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Demo Questbo
Components

This book contains the components you need to play the demo version of

the game A Tale of Bravery. The game is for 1 to 4 players.

You will have to cut out and prepare the components in order
to play the demo game.
Please note that this is a modified version of the design for
Player Characters, Retinue and Opponents. Also, for practical reasons ,

some options available to players in the full game

has been removed in this demo version.
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What this book i1s

This book contains the components for the demo version of A Tale of Bravery. You will need to print this book and cut the components
out according to the instructions on each page. With the components in this book you can use the Rulebook and the Demo Questbook for

A Tale of Bravery to play the demo game.

If you enjoy yourself playing the demo version of the game, please support us on Kickstarter.

The components

This book contains the Player Character sheets, a set of Game Board tiles, Opponents, tokens and cards. We recommend that you fasten
the Game Board tiles on pieces of cardboard. You will need several regular 6 sided dice (we suggest that you use at least 7 dice) and some
pencils to play the game. If you don’t want to use the cut out paper figures you can use almost anything to mark the position of the Player

Characters and the Opponents on the game board tiles.

In the actual game of A Tale of Bravery the Party would have a “Wealth”, money that can be used to purchase Equipment etc. For simplic-
ity’s sake we have omitted the coins in this demo Questbook. You might find references in the Quests where the Party gains rewards in the
form of Pennies. Please ignore these when you come across them, and at the same time pat yourself on the back. In the full version of the

game you’d have just made some money.

We are including the Power Chart for the Party on page 3 of this demo Questbook. The Player Characters have already been improved by
2 Experience points. When you are checking the Difficulty Level (DL) of a Skill Check in the Quests you will be reading from the first

column.

For reasons of space, we have not included all the Game Board Tiles of the game. The full game will contain over 40 different Game
Board tiles.

Before playing, at least one of the players should have read through the Rulebook that is available for download on our homepage (www.
barsarkentertainment.com). You will also be able to find informative videos on how to set up and play the game on YouTube and our

homepage.

Please note that this 1s a work 1n progress. As such, the Kickstarter
product may differ from this demo version.
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Instructions:

Cut out the Power Chart and keep it as a Reference for Difficulty Levels in the Quests.

- ‘ The Power Chart ;

XP:
Zero
Very Easy
) Easy
a
— Average
v
>
3
— Hard
=
>
v
{E  VeryHard
()
\,

Opponent- and Retinue level

Skilled Retinue
Raging Opponents

Novice Retinue
Mean Opponents

0-5XP 6-10XP

XX NN

0-5XP 6-15XP
ORRONE
ONROMES
ORRONE
ONROMES
ORRONE
ORRONES
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Instructions:

Cut out these Player Character Characteristics sheets, fold them and glue them

together. You should be able to flip the finished Player Character sheet between

the wounded and the unwounded side.

&

‘ Maol

the Rnight

£ 7

Strength: [ ][4 | pab
Dexterity: [ |[3]#
Psyche: [ ][2] @
Reason: D =)

Specialisations:

The Champion @

Move: | |[3] L

(Equal to Dex)

Hit Points: [ |6 | @@

(Sum of Strand Psy)

MaxBravery: | |4 | 88

(Sum of Psy and Rea)

Starting Outfit:

Sword @

Cuir Bouilli Amor @
Condition Dishonoured @
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Instructions:

Cut out these Player Character Characteristics sheets, fold them and glue them

together. You should be able to flip the finished Player Character sheet between

the wounded and the unwounded side.

