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introduction



A BAker’s Quest is An Adventure gAme set in A FictionAl 
region inspired By eAstern europe. the locAl BAker, árpi, 
hAd his ingredients stolen so he emBArks on An Adventure 
to get them BAck. you plAy As him, one oF his Friends, or even 
his AdversAries, Building your own scenes And telling your 
own story As you go, And encountering vArious creAtures 
inspired By eAstern europeAn Folklore.

this proposAl showcAses the elements thAt would Build up 
the BoArd gAme. these elements Are chArActer poses And 
interActive oBjects printed on AcetAte, locAtions printed 
on greyBoArd, And A mAp And mAp mArkers.

the locAtion BoArds (shown up) set the scene For the 
plAyer’s improvisAtion. once they decided to sneAk or 
AttAck (or even sneAk AttAck?), they will use the chArActer 
And oBject cArds (the Full sheets shown down) to show And 
nArrAte the Action they hAve tAken. 

to mAke the gAme more chAllenging (And to increAse its 
replAy-vAlue), we could Add some dice or A gAme mAster, 
similAr to dungeons And drAgons, AlBeit A much simpler 
version.For exAmple, the plAyer rolls the dice AFter An 
Action; iF it lAnds on An odd numBer, it FAils, iF even, 
succeeds. plAyer-vs-plAyer comBAt could Be decided By 
-who rolls the highest. A gAme mAster could Act As A 
nArrAtor or A judge, BAsed on the given gAmeplAy.



the hAndBook will tAke A look At the chArActers First - 
some oF them Are more FlAshed out thAn the others, since 
they’re the ones intended to Be plAyABle. others Are 
included As suggestion And pArt oF the worldBuilding. 
As it’s A region inspired By eAstern europe, it’s mAgicAl 
inhABitAnts Also come From eAstern europeAn Folklore.

next is the region itselF. A hAndy mAp will Be provided, 
Along with A Few descriptions oF the mArked plAces. 
these Are not the only ones the plAyer could explore, 
e.g. they could wAnder into the woods to Find A hut, or 
see the docks At the riverside. As seen BeFore,  three oF 
the locAtions hAve Been more Fleshed out. these cAn Be 
Found in the hAndBook too.

i’ll tAke stock oF the vArious oBjects the chArcter’s 
cAn interAct with, too. this will consist mAinly oF the 
imAges, As they speAk For themselves.

lAstly, the hAndBook includes more pictures oF the 
prototype, As its’ Being plAyed with.

chArActers



our mAin chArActer is this 
Friendly little goBlin. 
he used to Be A guArd in 
his uncle’s employment, But 
soon reAlized his true cAlling 
is BAking sweet And sAvory 
pAstries, Buns, And BreAds. his 
experience As A rouge-ish 
guArd comes in hAndy 
when someone steAls 
his ingredients, And h e 
needs to trAck them down And get 
them BAck. this Adventure will tAke 
him Around the vAlley where he meets B o t h 
Friend And Foe. he is pAssionAte And kind, But Also 
nervous And A Bit clumsy, so he tries to Avoid heAd-on 
conFrontAtion with others, And would chooses more 

árpi, the BAker

sneAky tActics.
since he’s the mAin chArActer, 
he will Be shown during 
diFFerent Actions. these Are 
just some sAmples, some opF 
which i used For the prototype 
i creAted. 



Bohumír and Soňa

this reclusive dwArF mAy seem unFriendly At First, But 
iF someone gAins their trust, they Find A true Ally. 
Bohumír, A mAn oF Few words, tends to Be wAry oF others, 

And chooses to spend spends mAjority oF 
his time in his little Forest hut, tending 
to his sheep And with the compAny 

oF his pet gryphon. he is not 
AFrAid to Fight when his herd 
oF Friends Are in dAnger, 

And he’s known to pAck Quite 
A Few punches too. his stuBBorn 
nAture mAkes him determined to 

overcome Any Adversity.
Soňa iS Bohumír’S pet gryphon. She’S friendly, 

energetic, And much more trustFul thAn her owner, 
But her enthusiAsm gets her in trouBle too - she 

d o e s n ’ t Quite understAnd her own 
strength And size And tends 

to knock over people or get 
stuck in smAll spAces. still, her 

wings grAnt her A greAt AdvAntAge 
when it comes to Fleeing.

