbeperformed.Otherwise,outlineitand
proceed.

GameModes
2Players.ExplorethesameRegionBookletwitha
friend!BothplayersuseoneMapandmovelikea
group,oneplayerrollsthePlaces,Encounters,and
Eventsandnarratestheworld,andtheotherone
narratesitscharacterreactionsandperformsthe
tests.RolesswitcheveryGameFlowcycle.
TheCrawler.PlaythesameRegionBookletmultiple
times:eachruncreatesanewadventureina
familiarsetting.
TheTraveler.Worldshave9regions.During
exploration,youmayfindsomecodes:gotothe
gamewebsite,tellTheCreatoryou'reaTraveler,
andinputthebookletdataandthecodeto
downloadanotherRegionBooklettoexplore.
Reconnectwitholdcharacters,facenewchallenges,
anduncovertheWorldlore...
TheSeeker.???/TheEnlightened.???
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