&

Strength: [ ][2 ] peb
Dexterity: [ |[2]#
Psyche: [ ][4] &@
Reason: D =)

Specialisations:

The Conjurer @

B> Ielinde the Mage h
Move: | |[2] L

(Equal to Dex)

Hit Points: [ |6 | @@

(Sum of Strand Psy)

MaxBravery: | || 7| 88

(Sum of Psy and Rea)

Starting Outfit:
Lightning
Entangle

Heal Wounds
Mass Heal
Asphyxiate

*
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Instructions:

Cut out these Player Character Characteristics sheets, fold them and glue them

together. You should be able to flip the finished Player Character sheet between

the wounded and the unwounded side. :

B> Retilbern the Ranger h
Strength: [ ][2] pab Move: | |[4] L

6% (Equal to Dex)
Dederty: | )|2)% ipoines (]3] @

Psyche: Dm Q (Sum of Strand Psy)
- D 0 Max Bravery: D oo

(Sum of Psy and Rea)
Specialisations: Starting Outfit:
The Marksman Ae @
ShortBow (2

d3aunom

@ o] ] Ainegiey O 7] woseay
o (7] Spezouns BLLIL Tk
e W (][ ] :hwepeg

(xeg o1 /enb3)

¥ (2] ]=now (L] | :wbuens

H 196uDY| o) wqRY| &8




| | i
=l 1=l

Instructions:

Cut out these Player Character Characteristics sheets, fold them and glue them

together. You should be able to flip the finished Player Character sheet between

the wounded and the unwounded side. :

B> Ovdine the Thief h
Strength: [ |[1] e Move: | ][4] L

(Equal to Dex)

Dexterity: [ |[4 ] Hit Points: [ ][4 ] @
Psyche: D Q il
resson: (]3]0 Moo ]

Specialisations: Starting Outfit:
The Backstabber @ Throwing Knives 0
Family Heirloom @
Padded Quilt Armour 0
Condition Wanted by the Law @
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Instructions:

Cut out the Player Character Skill sheet and Background information sheet.

Then fold them and glue them together. You should be able to flip between the

Skill sheet and the Background information sheet.
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Se— Maol the Rnight
) 006 - & & (
Strength: pa Psyche: (4 Magic and Alchemy: ([}
Unarmed: D K Haggle: D [ ]t Air (Element): D s
One-HandedWeapons: [ |[3] sf Deceive: [ || |99 Earth (Element): [ ]| |&Z
Two-Handed Weapons: E] V. Eloquence: E] @ 5 Fire (Element): E] m A\
Leadership: [ ][2] Water (Element): [ ]| |V
. Sulphur (Principle):
Dexterity:# Reason: [} Hphur r!ncfp [l
ThrowingWeapons: [ ]| | HuntingandTracking: [ ]| %% Mercury (Principle): [_| D e
Bowsand Crossbows: | || |k DeftFingers: [ ]| | @y Satt (Principle): (]| |©
Athletics: [ ][1] & World Knowledge: [ ] | jul
Medicine: DD x { Unspent XD: L
*

*
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Instructions:

Cut out the Player Character Skill sheet and Background information sheet.
Then fold them and glue them together. You should be able to flip between the

Skill sheet and the Background information sheet.
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B> Delinde the Mage &

Strength: pa Psyche: (4

Unarmed: [ (1] ks

One-HandedWeapons: [ || | :f
Two-Handed Weapons: [ ]| |¥.d

Dexterity:iﬁ
ThrowingWeapons: [ ]| |
Bowsand Crossbows: | || |k

Athletics: [ ]| | &

Reason: ()

*

Hunting and Tracking: ’:]
DeftFingers: [ ]| @y

World Knowledge: [ ](3] bl
Medicine: [ ][2] K&

Haggle: DD iqt
Deceive: [ || |99
Eloquence: E] S
Leadership: [ ]| |

2
B

Magic and Alchemy: ()
Air Element): [ ]| | A
Earth (Element): [ ][3] %2
Fire (Element): [ ][2] A
Water (Element): [ ][2]V
Sulphur (Principle): [ ][1] 4
Mercury (Principle): |:] §5
Salt (Principle): [ ]| |1©

( Unspent XP: j-/
-
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Instructions:

Cut out the Player Character Skill sheet and Background information sheet.
Then fold them and glue them together. You should be able to flip between the

Skill sheet and the Background information sheet.