ildi And eszti

in czech FAiry tAles (especiAlly the 
live Action ones), devils Are oFten used 
As comic relieF. this Applies to 
ildi And eszti too, who Are 
hAppy-go-lucky trouBlemAk-
ers who don’t tAke Anything 
seriously. their Friendship 
is their Biggest strength 
weAkness As well; some-
times two heAds Are 

Better thAn 
one, But in 
this cAse this 
oFten meAns reinForcing eAch other’s 
dumB ideAs. despite this AlwAys hAve 
the other’s BAck And work AmAzingly 
As A teAm. 

the pAir oF devils Are the ones who 
stole’s árpi’s ingredients, And the plAyers 
could either Fight them or plAy As one or 

Both oF them, to mAke the gAme even more 
interesting.



since these Are our mAin chArActers (expect From 
Šoňa, for now), i created at leaSt one poSe for each 
oF them, which i printed on AcetAte. these serve As the 

“chArActer cArd” protytypes, which would show whAt 
Action A chArActer is tAking. árpi hAs more poses, since 
he is the mAin Amongst the mAin chArActers.



side chArActers 
the gAme would Also include other, non-plAyABle 
(?) chArActers who could Be encountered through-
out the gAme. these vArious creAtures could Be ei-
ther helpFul or hindering to the plAyers. while they 
don’t hAve A speciFic plAce in the gAme yet, i Found it 
impornAt to include them For A Bit oF worldBuilding 
At leAst. 

polednicA (noon witch) 

the polednicA punishes those who 
work during noon, By mAking 
them collApse, oFten killing 
them. At First glAnce, she Ap-
peArs As young girl, But turns 
into An old womAn when doll-
ing out this punishment. some-
times she would chAllenge girls 
to A dAnce competition – iF the 
other girl won (which wAs very 
unlikely), the polednicA rewArds 
her with A heFty dowry. her myth 
wAs used to keep kids AwAy From vAluA-
Ble crops, As well As to explAin heAt stroke.  

vodník 

A vodník is A type oF wAter sprite, which cAn Be Be-
nevolent or mAlicious. they live neAr rivers, where 

some oF them drown people, 
while others try to sAve 

those who Are drown-
ing. in Both cAses, the 
vodník keeps the souls 
oF those who drown 

in little pots And cups. 
they Are oFten Found 
Around mills. 

mother holle 

 A kind, old lAdy, who holds immense power she uses 
to rewArd good-heArted people And 
punishes BAd ones. she helps 
kind people who Are down 
on their luck But teAch-
es A lesson to those who 
Are entitled. when she 
shAkes her duvet, it stArts 
to snow on eArth. 



vAmpires 

unholy revenAnts who cAme BAck 
From the deAd. unlike their “mod-
ern” counterpArts, vAmpires eAstern 
europeAn Folklore don’t necessAr-
ily suck their victims’ Blood, And in-
steAd lAtch onto their energy And 
liFe Force. 

mAgic goldFish 

exActly whAt it sAys on the 
tin, this Fish uses its mAgic 
powers to grAnt wishes. some oF 
t h e s e wishes could BAckFire, BAsed on the per-

son’s phrAsing., As A “cAreFul whAt 
you wish For” scenArio. 

giAnts 

depending on wheth-
er the plAyers BeFriend 

the giAnt or not, these 
creAtures cAn help or 
heroes, or signiFicAntly 

hArm them. personAlly, 

i like the ideA oF A literAl gentle giAnt, however they 
would Be Quite An overpowered chArActer, 
so to keep the gAme interesting, 
they should Be used spAringly. 

strigA 

An evil, dAngerous witch 
who is in cAhoots with 
the devil with A cApitAl 
d. she eAts people, oFten 
choosing kids As her vic-
tims or nABBing shepherds 
From A Field At night, iF 
they don’t sleep in A  cir-
cle. 

