Look at GHOULASH as a compact RPG or dungeon crawl. Each player serves as the
other’s dungeon master, setting items and obstacles before the game and announcing to the
player what has been encountered.

Once you'’ve learned the Basic Rules of GHOULASH — found at GHOULASH.com or in
any Scenario Pack, you’re ready to play one of the exciting scenarios. All the information
you need to play the scenario is on the Scenario Chart. Let’s take a tour of a typical chart:
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