[ B Refilbern the Ranger &&

e

Strength: pa Psyche: (4
Unarmed: [ (2] ks Haggle: [ ]| | dft
One-HandedWeapons: [ ][3] :f Deceive: [ || |99

Two-Handed Weapons: E] [—] V. Eloquence: E] m = |
Leadership: ]| |
Dexterity: i Reason: ()

ThrowingWeapons: [ ]| | Hunting and Tracking: [ ](3]%%
Bowsand Crossbows: | ]3]k DeftFingers: [ ][1] @y
Athletics: [ ][2] & World Knowledge: [ ] | jul

Medicine: [ ]| | &

*

Magic and Alchemy: ()
Air Element): [ ]| | A
Earth (Element): [ ]| |&Z
Fire (Element): [ ]| | A
Water (Element): [ ]| |V
Sulphur (Principle): [ ]| |4
Mercury (Principle): [ ]| | 3
Salt (Principle): [ ]| |1©

( Unspent XP:

N
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Instructions:

Cut out the Player Character Skill sheet and Background information sheet.
Then fold them and glue them together. You should be able to flip between the

Skill sheet and the Background information sheet.

%

) 042

- B Obdine the Thief

e

Strength: pa

Unarmed: [ ](2][ks

One-HandedWeapons: [ ][ 1] sf
Two-Handed Weapons: [ ][ |¥.d

Psyche: (4

Haggle: D it
Deceive: [ |[2]%®
Eloquence: E] s

Leadership: [ ]| |

Dexterity:iﬁ
ThrowingWeapons: [ ](3]
Bowsand Crossbows: | || |k
Athletics: E] P!

Reason: ()
Hunting and Tracking: D

2
L1

DeftFingers: [ ](2] @y
World Knowledge: [ ](1] jul

Medicine: [ ]| | &

*

Magic and Alchemy: ()
Air Element): [ ]| | A
Earth (Element): [ ]| |&Z
Fire (Element): [ ]| | A
Water (Element): [ ]| |V
Sulphur (Principle): [ ]| |4
Mercury (Principle): [ ]| | o}
Salt (Principle): [ ]| |1©

( Unspent XP: j-/
A
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Cut out the Specialisation cards. The Specialisation that is written on each

Player Character characteristics sheet lists which Specialisation card belong to

that Player Character.

%

X

F->

3(.-

€

CThe Champion

*
Specialisation

Once per Battle, immediately before
performing the Action Attack, using
either of the Skills Unarmed, One-
Handed Weapons or Two-Handed
Weapons, the Champion may
choose to lower the Difficulty Level
to hit her Opponent by 2.

The Difficulty Level to hit may never

fall below but can become exactly
zero this way.

LKD)

?)

€

CThe Backstabber

-
Specialisation

Once per Battle or Brawl, as an
Action immediately before or after
her Move, the Backstabber may
choose to perform 2 Attack
Actions instead of just 1.

?)

->¢

Che Conjurer
*

Specialisation

The Conjurer will start the game
with two additional Spell Cards of
the Players choice.

The Conjurer must have the
minimum Skill Levels listed for the
Prerequisites of the Spells chosen.

CThe (Marksman

*

Specialisation

Once per Battle, when performing an
Attack Action on an Opponent and

using the skill Bows and Crossbows,

the Marksman may choose to cause

the Opponent to become Pinned instead
of taking Damage. This must be declared
before performing the Skill Check to hit.

if the Skill Check is successful, the
Opponent will be Pinned during the
next Opponent Phase, plus an additional
number of Opponent Phases for
eachES.

The Marksman can't cause Unpinnable
Opponents to become Pinned.
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Instructions

Cut out the Equipment cards. The Starting Outfit on each Player Character characteristics sheet

lists which Equipment cards belong to that Player Character. The cards not specified as Starting

Outfit will be used later in the game and do not belong to any Player Character
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Instructions

Cut out the Equipment cards, Companion card and Condition cards. The Starting Outfit on each Player Charac-

ter characteristics sheet lists which Equipment and Condition cards belong to that Player Character. The cards

not specified as Starting Outfit will be used later in the game and do not belong to any Player Character
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Instructions

Cut out the Magic Spell cards. Place them with Idelinde.
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Instructions

Cut out the Ability cards. They will be used with the Opponents.
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Instructions:

Cut out the Behaviour cards. They will be used with the Opponents.