FAiry-BeAutiFul ilonA And her 
court 

contrAry western europe where people Are wAry oF 
FAiryFolk, the hungAriAn FAiries seem to like humAns 
And try to help them out. these nAture sprites oFten 
with giFt mAgicAl ArtiFActs to help A hero in their jour-
ney, 
their Queen is ilonA, A BeAutiFul womAn, who, in vArious 



Folk stories, mArries the hero And grAnts them eternAl 
youth, mAking them king oF the FAiries.  

rusAlky 

A “suBtype” oF 
FAiries, AlBeit 
more trAgic And 
oFten mAlevo-
lent, rusAlky 
Are women 
And children 
who died Be-
Fore their 
time. AFter 
their deAth, 
they dwell 
the Forest, 
rivers, And 
cemeteries, oF-
ten seeking re-
venge or trying 
to drown others. 
they’re, however, oF-
ten met with sympAthy And 
girls oFten leAve out giFts For them to mAke their (AF-
ter)liFe A Bit hAppier. they enjoy dAncing in the nAture.

locAtions



This map presents the valley where the game takes 
place. (The names are in Hungarian for a more 
immersive experience.) The icons mark the places 
our heroes could visit; the location cards would 

show the insides, perhaps different levels, or even 
the yard. There could be different places that aren’t 
marked on the map, such the woods, riverside, or 
the fields.



the mAp would come with smAll mApmArkers too. 
At the Beginning oF the gAme, the position oF the 
ingredients And the plAyers is set up. the goAl is tp 
get the ingredients, And this wAy it’s cleAr where 

they Are relAtive to the plAyer. this is A Fun wAy 
oF seeing how th gAme progresses. AlternAtively, 
with A Few design chAnges, the mAp could Become 
the plAying BoArd And the mApmArkers the pAwn.



the regionAl lAndmArks

tóAljA – árpi’s villAge And the stArt oF our Adventure. 
the church, BAkery, And mArket Are All locAted here, 

with the FArm neArBy.

the bAkery – our BAker’s stArting 
point, the plAyer could show us 

how the goods were stolen. this 
is Also where árpi returns to 
once he collects All the in-
gredients.

the mArket – 
where the pAstries And BreAd 
Are sold throughout the week-
end. mAny people sell weApons, 
spells, or Food, And could pro-
vide vAluABle inFormAtion ABout 

the stolen goods. 

ChurCh And Cemetery – A plAce oF wor-
ship Filled with useFul scrolls And 

codes, which cAn Be Quite 
spooky once the night FAlls.

szAbó FArm – Filled with cows, A greAt plAce to get 
some milk From. unless their supplies hAve Been stolen 
too? one wAy to Find out is to visit it.

Cserjeszeg – nAmed AFter the FruitFul 
shruBs surrounding it, this villAge 

is situAted close to the mill And 
Fortress.

the wAtermill – usuAlly supplies 
the villAges with Flour. the miller does not visit too 
oFten though, And it would Be the perFect plAce to 
hide some stolen goods.

the Fortress – sAid to hAve Been occupied By devils 
For the pAst Few decAdes. the Fortress wAs ABAndoned 
BeFore And For the most pArt its’ tenAnts didn’t stir 
much trouBle, But every once 
in A while, they disrupt the 
peAce, e.g. By steAl-
ing importAnt 
ingredients.



the BAkery 
the stArt oF our Adventure. it shows where árpi lives 
And works, All his utensils, decorAtions, the plAce he 
cAlls home. the stAirs would leAd to the upper Floor, 
to his shop. this could Be the scene oF him BAking or he 
could witness his goods getting stolen From A sAFe hid-
ing plAce.

hAllwAys oF the Fortress

while i mArked them As pArt oF the Fortress, these hAll-
wAys could Be shown As the church’s crypt or A Build-
ing in one oF the villAges. A dArk And spooky locAtion, 
this hAll is A reAl dungeon For sneAking Around And/or 
hiding precious produce in.



Bohumír’s hut

one oF the plAces thAt’s interActABle, But not shown 
on the mAp – this is so the plAyers hAve some Freedom 
to discover the region For themselves, in this cAse spe-
ciFicAlly the woods. the hut is where we need Bohumír, 
who cAn Become An Ally to the BAker – AlternAtively, 

this could Be the stArting point oF Bohumír, iF plAyer 
choses him As A AplAyABle chArActer.
some locAtions cAn Be A dAy And A night scene, especiAl-
ly the ones thAt tAke plAce outside. these scene could 
Be printed on the Front And the BAck oF the sAme BoArd, 
so sAme some spAce And mAteriAls in the production.



the night And dAy scenes coulA ActuAlly Be printed on 
the sAme BoArd thAt’s Being Flipped Around - one one 
hAnd, it’s An eAsy Flip Between night And dAy, And on 
the other, it sAves on some oF the resources

oBjcets



the ingredients

the ingredients Being stolen Acts As the cAtAlysA-
tor For our Adventure. whether you plAy As árpi, 
his Friends, or his Foes, you All seek the sAme ingre-
dients. 

At the end oF the gAme, once the Flour, eggs, etc, is 
All collected, the plAyer would Be rewArded with A 
recipe As well. oF course, iF they just wAnt to cook, 
they cAn open the hAndBook Any time they’d like. 

ApArt From the ingredients, the chArActers would 
need other things to interAct with; somthing to 
sit on, something to use For Fighting, or even just 
some cAmpFire to sit By.

 i collected All oF these oBjects in the prinAtBle 
sheet, Along with the chArActers, most in 3 diF-
Ferent sizes to Fit the Foreground, midground, 
And BAckground respectively. i will include this 
sheet At the end oF the hAndBook.





in this cAse, eszti is supposed to Be juggling the eggs 
And creAting the Fire, so i used her As A scAle For the 
oBjects And printed them together with her.

the gAme



eAch eleemnt i descriBed eArlier comes together into whAt 
we see here. in this instAnce, the BAckdrop is the  kitchen, 
But me And my Friend, who i Asked to test it As well, eAch 
cAme up with A diFFerent snipett oF the story.

i showed the devils wrecking hAvoc in árpi’s kitchen, while 
he nervously hides And wAtches. while in my Friend’s ver-
sion, the devil lAdy And the BAker Are Friends, And she 
merely stopped By For A “chill BAking session”.

this Alone shows how versAtile A BAker’s Quest is.





in the First picture, we see the sAme dynAmic Between 
the Food thieves And BAker, where he’s plAnning to get 
his Food BAck. two AgAinst one isn’t Quite FAir. 
luckily, our hero mAkes Allies Along the wAy - Bohumír, 
For exAmple, could AccompAny him in the hAllwAys, iF 
he leArns to trust the BAker. this is whAt the second 
picture shows. 
or árpi could try to AmBush ildi, while she’s guArding 
the goods Alone.
the posiBilities Are Almost endless with the diFFerent 
comBinAtions oF the chArActer spirets; in the Finishes 
version All oF them would hAve 5-6 poses in three sizes, 
FAcing Both leFt And right. which leAds to (Almost) 
endless comBinAtions.



once your scene is set, your’re not limited only to the 
originAl chArActers you’ve included. you And your 
Allies cAn hAve A Quieter moment But your enemies cAn 
cAtch up to you Any time. 

your Buddy cAn tAke one For the teAm And try to keep 
your Foes distrActed one wAy or Another, giving you A 
chAnce to sneAk AwAy. however, who knows where the 
other enemies lie.



Adding oBjects, like the Bush here, would Add Another 
lAyer oF complexity to the scene. i decided to Build this 
As An Asset insetAd oF the pArt oF the locAtion itselF, to 
provide the plAyer A Bit more FlexiBility - iF they need 
shelter, they cAn use it, But otherwise it’s not etched 
in stone. similAr Additions could Be trees, pillArs, or 
Furniture

this conculudes my BoArdgAme proposAl. i mAinly 
Focused on the chArActers And locAtions, so i 

understAnd the gAme lAcks A proper ruleBook or 
gAming structure, But this is something i’d like to 
return to some dAy, either As A solo project, or in 

collABorAtion with someone, who knows more ABout 
gAme mechAnics in generAl.



keep in touch here:

lorAFlorAgAAl@gmAil.com

or Find more oF my Art here:

lorAFlorAgAAl.co.uk