%

Basic Bebaviour

Ifthere are several equally valid Targets, pick the one with the highest
Reference Number.

L |

When performing a Move, always take the shortest possible route. Please
note that it might mean not moving at all if the shortest possible route is
to move zero Areas.

When performing a Move, never move to Break the Move or get Pinned,
unless all adjacent Areas of your starting Area will cause you to Break the
Move or get Pinned.

If there are several equally valid routes, pick the one that passes through
the adjacent Area with the highest Reference Number.

Ifthere are several equally valid Areas to stand on, land in or summon at,
pick the one with the highest Reference Number.

Bebaviour Che Fighter

. Perform a Move to, and attack the Target. If the Opponent has

the Reach Ability, stop in the closest Area where she can perform
the Attack on the Target.

. Else, perform a Move to, and Attack, any Party Member. If the

Opponent has the Reach Ability, stop in the closest Area where
she can perform an Attack on the Party Member.

. If the Opponent can't reach the Target or any Party Member this

Opponent Phase, perform a Move to have the shortest possible
distance (I.E. shortest possible route) between the Opponent and
the Target.

Behaviour Che (Monster

. If the Opponent has the Flying Ability, use it to land in an Area

. Else, If the Opponent has the Flying Ability, use it to land in an Area

. If an Attack will not be possible on any Target or Party Member,

where it is possible to perform an Attack on the Target. If the
Opponent has the Reach Ability, stop in the Targets adjacent Area
with the highest Reference Number from which the Attack can
be performed. Then perform an Attack on the Target.

where it is possible to perform an Attack on a Party Member. If the
Opponent has the Reach Ability, stop in the Party Members adjacent
Area with the highest Reference Number from which the Attack can
be performed. Then perform an Attack on the Party Member.

perform a Move (do not fly) to have the shortest possible distance
(I.E. the shortest possible route) between the Monster and the Target.

s

Bebaviour Che Archer

. If Pinned, perform a close combat Attack on a Party Member in the

|

same Area, using the close combat weapon of the Opponent.

. Else, perform a Move to be able to perform a ranged combat Attack on

theTarget. Then perform the Attack.

. Else, perform a Move to be able to make a ranged combat Attack on a Party

Member. Then perform the Attack.

. Else, perform a Move to be able to perform a close combat Attack on a Party

Member, using the close combat weapon of the Opponent.

. Else, if an Attack will not be possible on any Target or Party Member

this Opponent Phase, perform a Move to have the shortest possible distance
(i.e the shortest possible route) between the Archer and the Target.

Behaviour Che Summoner

N

w

. If Pinned, perform a close combat Attack on a Party Member in the

. Summon Minion according to the Opponent card instructions.

. Then, if not Pinned, perform a Move to have the longest possible

L |

same Area.

distance (I.E. longest possible route) between the Summoner and
the Summoners Target.
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Cut out the Opponent cards.

? Bobgoblin ? Peasant Rabble
HP: 5 @ HP: 1 @
DLtohit 2 @ DLtohit 0 @
Attack: 7 < Attack: 5 <
Mind: 1 (3 Mind: 1 (3
Size: 1 Size: 1
Move: 3 L Move: 2 L
BN BN
Weapon: Target Condition: Weapon: Target Condition:
* Spear 1D+ES H} Lowest current Bravery tokens * 3 Club1D Tl} Lowest Strength *
Behaviour: Ability: Behaviour: Ability:
The Fighter ! Reach (ts¥)‘ear) A TheFighter ! No abi;tyy‘ A
? Warlock ? Bucca Leader
HP: 8 @ HP: 10 @
DLtohit: 1 & DLtohit: 3
Attack: 10 $< Attack: 9 <
Mind: 5 (3 Mind: 3 (3
Size: 1 Size: 1
Move: 3 L N Move: 3 L
A _.‘\’. L 4\ s L
Weapon: Target Condition: Weapon: Target Condition:
3 Dagger 1D m} Lowest Reason * 3 Spear ID+ES Tl} Highest Strength %
Behaviour: Ability: Behaviour: Ability:
The Summoner ! Summon minion (1 hob goblin) A The Fighter ! Reach (Spear) A
? Bucca ? Gargovie
HP. 6 @ HP: 8 @
DLtohit: 2 DLtohit: 2
Attack: 7 < Attack: 9 <
Mind: 2 (3 Mind: 5 (3
Size: 1 Size: 1
Move: 3 L S Move: 2 %

BN oy | BN ya
Y Weapon: Target Condition: >4 3 Weapon: Target Condition: *
Spear ID+ES H} Lowest Psyche Claws (Unarmed) 1D+ES Tl} Highest Reason

Behaviour: Ability: Behaviour: Ability:
The Fighter ! Reach (Spear) A The Monster ! Flying, Cause Pin A
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| |
=l

Instructions:

Cut out the Opponent cards.

? Saxon Noble ? Saxon Archer
HP: 8 @ (I HP: 4 @
Dltohit 4 @ | DLtohit 1 @
Attack: 8 $< ﬁ Attack: 7 <
Mind: 3 (3 ’ Mind: 3 (3
Size: 1 T‘{ Size: 1
Move: 3 L ' Move: 2 L
U
A\ A\ V.
Weapon: ‘ Target Condition: Weapon: Target Condition:
3 Sword 1D +ES H} Highest Leadership Skill * 3 If)ongBO}ND(Ranges)ZD+B Tl} Lowest Armour Value %
agger
Behaviour: Ability: Behaviour: Ability:
The Fighter ! No AbiTityy‘ A The Archer ! No Abiltityy‘ A

? Soldier

HP:
DLto hit:
Attack:
Mind:

Size:

W = N N N O
el DX e

Move:

a
Weapon: Target Condition:
Swordr1xD,+ES TB Wa:tgedbytheLawCondition *

[

Behaviour: ! Ability: A

TheFighter No Ability

i [y
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Instructions:

Cut out the Hero and Opponent minis. Fold them into stand-up markers for
your Player Characters and their Opponents. You will use them in Battles and

Brawls in the game.
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Hero miniatures
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Instructions:

| |
=l

Cut out the Opponent minis. Fold them into stand-up markers for your Player

Characters and their Opponents. You will use them in Battles and Brawls in the

game.
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Opponent miniatures
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Instructions:

Cut out the Opponent minis. Fold them into stand-up markers for your Player

Characters and their Opponents. You will use them in Battles and Brawls in the

Opponent miniatures

Opponent miniatures

game.

¢

%

X

%

d1qqey uesead

a1qqey Juesead

91qqey JuesedJ

SUWLLY/ Je UBJN

J1ho31en)

&
¢ o

Peasant Rabble

Peasant Rabble

Peasant Rabble

Man at Arms

Gargoyle

9[qqey Juesea

91qqey Juesed

21qqey JuesedJ

J1ko31en)

9[koTien)

&
¢ o

Peasant Rabble | Peasant Rabble | Peasant Rabble Gargoyle Gargoyle
3< 1 1 1 1 1 1
1 1 1 1 1 1
h h h h h h
_ L
= 23 =—



| |
=l

Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Cut out the Game Board Tile below. We suggest that you glue it to a piece of
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Instructions:

Cut out the Game Board Tile below. We suggest that you glue it to a piece of

cardboard. You will use it in Battles and Brawls.
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Magic Spell
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Game setup

v

6.
7.
8.
9.

10.
11.

3
a
a
L
=)
8
=

Magic Spell

Read the Rulebook for A Tale of Bravery. You can download it from www.barsarkentertainment.com.

Find a gaming area roughly the size of a dinner table to play the game on.

Make sure you have pencils and erasers available.

Take turns picking a Player Character Characteristics sheet and the corresponding Player Character Skill sheet. If you
are fewer than four Players, someone will be playing more than one Player Character.

Place the Player Character sheets on the gaming area. Place the Player Character Characteristics sheet with the side
marked “Wounded” face down.

Add the Equipment, condition and Magic Spell cards specified on the Player Character sheets.

Add the Specialisation card listed for your chosen Player Character.

Add markers equal to the number of Hit Points listed on each Player Character Characteristics sheet.

Place the Power Chart and the rest of the tokens, dice, Game Board tiles, Opponents and figures where you can com-
fortably access them during gameplay.

Place the Demo Questbook in the play area and pick one player to read from it.

Start reading the Questbook and enjoy the game.

O]
[ ]
]

Player Character Characteristics

Specialisation
Equipment

Player Character Skills

Condition
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Credits
Game Design: Kent-Ove Lindstrom, Nils-Erik Lindstrom and Lars-Stellan Persson
Editing: Nils-Erik Lindstrom

illustrations and game illustrations: Dimitrina Angelska, Velislav Ivanov, Nils-Erik Lind-

strom, Kent-Ove Lindstrom

© 2023 Birsirk Entertainment
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CC-Resources used in this product:
Resources released under Creative Commons Attribution 3.0.

This resource can be used for any purpose, even commercially, as
long as credit is given to its creator.
Link to the license: https://creativecommons.org/licenses/by/3.0/

“Medieval blacksmith” by yazjack.

Downloaded from http://www.blendswap.com/blends/view/54598
Ready for Blender 2.63

Published on: 2012-09-20 18:16:15

“Rustic Table and Bench tscn” by sizzler.

Downloaded from http://www.blendswap.com/blends/view/57975
Ready for Blender 2.64

Published on: 2012-10-29 17:51:49

“Decorative lantern/candle holder” by cephei.

Downloaded from http://www.blendswap.com/blends/view/69031
Ready for Blender 2.67

Published on: 2013-07-05 12:30:45

“Pup Tent” by chongololo.

Downloaded from http://www.blendswap.com/blends/view/69947
Ready for Blender 2.66

Published on: 2013-08-30 08:41:57

“3 Low Poly Cliffs” by OliverMH.

Downloaded from http://www.blendswap.com/blends/view/71140
For Blender 2.52

Published date unknown.

“Chest” by blenderjunky.
Downloaded from http://www.blendswap.com/blends/view/73296
For Blender 2.52 and up.
Published date unknown.

“Trestle Table” by kamion99.

Downloaded from http://www.blendswap.com/blends/view/75751
For Blender 2.52

Published date unknown.

“Open Books” by Mierenttt.

Downloaded from http://www.blendswap.com/blends/view/80874
For Blender 2.75

Published on: 2015-08-26 09:22:38

“Dragon Chest” by VanYuKu.

Downloaded from http://www.blendswap.com/blends/view/87836
Ready for Blender 2.78

Published on: 2017-03-15 16:21:12

“The Cave (High Poly)” by dungeon455.

Downloaded from http://www.blendswap.com/blends/view/89700
Ready for Blender 2.78

Published on: 2017-10-18 14:46:19

“Celtic Cross” by blenderjunky.

Downloaded from http://www.blendswap.com/blends/view/72089
Ready for Blender 2.52

Published date unknown.

“Medieval stuff” by blenderjunky.

Downloaded from http://www.blendswap.com/blends/view/73777
Ready for Blender 2.52

Published date unknown.

“pillars_01" by Nobiax (nobiax.deviantart.com)
Published date unknown.

Resources released under Creative Commons Zero (Public
Domain):

This resource can be used for any purpose, even commercially.
Link to information on CC-0 (“No Rights Reserved”): https://
creativecommons.org/share-your-work/public-domain/cc0/

“Realistic Grass Field” by BMF.

Downloaded from http://www.blendswap.com/blends/view/39029
Ready for Blender 2.62

Published on: 2012-03-06 11:25:38

“Medieval Well” by Daniel74.

Downloaded from http://www.blendswap.com/blends/view/55087
Ready for Blender 2.63

Published on: 2012-09-26 08:04:45

“Medieval Props 2” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/55181
Ready for Blender 2.63

Published on: 2012-09-27 06:20:34

“Old Books” by hotzst.

Downloaded from http://www.blendswap.com/blends/view/74564
For Blender 2.52

Published date unknown.

“Medieval Containers” by Daniel74.

Downloaded from http://www.blendswap.com/blends/view/76295
For Blender 2.52

Published date unknown.

“Rock room build-able pieces” by mrdeltawolf117.

Downloaded from http://www.blendswap.com/blends/view/77899
For Blender 2.52

Published date unknown.

“Palloza” by ramonduran

Downloaded from http://www.blendswap.com/blends/view/55181
Ready for Blender 2.78

Published on: 2017-04-01 16:04:15

“Beach” by WereDuck

Downloaded from http://www.blendswap.com/blends/view/47979
Ready for Blender 2,63

Published on: 2012-06-27 06:35:07

“Medieval Props” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/55083
Ready for Blender 2.63

Published on: 2012-09-26 08:04:28

“Medieval Props 3” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/55189
Ready for Blender 2.63

Published on: 2012-09-27 07:59:02

“Medieval Modular Design: Windows™ by Daniel74

Downloaded from http://www.blendswap.com/blends/view/74694
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Doors” by Daniel 74

Downloaded from http://www.blendswap.com/blends/view/74695
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Buildings 17 by Daniel74
Downloaded from http://www.blendswap.com/blends/view/74696
For Blender 2.52

Published date unknown.

“Medieval Modular Design: House 2” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/74697
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Balcony” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/74698
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Chimney” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/74699
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Building Extensions” by Daniel74
Downloaded from http://www.blendswap.com/blends/view/74700
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Stairs” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/74701
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Extra Roof” by Daniel74
Downloaded from http://www.blendswap.com/blends/view/74702
For Blender 2.52

Published date unknown.

“Medieval Modular Design: Signs” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/74703
For Blender 2.52

Published date unknown.

“Medieval Smith Pack” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/75579
For Blender 2.52

Published date unknown.

“Medieval Blacksmith” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/75729
For Blender 2.52

Published date unknown.
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“Medieval Containers” by Daniel74

Downloaded from http://www.blendswap.com/blends/view/76295
For Blender 2.52

Published date unknown.

“Container Pack” by yd

Downloaded from http://www.blendswap.com/blends/view/76295
For Blender 2.70

Published on: 2015-09-26 12:17:22

“Chains” by yd

Downloaded from http://www.blendswap.com/blends/view/81417
For Blender 2.70

Published on: 2015-10-04 11:56:10

“Book Set” by yd

Downloaded from http://www.blendswap.com/blends/view/80224
For Blender 2.70

Published on: 2015-07-11 17:07:48

“Low Poly books” by LucasKS

Downloaded from http://www.blendswap.com/blends/view/92514
For Blender 2.79

Published on: 2018-09-17 18:27:39

Other Licences:

“3TD Studios Free Sample Pack #2” by 3TD Studios
Downloaded from https://creazilla.com/nodes/5233-harbor-
pack-3d-model

Published on: 2015-07-16

License Agreement:

“The terms of use are pretty simple. You can use them however
you see fit. Below are the only restrictions:

1. You are not authorized to repackage and resell the content of
the Free Sample Pack as your own work... You can share them,
swap them, make your dream game with them or pass them along
as really cheap gifts. Just don’t resell them and claim them as
your own.”

“Candelabrum” by Marco Antonio Meireles Carvalho

“This 3d model has been made for the Game “Radya:Visions
From The Past” by Marco Antonio Meireles Carvalho:
https://marco-antonio.itch.io/radya-visions-from-the-past
https://www.patreon.com/marcoindie

You can use it for free (public domain) in anything you want but,
please, if you end up by using it make sure to link to the page of
the game and mentioning me on the credits of your product:
https://marcoantoniomeirelescarvalho.artstation.com/”



